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Introduction 


Welcome to the RGDS Amiga Top 50. This is part two 
covering the games from 25 through to number 1. 
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We are are the Retro Game Discussion Show (RGDS) 
podcast. A free UK podcast of like minded hosts and 
listeners, who celebrate the world of Retro gaming and 
computers. 


For our episode on what we consider the best games 
on the Amiga, we wanted to go above and beyond, 
and do an accompanying book. But this is more than 
just a list of the games we chose though. This is our 
humble attempt to write an all encompassing love letter 
to the Amiga. Giving, not only what we consider 50 
of the finest games, but also go into the Amigas history 
and its many game bundles and hardware. Hopefully 
explaining why the Amiga is so special. 3 


It is our fondest hope that our accompanying podcast 
along with this book, will encourage people both new 
to Amiga and those looking for a way in and to know 
what games to try. But also, something special for 
those Amiga veterans, who perhaps are wishing to 
reminisce and learn about many of their favourite games 
from their childhood. 


So come join us, as RGDS takes you through the RGDS 
Amiga Top 50 games. 


Keep it Retro... 


RGDS AMIGA TOP 50 GAMES 


HOPE YOU ENJOY THE BOOK 


Whilst this book is free, I decided to add an option for 
people to buy me a coffee, as this was a massive 
undertaking and at the end of writing the book I sadly 
was made redundant from my job, with my role going 
overseas to a cheaper location. So if you have enjoyed 
and can afford, then please consider sending a buy me 
coffee to say thanks for all my efforts. 


https://buymeacoffee.com/thedrisk 


In addition or alternatively then please consider sharing [a] 

the book with friends and family or re-posting on social 

media about the book to get this in the hands of as many 

people as possible. The book is perfect in introducing people to the world to the Amiga 
and its many classic games, as well as existing Amiga lovers and retro aficionados to 
learn about who made these games and what they went on do in the gaming industry. 

I also wish to thank RGDS listener Graham Turnbull AKA Turnbl for his patience and 
expertise with proof reading of the books, and all the contributors for their help and 
time to make these books so special. 


Whatever your thoughts on the book and actions, I want to thank you from the bottom 
of my heart for taking the time to read the books and hope it kindles/rekindles your 
passion for the Amiga. 


Book released 2024. All Copyright is held by the respective copyright holders. This fan made 
book is completely free and was compiled to educate and share knowledge on this important 
gaming and computer platform. 
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Who Are We? 
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We are are the Retro Game Discussion Show 
(RGDS) podcast. A free UK podcast of like 
minded hosts and listeners, who celebrate 
the world of Retro gaming and computers.We 
cover a host of topics celebrating the old 
games, hidden gems and systems ofyesteryear 
all available on both our audio podcast: 


https://retrogamingdailyshow.libsyn.com/ 


And recently also in video form (chock full 
of game footage and related YouTube videos, 
to accompany our podcast, available here: 


https://www.youtube.com/channel/ 
UCD6XvwFgw9W_gBiPehylteA 


It’s all done purely for the love of it and we 
have some of the greatest guys and gals of 
like minded souls in the retro gaming 
community, with regular meet ups and 
waxing lyrical on Discord. So feel free to 
join in on the fun here: 


https://discord.gg/ktjG3n3fDu 


You are most welcome to join us. 


Keeping it Retro! Just a few of our listeners who managed to make our last couple 
of meet ups at Arcade Club. These are the lifeblood of the RGDS community, and we thank you. 
You are the best! 


RGDS Hosts 


4 


Paul Driscoll (AKA The Drisk & author of this book), has been an avid video game player and pixel lover, ever since 
he could remember. Then fourteen years ago he started to compile on his @TheDrisk YouTube a Video series on the 
history of video games, to give a more worldwide slant to the story usually told. Since then he was a host at Retro 
Asylum and now hosts at the RGDS Podcast (Retro Game Discussion Show) where he continues to help keep the 
retro love alive. He has also written several free digital retro video game history books, such as History of Psygnosis, 
Birth of Video Games (before the year 1977), Retro Asylum Star Wars Special, History of Mastertronic and most 
recently the RGDS Licence to Game (A full history of James Bond video games). 


Gordon King (AKA Kingy) A host of the RGDS podcast. Regular listeners will undoubtedly know his deep passion 
for the 8-bit era and, in particular, his love for the ZX Spectrum. Readers of the resurrected magazines, CRASH and 
AMTIX, will know him from his game reviews and the odd featured article. Kingy has always been active in the retro 
scene, and prior to podcasting, he was heavily involved with the remake scene, creating re-dux versions of old classics 
(badly; he always insists). His favourite game of all time is Avalon by Hewson Consultants, but he's always up for a 
high-score challenge on Manic Miner. 


Richard Yaxley (AKA Retro Ric), Our resident Street 
Fighter 2 expert and all-round cool guy. It’s always the best 
when Rich hops on a show. Highlights is his Aliens podcast 
episode. 


Garron Tungate (AKA The G Man) Garron has been a keen supporter of the retro community for over two decades 
from being involved in events and supporting fanzines and fledgling retro meet ups. Like to give back to the retro 
community, supporting multiple projects to ensure the retro community thrives. He is a keen collector of both consoles 
and games and has always loved playing in arcades and is lucky enough to have played in arcades from Funstop to 
Tokyo. He has been a co host of the RGDS podcast since its early days and has been a contributor and guest on other 
retro gaming podcasts. 


Jonathan Keen (AKA Jon) Best game-player of the group. 
Incredible skill means he can usually able to learn and 
complete any game in a few sittings. Expertise is on the 
SNES and Master System and Amiga. 


Matt Aguilerra (AKA Matt A.) He has great knowledge 
on the Master System, FMV games, and many gaming 
memories. It's always a pleasure when he joins in on a 
show. 


Aaron White (AKA Azza), Amiga Chip-tune Maestro. 
Our resident C64 and Amiga expert. Also creates fantastic 
demo music for the Amiga. 


Matt Lamborne (AKA Matt L.) Matt Lamborne, 

Our resident expert on SNES and import gaming. He loves 
Castlevania and collecting obscure Japanese gaming 
memorabilia. 
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~ WHY WE LOVE 
THE AMIGA 
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The Ten-star bundle is a great 
collection: 1. Amegas, 2. Art of Chess, 
3. Barbarian, 4. Buggy Boy, 

5. Ikari Warriors, 6. Insanity Flight, 
7. Mercenary, 8. Terrorpods,9. 
Thundercats and 10. Wizball. 


{ree} 


COURSE 
STAGE 3 


Super Hang-On was a stunning port, 


with great renditions of all the tunes, 
amazing graphics and even mouse 
control support. There was even a cheat 


to add a machine gun! 


The Screen Gem Pack I ended up 
getting. 


DRISK I remember the first time I saw an Amiga.I had been invited around a 
friend of mine, who had excitedly told me they had a new machine. You know 
the kind of friend, the one whose parents had divorced and overcompensate with 


lavish and extravagant gifts. It must have been back in 1989 and he had got the 
impressive Ten Star Amiga Pack. An impressive line up of ten games of many 


genres (Buggy Boy, Terrorpods and Thundercats were definitely our favourites of the time). 


But it was another game he put on first, and from that moment onwards I was in love with the beige 
beauty that was the Amiga. That game was Super Hang-On and I was simply blown away with 
the arcade perfect port (or so it seemed to me at the time). Now you must understand that prior to 
seeing this Amiga game I had only my humble (but well loved) Spectrum +2. So to suddenly see 
this game running in my mate’s room, | just knew right there and then, that I had to have an Amiga 
myself. 


It would take me a year to scrimp, save, beg and annoy my parents, before they finally relented. In 
fact they said that they were so impressed (or was that worn down?) with my reasoned argument 
and preparation in pitching why an Amiga would be beneficial to my school work, future self and 
my Dad’s finances (who loved his gadgets, so I knew I had support there), that they helped put the 
money up. 


So finally the day arrived, and it was here I made my first blunder. You see during 1989 I had been 
drooling over the brilliant Batman bundle which had the brilliant, Batman: The Movie, New Zealand 
Story, Interceptor, and Deluxe Paint 2. Now that was some line up of top quality games to own. 
But by September 1990 when I was ready to buy my machine, there was a new pack that looked 


extremely impressive. 


In our local Dixons shop, they had on permanent loop in 
the shop window the impressive game intro Back to the 
Future 2 and I would drool in the window, knowing that 
this was going to be the pack I was going to buy. In 
retrospect it was a bad choice, with all the games being 
poor. 

Along with Back to the Future 2 (which proved to be a 
naff game), there was Shadow of the Beast II a gorgeous | Shadow of The Beast 2, 


to look at, but another dud of a game. looked amazing. 


Then there was the rather compelling, in that it's so bad its kind of good game The 
Nightbreed (based on a Clive Barker film) that had been turned into a series of really bad 
mini games. But by far the last and worst game on the pack was Days of Thunder, based 
on the Tom Cruise film about stock car racing. At least it still had the brilliant Deluxe 
Paint 2 (a paint package series that still to this day is my favourite paint package for 
drawing). 


Still the deal I got thankfully eo 


e with additional games such as Kick Off 2 and the 
SEGA Arcade Smash Hits Compilation. So I had plenty to play. 


Regardless of the pack I picked up an poor choices, it really didn't matter. As soon I had a 
stack of game classics sat on my shelf. From the brilliant blaster Xenon 2 and Speedball 2 
from the Bitmap Brothers, to quirky classics like Shufflepuck Cafe, Zany Golf and later 


Lemmings, and SuperFrog to name but a few. 


This is why I love the Amiga. The Spectrum may have been my first love, as I took my first 
tender steps into gaming, but it was the Amiga, which won my heart throughout my teenage 


years, showed me the ropes as I truly learned computers and that elusive world of gaming. 


And what an alluring world of gaming it was on the Amiga, with it caught at that perfect 
moment in time, when games finally had the hardware to offer impressive titles or the 
improved versions of games loved in the 8-bit world, but it was still a time, where gaming 
hadn't become too professional and so able to keep that bedroom coder or small team where 
madness, originality and ability to experiment was still able to flourish. Before the suits and 
financiers finally rolled in and sapped and drained all originality from the gaming world. It 
was a time when anything seemed possible, when the tools you had at your fingertips such 
as Deluxe Paint were the same used by the pro's, a time where you honestly could believe it 
possible to become one of those bedroom coders, if only you put in the effort. It is a world 
sadly lost to us now in this console centric world, where game creation seems a distant and 


alien world to most kids of today 


This RGDS Amiga Top 50 games is a love letter to that time. With us wanting to give a 
comprehensive look at the Amiga and those involved, a time I know special to many people, 
who like me spent many happy hours making their way in the world of gaming, before 
deserting her, as we moved over to the world of PCs or the new exciting PlayStation and 


Saturn consoles. 


I hope you enjoy this book as much as we enjoyed writing it, and fondly hope that within 
its pages you will find many things interesting and insightful, combined with many happy 


nostalgic fuelled memories. 


Night Breed had some amazing graphics 
and was strangely compelling in that so 
bad it’s good gameplay. 


Speedball 2, is a fast and frantic 
futuristic sports game, that comes into 
its own as two player. 


SuperFrog was a great little platform 
game by Team17. 


SEGA Arcade Smash Hits, had such nice 
home ports on the Amiga, but also the 
terrible Outrun Amiga port. 
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The | Meg Amiga From Digi 
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‘he New | Meg Amiga From Digicom 
Following The Huge Success Of Our F-19 Digistar “Offer, We At Digicowr A Are Proud To Present The Meanest ‘Pack Available For 
The Amiga A500. This Unbeatable Deal Now Includes Commodore’s Screengems Pack PLUS the A501 RAM/Clock Upgrade Plus 
Our Very Own Exclusive New Arcade Smash Hits Pack And The Chart Topping 1 Megabyte Version Of Kick Off 2! 
Includes: Amiga A500 Computer 512K Keyboard PLUS A501 512K RAM/Clock Expansion Fitted To Give 1 Meg Memory Total 
@ Built-in 1 megabyte DS/DD 3.5" Disk Drive @ Multi-Tasking Operating System ®@ Latest Kickstart And Workbench 1.3 @ 
Superb 4096 Colour Graphics @ Speech Synthesis @ 4 Channel Digital Stereo Sound @ Notepad Word Processor @ Commodore 


Mouse Plus 3 ets Manuals @ Amiga Basic Program Language @ T.V Modulator And All Connecting Leads And Cables 
Plus This Great Software : Shadow Of The Beast 2 @ Days Of Thunder 


@ Back To The Future 2 © NightBreed @ Deluxe Paint 2 


Plus Exclusively to Digicom 


Bring The Atmosphere Of The Arcade To Your Home With The 
Arcade Smash Hits Pack From Sega,Incorporating Five Of The Most 
Exciting Games Around ! 


Thunder 
Blade 
Plus : A High Quality Microswitched Joystick, 
Amiga Tailored Dustcover, 10 Blank Disks And 
ER Disk eeoreae Ros: Mouse Mat And..... 


Cc Commodore 


Shinobi 
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"his hier Is Th _Y THE GAME 
th £00.00: ANY : OF THE 
pra SS ig YEAR 


a pmplete Packase Price Only £399. OO 


The New Amiga 1500 Is Here ! 


The Ultimate Personal Home Computer Designed To Cover Every 
Computing Requirement,From Business To Leisure And From 
Design To Education 

Includes : 1500 CPU with One Megabyte of Memory : 

Separate Keyboard : Additional Disk Drive 
Optional IBM Compatability 

9 Expansion Slots Plus This Great Software 


1 Meg Amiga Screengems Pack (As detailed in the above offer) Plus 
The Superb Philips CM8833Mk2 Multipurpose Colour/Stereo 
Monitor 


Free Amiga/8833 Lead And Monitor Dust Cover : 6 2 8 ° OO 


1 Meg Amiga Screengems Pack (As detailed in the above offer) PLUS 
Philips CIM8833Mk2 (Colour/Stereo Monitor) 


Star L.C200 9 Pin(Colour Printer) $28 00 
Free Printer Dust Cover & Lead ° eth 2 ECR PLATINUM EDITION 
DELUXE PAINT 3 

By.Phone: THEIR FINEST HOUR 
Call Our Credit Card Order Line ricec BATTLE CHESS 
Helpful Sales Staff. We Accept ACCESS, ae sess 

elpful Sales Staff. We Accept ACCESS, es 
EUROCARD, VISA, MASTERCARD, AMEX, | ® TERRAIN EDITION 
BARCLAYS CONNECT, SWITCH, and POPULOUS SPECIAL 
LOMBARD CREDITCHARGE. 
tasai: i 1500 System Only 
Simply Write Down Your Order ’ , eae? £679.00 
And Post It To Us With A Personal Cheque, ] ) e | } 7e } Ay) . : 
Postal Order,Bankers Draft Or Building Y \ Y \ 1500 System With 
Society Cheque Made Payable To "Digicom Philips 8833Mk11 
Computer Services Ltd". Cet sae £909 00 


(Personal Cheques Require Time To Clear Before Despatch) 


Phone Our 24 Hour Hot Line 


(0908) 378008 


8 Lines Open 


Fax (0908) 379700 
All Major Credit Cards Accepted 


Visit Our Showroom Open Mon-Sat 9,00am-5.30pm 


DIGICOM 


36-37 Wharfside,Fenny Stratford, Watling Street 
Milton Keynés MK2 2AZ 


Wharfside Is Opposite 7 ‘he Bridge Pub On The A5 Watling Street 
Prices And Speci fications Are Subject To Change Without Notice, E&OE = 


-« Digicom Offers You << 


ee Free Catalogue (With All Orders) 


+ Regular Newsletters And Special Offers 
+12 Month Guarantee On All Product 


¢ 30 day Replacement Of Faulty Product 


+¢ Technical Helpline 
-« All Product Tested Before Despatch 
2¢ Price Or Product Match 
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Maletoth remains a deadly threat, orty when he's been utterly 
destroyed wil you be wholly tree from his maiignant influence. 

human form you now face the many testing challenges and 

foes that stand, béfween you and your final encounter with 
the Beast Lord 
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er accolgdes than cs. pred@cessors: 
Beast I Conpe: ‘ierane 39 Award OF Excellence. 
European Computer Leisure Awards ‘90, Bese 


European Computer Leisure pete 9 
Best Sound. 

Generavon 4. internabor. 

Best Presentation. 
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#25 : Shadow of 
the Beast III 


£29.99 - PSYGNOSIS - REFLECTIONS - 1992 - 1 PLAYER - 3 DISKS (1MB) [ 


It’s a shame in many way this is called Shadow of the Beast II as 
the first two, whilst popular, were because of their technical wizardry, 
graphics and sound, as opposed to their gameplay. However the 
third not only had all that the first two games had, but actually had 
really good gameplay and puzzles in the game. 


Sadly many game buyers failed to turn up for the third game, being 
burned on the first two and today the game never gets talked about 
(unless you listen to the amazing and insightful RGDS podcast - Ed). 


It’s a real shame though, as this is one of the best action adventures 
on the Amiga, with genuinely ingenious physics based puzzles to 
work out and lots of ooh look at the pretty graphics and effects going 
on. 


In the third outing, you can tackle the four levels in any order and 
enjoy the oodles of great music playing as you progress through the 
game. 


Overall its a fab game and a wonderful swansong of the developer 
Reflections (who of course went on to do Destruction Derby and 
Driver games on the PlayStation). DRISK 
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WHAT WE THINK? 


PX 


DRISKY SAYS: 


This is a great action adventure game, chock full of smart physics based 
puzzles. It still has the gorgeous graphics and music of the first two 
games, but now finally has the gameplay. I was so happy this made our 
top 50 games, as it a game no one ever talks about these days, and given 
that it only appeared on the Amiga, this is a title that most people aren’t 
even aware of. 


RETRORIC SAYS: 


I cannot stand any of these games to be honest. They all have elements 
that are outstanding. Game 1 had amazing graphics with jaw-dropping 
layers of parallax scrolling. Game 2 had some of the best music, see the 
game over screen for some really atmospheric Pink Floyd esque guitar 
greatness, and game 3 had great level design and good puzzles. But 
where one game succeeded, the next game failed and vice versa. 


If you could take all the best elements of all three games and mash them 
together, you'd have an absolute masterpiece of Amiga goodness, but in 
separation they just illustrate a lot of unfulfilled potential. 


A real shame in all honesty. 


KINGY SAYS: 


When a game reaches its third instalment, you typically start to sense 
the flogging of a dead horse. Instead, SOTB3 delivers the best game 
in the series, which was sadly missed as part 2 was a marmite moment 
that put many players off the franchise. Balancing fulfilling exploration, 
satisfying puzzles, and plenty of action makes this the go-to version. 


It may feel more muted in terms of colour compared to its predecessors, 
but that doesn't mean the graphics are poor. In the first game, we could 
have been served faeces on a plate in terms of game mechanics because 
we were in awe of the visual splendour to care about anything else. In 
this final game of the series, the graphics take a slightly back seat, and 
we experience one of the finest games on the Amiga. 


SHADOW OF THE 
BEAST III 


AMIGA DISK 1 


WHAT THEY THOUGHT 


‘Graphically, this is fairly dull in colour but very atmospheric - the 
various enemies are well drawn and animated, and the scrolling is 
extremely smooth. The tunes ore particularly impressive, speeding 
up as things get hectic The main criticism comes from the fact that 
there is a very small number of levels contained in the game. This 
however doesn't effect things so much, as the puzzles are very 
difficult to work out It will also probably take a few weeks, maybe 
months, of dedicated playing before you complete it, which has, 
most definitely got to be a good sign' It's great to see the Shadow 


of the Beast trilogy end on such a high note. A roar of 


congratulations for Reflections and Psygnosis! 


ANALYSIS: Psygnosis have finally gotten back to their old selves. 
After Aquaventura I must say I wasn't really looking forward to 
this, but I have thankfully been proved totally wrong! Everything 
in Beast 3 works tremendously, with the platform and adventure 
Sections having an instant appeal. Its also just a dream to play. 
There can be no denying that this is one of the best games I've 


seen.’ 


91% - Amiga Action - Issue 37 - Oct 1992 - Brian Sharp 


‘It's difficult to mix two genres and make the resulting game work, 
the tendency being for it to fall between two stools and hence not 
really appeal to fans of either game style. In Beast 3's case I'm 
pleased to say (and I bet you saw this coming) that Psygnosis and 
Reflections can be justly proud of Beast 3 - they've got the mix just 
right. There's enough action and eye-popping gore to satisfy even 
the most jaded arcade-orientated gamester, and a sharp eye and a 
quick hand are needed if you're going to make it past some of the 


tougher nasties. However, brawn alone won't suffice and some of 


the puzzles are quite complex and difficult to fathom. Trial and 
error along with a bit of careful thought should see you through 
and once you've completed a puzzle you'll be kicking yourself for 
not seeing the solution earlier. 


Apart from providing a bit more satisfaction the problems add 
longevity to the game ensuring that you'll be playing it for quite a 
while. The graphics are of the usual high Psygnosis standard with 
some superbly animated and imaginatively drawn sprites. The 
colours chosen look good and contribute to the aesthetic feel of the 
themed levels. Sound is also impressive and serves to enhance the 
dense atmosphere still further. 


A nice touch is the way the music becomes more dramatic when 
reaching a particularly important point of the game, such as an 
end-of-level guardian. All these elements combine to produce a 
highly-playable game that should provide ideal entertainment for 
garners looking to exercise their minds as well as their joysticks. 
Highly recommended - this Beast is the best by far!’ 


90% - The One Amiga - Issue 48 - Sept 1992 - Khalid Howlader 


‘It's great to see the 
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Whenever you saw the developer 
screen for Reflections in a game, 
you knew your eyeballs and ears, 
were in for a real treat. 


It has the beauty of the Shadow of 
the Beast games, but with really 
good gameplay. 


The pixel art and parallax scrolling 
in the game really is gorgeous. 


Your shrunken weapon sure can do 
a lot of damage. 


RGDS AMIGA TOP 50 GAMES 


The puzzles in the game are really 
logical and good. Such as what to 
do with the big slab of meat? 


Maybe if I release this big 
Slobbery beast it will do 
something with it? 


The first boss you encounter is 
impressively big, with flapping great 
wings. 


I don’t get why Shadow of the Beast 
ITI isn’t more beloved by people. 
They are missing out on a real gem. 


‘Beast III is certainly very playable As far as I can see thanks to 
some superb responsiveness on the part of the main sprite, you are 
more likely to die by hitting the escape key rather than through loss 
of energy due to the way the puzzles are laid out. The trick to solving 
most of them is to work out the chain of events and then start the 
ball rolling from the right point. Doing the wrong action before its 
time, causes the whole puzzle to go wrong, but for some strange 
reason you can't help trying again. However, if you can't stand 
games which rely on trial and error, I'd recommend you look 


elsewhere. 


Beast III Is one hell of a good game, easily the best of the three 
As I mentioned earlier. I was a bit sceptical before I reviewed the 
game, but any doubts I had about the games quality were quickly 
dispelled once I picked up my Joystick and dived in. It looks as 
good as the first episode and plays better than either of the previous 
two Well thought out, extremely playable and highly addictive I 
dont know what else I need to say to make you buy it!’ 


88% - CU Amiga - Sept 1992 - Tony Dillon 


‘The third(and final) game in the Shadow Of The Beast series took 
the excellent graphics of its rather unplayable predecessors and 
incorporated a new element — a game. After all, if were honest 
about it, Beasts 1 and 2 were merely graphical demonstrations with 
very little enjoyable action. Psygnosis more than made up for 


previous mistakes with this recent epic. 


Sporting a host of puzzles requiring lateral thinking and 
inventiveness. Beast 3 shows just what the Amiga can do. The mainly 
graphical nature of the puzzles makes for some of the most 
imaginative situations I've seen in a computer game. For example, 
at one point you attack a village, although you can't get through it 
because of a spiked trap on the opposite side. However, with careful 
positioning of a pig carcass found frying at the centre of the area, 
you can lure an ‘orrible beastie to an untimely death underneath 
the spikes (leaving you safe to continue). You then plunge headlong 
into the next problem...’ - A Roundup Review 


86% - Amiga Force - Issue 5 - May 1993 - James Price 


‘the game has obviously had some thought put into it. and a bit of 
realism in the old sprite department would have been nice But Im 
an old moaner - you know, the kid of person who finds gristle in 
an Uncle Ben's pie mix. and to satisfy me is to solve the collective 
problems of the Third World and Yugoslavia (erm... ye-es) in short. 
Beast 3 is a realty good all-round platformer that should appeal to 
the odd person who likes to use his or her brain Indeed, I even 
thank that Beast 3 may be just different enough from the prequels 
to tempt a few Beasts I and 2 owners.’ 


80% - Amiga Computing - Issue 55 - Dec 1992 - Paul Roundell 


‘The Reflections development team also reminds us that Beast ILI 
is actually the best of both of the two previous games. They 
developed this adventure arcade game with a graduated level of 
difficulty. It begins with simple puzzles and graduates to late night 
brain storming, by the second level. Unlike Beast IL these puzzles 
arc unrelated with other puzzles. However, it would be totally uncool 
to leave a level without all your goodies. 


Another interesting element is the way the music actually enhances 
game play. The Reflections team used eight separate pieces of music 
totalling 800k. As you victoriously approach the end of each level 
(and a Guardian) the music tempo increases! And lastly, the 
Reflections team has kindly added a "Suicide"button should you get 
too frustrated by the whole thing and wish to start over again. 


Unlike other arcade games, you have only one puny human life, so 
guard it jealously! There are four levels to play and only two of 
the lesser levels can be chosen at the beginning of the game. Once 
you complete one of those, then you will be permitted to enter Level 
Three. 


Gameplay is controlled by simple joystick commands and _ five 
keyboard keys which are easy to remember. The end effect is that 
the controls makes it very easy to be drawn into the character of 
Aarbron and the dark world of Kara-Moon. 


Unlike other arcade games, I found some of the puzzles to be 
painfully complex. Not because I couldn't solve them, but because 
once I realised the simplicity behind them I kept slapping myself 
or banging my head against the wall for being so stupid. My advice 
is that if you plan to play this game. wear a helmet! 


79% - Amiga Mania - Nov 1992 - Tony Jones 


‘Believe it or not, Juris actually liked this game! However, he says 
Beast I and II were better in some ways - though Beast III holds a 
strange fascination. It's a game with atmosphere, and an unusual 
quality that Juris says "it's hard to put a finger on." Gameplay 
hasn't advanced since parts I and I, though, and this is the let-down. 
In the end, Shadow of the Beast III offers mid-range value for money 
if you already own the earlier games. But if you haven't sampled 
the Beast before, rush out and buy this one!’ 


78% - ACAR - Vol 10 No 4 - April 1993 - Juris Graney 


‘A really sweet game to play, but at the end of the day I simply 
don't think you're getting enough for your 30 quid. This is the kind 
of thing that should have gone out at a fiver less than the norm', 
not a fiver more.’ 


71% - Amiga Power - Issue 18 - Oct 1992 - Stuart Campbell 


- OC# 


The second boss, is forever losing 
his head. 


Another great puzzle in the game. 
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The game portrays some fantastic 
fantasy landscapes in the game. 


Urgh! Slide-block puzzles should be 
banned from all video games! 
(That’s only because you are 

crap at them -Ed) 
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Ooh! that a big Gollum statue. 


The end of level bosses are quite 
inventive. 


After saving the demon bird, you get 
to chance to fly her, to make it further 
in the level. 


The game may be short, but as a 
puzzle platformer, it’s second to none. 


s tds ae} 


The final screen has some great pixel 
art. 


CHEAT 


‘like its predecessors. It plays a lot like them too: a scrolling 
platform shoot-em-up with puzzle-ettes here and there to get in your 
way. Keys and locked doors figure heavily in the puzzles, as do 
levers and traps, so most of them are just a matter of searching 
about enough to find the right object for the job. What's annoying 
is that sometimes, when you first come across a puzzle, you can 
make a mistake that kills you outright and possibly ends the game. 
It's rather like those old text adventures that would kill you off at 
every opportunity in an attempt to make up for a lack of decent 


puzzles. 


So what are the games good points? Its graphics. The animation 
of the main character isn't too wonderful, but the parallax — done, 


as the manual insists on saying, on a ‘hardware multiplexing playing 


field' — as if that means anything — makes up for it. The rest of 


the graphics are dark — oh, sorry, moody — and sometimes 
indistinct. This being the last game and all, it would have been nice 
to see some-thing different and wonderful on the graphics front. 
Instead, while they're competently done, they're nowhere near 
magnificent. Beast 3 is possibly a game you'd buy on a whim; one 
you'd regret buying ever after, but keep going back to for short 
periods to stop yourself feeling guilty. And that's be the only way 
to play it. 


The long waits between loads, the fairly monotonous gameplay and 
the occasional stupid deaths, drive you batty after a while. If the 
Amiga is to stride manfully into 1993, it's really about time games 
like this stopped being the norm and turned into a nostalgic reminder 
of how they did things in the bad old days.’ 


58% - Amiga Format - Issue 48 - Dec 1992 - Ed Ricketts 


[Other Reviews: AMg: 9/10, J: 86%, 
D: 85%, S: 79.4% ] 


On the game’s title, type the following: 


DADDY DRAW THIS FOR ME and press RETURN key. 


If done right then the shrunken symbol should turn into a smiley face. Now in the 
game press RIGHT CURSOR for INVINCIBILITY and LEFT CURSOR to turn 
it back off. 
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HS WHO MADE IT 


Martin Edmondson - Design & Graphics 
He founded Reflections in 1984, who are 
best know today for their games 
Destruction Derby and Driver series in the 
PS1 and PS2 era. 


His first credited game was Ravenskull on 
the BBC Micro and Acorn Electon. He also 
did the well received Codename Droid: 
Stryker's Run - Part 2 (BBC Micro) and 
Stryker’s Run (Electron). On the Amiga 
in 1989 he designed the concept for and 
did the graphics of Ballistix and 
programmed and did the graphics for the 
game Awesome. But it was with the 
technical showcase of the Shadow of the 
Beast which he designed & programmed 
the first and designed its sequels, he and 
Reflections made a name for themselves. 


After the Amiga his development house, 
became global household names, with them 
making the PlayStation launch title 
Destruction Derby and its sequels and 
then Driver series and Stuntman. 


2 0 Paul Howarth - Programming & Design 
His first game was Ballistix on the Amiga, he then made a 


name for himself 


doing The Shadow Of The Beast Trilogy 


of games. After the Amiga he did Risk II on Windows in 
2000, Virtual Resort: Spring Break, Vegas Tycoon,Tycoon 
City: New York and he produced Risk released on PC in 


2007. 
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Cormac Batstone - Programming 

He designed and made the game Awesome 
for the Amiga. Ge then did some of the 
programming on Shadow of the Beast III. 


Mike Simpson - Project Manager 


He started Starting his career designing the 
Conflict: Europe strategy game, he did a 
number of Psygnosis games such as Shadow 
of the Beast III, Bram Stokers Dracula, 
Microcosm. Then after the Amiga days he 
did Hexx, Obitus, Mega Morph and Alpha 
Storm. Then he joined Creative Assembly 
development house and was project lead on 
pretty much all the Total War games. 


Jeff Bramfitt - Graphics 

A hugely talented artist, he started doing 
title screens and some art for early 
Psygnosis games on the Amiga like 
Terrorpods, Barbarian, Captain Fizz 
Meets the Blaster-Trons, Baal and 
Chrono-Quest. By 1989 he began to be a 
lead artist on games like Stryx and 
Carthage (which he also designed). But it 
was perhaps with his graphics for the game 
The Killing Gameshow (known in US as 
Fatal Rewind), that he began to make a 
name for himself. After Shadow of the 
Beast 3 and the Amiga, he worked on the 
SNES and Megadrive ports of Bram 
Stokers Dracula, and then on the 
PlayStation he was an artist on 

WipEout 2097, WipEout 64 and 
WipEout Fusion. Most recently he is 
credited working on Formula 1: 
Championship Edition in 2007 on PS3. 


Tim Wright - Music & Sound 


Known under his alias CoLD StoRAGE, 

Welsh born music maestro is most famous 
for his music on Lemmings, Shadow of 

the Beast II, Agony, WipEout series and 
Colony Wars. 


He was hired by Psygnosis doing sounds 
for Carthage and some of the music for 
The Killing Game Show, Awesome, 
Power Monger and Shadow Of The Beast 
I and III. Although his Lemmings music 
is what most of the world fondly remember 
him for. Other classic Amiga tracks are 
Leander, Agony (the piano title track), 
Aminos, Aquaventura and Puggsy. After 
the Amiga he did the music on WipEout 
and all its sequels, Krazy Ivan, Colony 
Wars and most recently Formula Fusion. 


Lee Wright - Music & Sound 

Tim’s brother, Lee has often collaborated 
in many of the music tracks with Tim. He 
has worked on Awesome, Shadow of the 
Beast II, Amnios, Leander, Shadow of 
the Beast III, Aquaventura, Innocent 
Until Caught and Puggsy. After the Amiga 
he has worked on Programming such titles 
such as Pocket Music (Gameboy Color), 
The Club, Driveclub and the Windows 
port of Star Wars: Jedi - Survivor. 
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ing through your joystick 
blood pounds in your heart and the tension 
becomes almost unbearabie . 
Prepare to enter The Shadow of the Beast! 
~ GAMES 
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. Shadow Of The Beast 
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For those not there at the time, it’s difficult to 
convey the importance of Shadow of the Beast to 
Amiga owners. You see, for many who had bought 
their new shiny 16-Bit Amiga, the games on offer, 
had for the most part been a pretty poor state of 
affairs. All lazy 8-Bit inferior computer ports, or 
lazy and substandard Atari-ST ports, that failed to 
use any of the additional power and wizardry that 
the Amiga could bring. 


Then in 1989, Shadow of the Beast was released 
by developer Reflections (who went on to make 
Destruction Derby and Driver games) and suddenly 
we had this gorgeous, full colour, multi parallax 
Amiga game, with stunning music and looking 
better than anything else on the gaming market at 
the time, 


Of course when you came to play it, the game was 
a pretty basic and lacklustre Altered Beast style 
game, that was frustratingly difficult and pretty 
limited in its gameplay. But it didn’t matter, for 
those Amiga machine buyers, to finally have a 
visual treat, to show off to all those other platforms 
was all we wanted. 


The game was expensive though, £10 more than 
other games of the time. Of course you got the 
glorious big box artwork of Roger Dean (The 
famous album cover artist), and a T-Shirt designed 
by him. But such items are deeply sought after by 


Amiga collectors today. 


Looking back at it, the game isn’t without its 
charms, and is worth playing today, just to enjoy 
the sublime pixel art by Martin Edmundson (who 
also designed and code, along with Paul Howarth) 
and the beautiful music by David Whittaker. 


Whilst the Amiga is the only version to play, the 


SEGA Mega CD has a really nice port of the game 
and worth tracking down and playing for fans. 


Stuck between a rock and a 
hard...err as hell, demon crusher 


thingy. Still our beast hero will take 


it out. 


£34.95 - PSYGNOSIS - REFLECTIONS - 1989 - 1 PLAYERS - 2 DISKS [ M | V ] 


The title screen for Shadow of the 
Beast, just said Beast, which 
confused many (especially those with 
pirate copies, that the game was 
called just Beast. 


The opening level regales the player 
with multiple layer parallax scrolling, 
to give a wonderful realised fantasy 
world to explore. 


The running praying mantis aliens, 
involve your timing to perfection to 
punch them successfully. 


You have to steal the demons ball, 
whilst avoid his fiery breath. 


WHAT THEY THOUGHT 


‘A number of quality hi-res pictures add greatly to the 
presentation, particularly those preceding each stage, which 
each have an adventure-like description scrolling below them. 
In-game graphics are little short of amazing. 


In outdoor scenes. 13 layers of parallax make up the ground 
and sky, each scrolling incredibly smoothly as the mythical 
messenger runs quickly. Indoors, there are only two layers but 
the foreground graphics —platforms, ladders and curious 
aesthetic features — are large, and, like the visuals as a whole. 
are stunningly defined. Stage one's scenery is beautiful and 
idyllic but the monsters are of a completely different nature. 


Colour and form are professionally used on each of the 132 
creatures. a nasty and horrific menagerie of varied design in 
a night-mare world. Some of the bigger monsters are a quarter 
of the screen in size yet still move smoothly and are among the 
best ever seen in a computer game. The truly arcade-quality 
graphics are backed by a brilliant sound-track, by David 
Whittaker. Music has an ancient, mystical feel, dramatic and 
highly atmospheric, and loud arcade-like spot effects highlight 
the action. A ground-breaking game making full use of the 
Amiga, Shadow Of The Beast is technically brilliant and great 


96% - The Games Machine - Issue 23 
- Oct 1989 - Warren Lapworth 


All the game graphics are amazing. The backdrops are 
exquisitely drawn and the sprites are fairly stunning. All that 
plus loads of Roger Dean artwork, what more could you ask 
for? Game-wise, I have to say this does feel and look ever so 
slightly like its namesake Altered Beast. 


That said, there's a lot more to this, what with all these puzzles 
and whatnot. What would have been simply a fair game has 
been turned into an excellent and simply because the company 
took a little care over the product. 


Well done to Psygnosis. Yes, it is a little more costly than your 
average Amiga game, but when you think you're getting a free 
Roger Dean T-Shirt, can you really complain?’ 


885/1000 - ACE - Issue 25 - Oct 1989 - Tony Dillon 


On seeing Beast for the very first time, I was convinced that 
this was the best game I'd seen so tar on the Amiga. Now, I'm 
not so sure. The actual presentation of Beast is second to none, 
with 350 screens, 132 different nasties and 128 colours on 
screen at once. 


Unfortunately, the game-play seems to have suffered somewhat. 
Running around a mass of screens and punching nasties may 
prove very boring after a while. Psygnosis are packaging the 
game in a spacial double box with a t-shirt at the overall price 
of -wait for it - £34.95. Will the average games-player pay an 
extra tenner for just a t-shirt? I wonder.’ 


86% - Amiga Action - Issue 1 - Oct 1989 - Steve Merrett 


‘All the game graphics are 
amazing. The backdrops are 
exquisitely drawn and the 
sprites are fairly stunning. 
All that plus loads of Roger 
Dean artwork, what more 


could you ask for? Game- 
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wise, I have to say this does 


feel and look ever so slightly 


like its namesake Altered 
Beast. ’- ACE 
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Eye, eye, there is a myriads of 
creatures to contend within the 
game. 


These wasps can be really 
difficult to avoid their shower of 
golden venom. 


But it’s the outdoor section, that 
impress far more in the game. 
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The hell catacombs, with demon 
arches, is a really fun level. 


Some of the nightmare bosses, are 
impressively large and quick. 


In one level you get a jet pack and a 
gun, then go up against a very R-Type 
looking end of level boss. 


The final game boss is absolutely 
huge. Punch the gooey blob and 
avoid the hand holding the massive 
club. 


BUSINESS 


XMAS DAY AT THE ARCADES Wit 
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EVERYTHING 


YOU ALWAYS WANTED TO 
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‘The graphics are lavish in every sense of the word. One thing that 
has been stressed time and time again is that the game was designed 
as an Amiga game. and so pushes the capabilities of the Amiga far 


more than a straightforward port would. 


For a start there are over 127 colours on screen at once, and on 
the outside scenes there are no less than 13 layers of perfect 
parallax, in both the ground and the sky. The sprites are large and 
gorgeously defined. but it's the backdrops and the incidental stills 
which steal the show. At last we have an Amiga product that's 
approaching what the Amiga is really capable of. The sound is truly 
brilliant. 


Easily the best thing David Whitaker has ever written, over 900k 
of the stuff, and all of it sampled directly from a KORG M1 keyboard. 
The only thing this game isn't amazingly lavish on is the game-play. 
There Just isn't enough variety. You can only move in four directions 
(use of ladders included) and the only move you can make is a 


punch left or a punch right. 


Now, being as this is a beat-em-up, this is a bit of a pity. Shadow 
of the Beast has superb sound and graphics —perhaps the best ever 
ona game. What it is limited on. though, is gameplay. Nevertheless, 
a fantastic game_ Shadow of the Beast may not be a name that will 
be on the lips of our tongues in five years time, but for the moment 


it sure seems stunning.’ 
84% - CU Amiga-64 - Oct 1989 - Mark Patterson 


‘In one way the £35 price tag is almost justified, the game is so 
tough and long-winded you need that price to force you back. Play 
Beast well enough and it rewards you with new opponents, but 
starting again takes 90 seconds with disk access and compulsory 
intro tune. And it's a long fight back to where you were. 


Gameplay is no great advance on 8-bit arcade-adventures; run 
about, punch baddies, work out enemy attack patterns and collect 
the goodies. But the 350 screen map is 16-bit size, as is presentation 
with a superb soundtrack and brilliant backgrounds. The parallax 
scrolling above ground is great, but some of the monsters are 
mediocre. Initially the price and difficulty make Beast disappointing, 
but persistence reveals an above average game. if not a mega one.” 


83% - Zzap! - Issue 56 - Dec 1989 - Phil King 


‘What the graphics and sound promise, the gameplay doesn't quite 
match. It's tough and will take you a long time to complete, but the 


actual game style is very old and very uninspired. 


Still, make some progress in the game and you'll find it gets very 
addictive, as you struggle to make rt to the next screen or solve the 
next puzzle. There are, however, some very annoying features, not 
least the fact that you've only the one which means you have to 
restart from the very beginning every time. Plus there's the 


frustrating end and beginning sequences which are inescapable.’ 
78% - Amiga Format - Issue 4 - Nov 1989 - Andy Smith 
[Other Reviews: AMg: 99%, G: 96%, J: 90%, 


S: 86.25%, D: 8/10, AUI: 7/10, PP: 55/100, 
AP: 53%, CU: 48%, O: 3/5] 
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Shadow Of The Beast IIT 


£34.95 - PSYGNOSIS - REFLECTIONS - 1989 - 1 PLAYERS - 2 DISKS [ M | V ] 


When I got my Amiga, finally after much saving 
and pleading to my parents, I got the Screen Gems 
pack which had this game, so I remember first hand 
being disappointed with this game, once the wow 
factor of the visual had began to loose the lustre. 


This was more of the same, but with less parallax 
to allow more scrolling directions and better 
gameplay. It still looked gorgeous though, and 


sounded amazing with Tim and Lee Wright working 
on the music. The isn’t as visually iconic as the 
original game. But has more 

Another impressive factor was the intro, seeing the complexity to the gameplay. 

demon fly in and swipe the baby and killing the 
mother, cate through the thatched roof of the Cl N CO a I Gd Gam 
hut, was terrifying to me, as I moved on to play 
the actual game. 


The game is a bit more forgiving than the first 
game, although again frustrating forces you to sit 
through a 45 second end game tune, before you can 
try again, which in arcade game of this nature, is 
unforgivable. a 
Going back to the game today, especially when I have always loved the “made by 
putting on a invincibility cheat, to avoid that darn screen” for the developer Reflections 
game over screen, and the game is much better that on the Amiga. It’s iconic. 


ome of the internal sections, are a 
lot more detailed. 

The game intro sending a demon to 

kill the mother and swipe the baby, 

is so atmospheric. 


WHAT THEY THOUGHT 


‘Most people's anxieties about how much gameplay Beast II would 
have can be assuaged by the promise that there is quite a bit 
more! The regimental lines of enemies have gone. giving the game 
a much more frantic and random feel. So instead of sitting in the 
same place, picking off the nasties as they advance towards you 
(very boring), you have to be sharp enough to battle attacks from 
every angle. The game has a lot more depth than the original, 
with a series of mini puzzles to complete along the way before 


the necessary clues are available to you. 


It still has a few annoying quirks, such as the lengthy loading 
times and the fact that you can lose your one and only life far 
too easily, but there is enough gameplay this time around to back 
up the pretty graphics and atmospheric music and make it all 
worthwhile. Oh, and don't forget the free Roger Dean T-shirt! 


87% - Amiga Format - Issue 15 - Oct 1990 - Maff Evans 


‘Shadow Of The Beast II has been in the offing since the first 
game was completed and it's basically set forth to rectify all the 
problems encountered in the first game. The result relies to a 
larger extent on puzzling than punching. Some of the puzzles are 
really quite complicated but another new feature can help you out 
on this score. You can now have a text interaction with characters, 
effected using two keys - A to ask something and 0 to offer 
something (trading items can be persuasive in getting more info 


from characters). 


This is useful if you find some of the traps too much for you, 
because valuable clues can be gleaned if you ask questions first, 
then chop off heads later. Further improvements include enemy 
sprites interacting with scenery - so they jump out of trees(!) for 
example. Kill 'em and they won't all fall off the screen as in the 
original, instead some explode, and you'll also find they've become 
more intelligent(!). Yep, if you try to duck under a blow from a 
baddie you can bet his next hit will be aimed low. (Ouch.) 
Fortunately, the graphics are still as breathtaking as the original 
and you've got the same inter-loading screens. Three or four 
screens' worth of scroll at a nice speed, then the action stops for 
an accessing break. (Ho hum. Still, you don't have the over-a- 


minute-between-game wait of the original.) 


Some puzzles you'll come across involve complex pulley machinery 
spreading over several screens. Operate it properly and it'll all 
work correctly. (Mind you, if you find a good place to watch all 
this, you'll be standing in the wrong place!) If you die, you'll see 
an impressive piece of static graphic art accompanied by an 
absolutely horrid Snowey White style electric guitar dirge. 
Psygnosis went into raptures about how much memory it took and 
the technical achievement to realistically sample the ‘axe’. I 
thought it was really horrible, but don't worry, you can turn it 
off. Erm... and what else? Oh, yes, Shadow Of The Beast LI is 
rather dear at a penny under 35 squidlies, but the pack does 
includes a fetching limited edition T-shirt. So there you have it - 
an improved sequel to a hugely successful original game, smaller 
in size but with more detail and more thought than a mindless 
slash!’ 


87% - Zero - Issue 12 - Oct 1990 - David Wilson 


‘The game has a lot more 
depth than the original, 
with a series of mini 


puzzles to complete’ 


- Amiga Format 
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The ball and chain weapon, brings 
memories of games like Rygar. 


The game’s sacrifice in multi 
parallax, give much more complex 
gameplay and verticality for maps. 


The creatures have a lot more 
colour and a definitions. 


Thwacking the people with your 
giant mace is very satisfying. 
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On this level there are lots of 
guards you need to defeat. 


| 


nS 


Some of the creatures are more 
impressive than the first game. 


The Amiga was so good at doing 
beautiful copper graduated colours 
on the machine. 


The game has light adventure 
game elements, where you can type 
to characters. 


The Australian 
COMMODORE 
and AMIGA REVIEW 


‘As you'd expect from Psygnosis there's an impressive introductory 
sequence to set the scene. Here, your baby sister is carried off into 
the heart of a storm by a winged Beast Mage. From then on you 
have a pretty good idea of what to expect as far as the cosmetics 
are concerned. As with the original, Beast 2 is a side-on parallax 
scrolling affair which has your Neanderthal looking character 


jumping chasms, sending all manner of creatures to their doom and 


generally creating havoc in time-honoured fashion. 


Where Beast 2 significantly departs from its forerunner is in the 
problem solving department. Completing this one will involve just 
as much brain as brawn. Some of the problems are quite fiendish, 
and can be frustrating as mistakes are often fatal. Beast 2 on the 
Amiga is really what Shadow Of The Beast should have been. 


By the way, this one also comes complete with Roger Dean T-Shirt, 
which goes some way towards justifying the huge price tag. If you 
are considering buying the new CDTV then you will pleased to 
know that Psygnosis is planning a special version of Beast 2 for 
this machine. Further details are not available at present.’ 


86% - The One - Issue 24 - Sept 1990 - Laurence Scotford 


‘The graphics are just as good as Beast and the sound is brilliant, 
but the gameplay is much, much better and from the starting position 
there are tons of different ways to go. The game is quite hard but 
you soon come to terms with it, and get that little bit further each 
time. The only problem I could find with the game was the loading 
system. Each time you die you have to wait about one minute before 
you can play again and this really breaks up the game. However, 
the game is mega and it s a must, even if it is a bit pricey.’ 


84% - Amiga Action - Issue 13 - Oct 1990 - Doug Johns 


‘You've played the prequel. You've worn out the T-Shirt. What now? 
Yes folks, it's Shadow of the Beast I, fol-low up to one of the most 
popular Amiga games ever released. I'll be honest. I didn't really 
like Beast I. Somehow I just couldn't see the point of waiting for 
two or three minutes every time I wanted to restart the game - and 
that was of-ten, because I got wiped out regularly. 


Naturally, there were good reasons for the games sluggish 
performance - like the huge hunks of data being dragged off the 
disk to produce those delicious graphics. Beast II is more of the 
same, though a conscious effort has been made to speed things up. 
The story is simple. After Beast /, you turned back into a regular 
guy. But now some creepy wizard-dude has kid-napped your baby 
sister from her cot. 


You get to see it all in the blood chilling opening sequence - the 
best game intro I've ever seen. Now it's just a matter of strolling 
across the parallax-scrolling landscape, fighting off all sorts of 
horrors and saving kid sister. Not so easy - I'm still spending more 
time between games than actually playing. Graphics and sound 
effects set new standards - the music track is amazing, with raunchy 
lead guitar riffs and a pulsing beat. And guess what. There's even 
a new T-shirt. Distributed by MINDSCAPE, the recommended price 
of Beast II is $79.95.’ 


83% - ACAR - Vol 7 No 11 - Nov 1990 


CHEATS 


‘Beast 2 makes no compromises for anyone who found the 
original difficult: once again a few careless moves sees your 
single life crumble into bonemeal. This is irksome for 
reviewers, but for people who want their £35 to stretch over 
weeks not hours it might be more welcome. Certainly the more 
you play, the more apparent the attack patterns become so the 
impossible becomes plausible. 


The sheer variety of creatures, from massive humanoids to 
nicely animated leaping blobs, is obviously one of the main 
attractions of Beast 2. The famous, multi-layered background 
scroll has been sacrificed to allow much more detail in these 
and they're very impressive indeed. And this time interaction 


isn't limited to punching the text input provides plenty of 


opportunity for intricate puzzles and on intriguing story-line. 


There's also plenty of switches to throw so if you fancy on 
beautiful-looking arcade adventure requiring pixel-perfect 
leaps and combat, this fits the bill. It isn't as compulsively 
playable as say Blood Money, but it's a more open-ended 
game: you have no idea what will happen next — another 
monster attack, or o priest wanting to talk’. 


72% - Zzap! 64 - Issue 67 - Nov 1990 - Stuart Wynne 


‘In the final analysis it has to be said that the faults of Beast 
2 severely outweigh it’s good points. Its a complete mystery 
to me why it's been so highly praised elsewhere, Either the 
game was reviewed on the basis of someone playing it for 
them or with the aid of a cheat. Or maybe they just like 
impossible challenges, I don't. I admire the technical 
achievement this program represents, but I would have admired 
a good game even more.’ 


605/1000 - ACE - Issue 38 - Nov 1990 - David Upchurch 


‘Beast 2 has wonderful graphics (which aren't quite as good 
as the original), pretty good sound (ditto) and vastly annoying 
gameplay. Disk access time is simply too long, and it's simply 
too easy to die. Believe me, Beast 2 is significantly worse than 
the original. 


If you were over the moon with the type of capers Shadow of 


the Beast proffered, then Beast 2 might well warrant purchase 
-but at thirty five quid (albeit with ‘free" yucky t-shirt), you 
must be kidding.’ 


59% - C+VG - Issue 108 - Nov 1990 
[Other Reviews: JK: 96%, G: 95%, AM: 94%] 


In the game, go to the edge of the forest and then when see person press A to ask, 


and type TEN PINTS. Then as all people who drink ten pints, you will feel invincible 


and actually be invincible. Come on you enemies... come on if ya think yer hard 


enough! 


Some of the fungus and fauna, is 
so gloriously detailed. 
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The cut-scene are really 
atmospheric. 
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Talking to giant snails, that will 
teach him eating those mushrooms. 


I know you are now human, but 
I prefer the Beast form of the 
original game. 
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THE BEAST IS BACK! 
THE SEQUEL TO THE TOP SELLING AMIGA GAME OF 1989 


THE CONFLICT CONTINUES 


Your deadly struggle for freedom against the dark forces of the Beast Lord is now but a 
painful memory. You try to forget the anguish of the past by concentrating on your prize 
for success in the bloody battle: the return of your humanoid body. 

But as you slowly adjust to your newly-won physique, the pain you thought gone is about 
to return... The Beast Mage has kidnapped your sister! She must be rescued before she 


falls foul of his dark arts. You journey to a hostile alien world to face the malevolent hosts 
of the Beast Mage and interact with more friendly characters to learn of your unfamiliar 
surroundings. 

You must fight your way through many enemy-infested levels collecting and using 
weapons and objects to aid your crusade towards confict with the Beast Mage before 
he makes your sister his own! 


Screen SI 


SEEING PSS@BE8LIEVING 


WHO ARE PSYGNOSIS? 


Before you can talk about Psygnosis, one must look at the company Imagine 
Software. A famous Liverpool software house, that was founded in 1982 by 
two former employees of Bug Byte Software, Mark Butler and David 
Lawson, with Eugene Evans a friend of Mark joining soon after. 


They would publish many classic Spectrum, VIC -20 and C64 games in the 
early 1980s. Games such as Arcadia (1982), Ah Diddums (1983) and 
Alchemist (1983) to name but a few. To kids such as myself it was a place 
of dreams, a place where everyone had Porsches and Ferraris, even 16 year 
old kids. 


Of course such extravagance fitted the zeitgeist of the nation, and so gave 


them lots of coverage in both gaming magazines and even national 
newspapers of the time... They were the darlings of the industry, Psygnosis rose from the ashes of Imagine. 
untouchable...it all looked to good to be true....It was... 


Some of the early 
hits of Imagine 
...the name of the 
game hits. 


Alchemist, was 
such a beautiful 
early Speccy game. 


Ss - 
in 


thename 
of the qume 


Mark Butler, David Lawson co founders of 
Imagine Software. 


Eugene Evans an Imagine star programmer, 
that made newspaper headlines earning £35,000 
and owning a Ferrari, it was for kids like me 
the stuff of dreams of the new computer age. 
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You see, despite the three games mentioned being really good games, they 
also were releasing a lot of terrible games... Suddenly there was a massive 
chasm between the huge advertising budget and lacklustre sales. This was 
compounded still further when Imagine started to invest heavily in two new 
games, called Psyclapse and Bandersnatch, a game that was going to 
revolutionise both the C64 and Spectrum. 


With two games that were so ambitious, it would require additional hardware 
that extended the computers Ram to play the games. Imagine, would do a 
massive full page advertising campaign only weeks after the project had 
begun. In 1984 Imagine Software was a big enough name in the UK, for 
the BBC show Commercial Breaks, to do a documentary on them. It was 
supposed to be about this dream place to work, in the exciting new frontier 
of video game development. Instead the documentary captured Imagine 
going bankrupt before their very eyes on the 9th July 1984. 


work and dealing with bailiffs trying to impound 


everything. Including the disks and tapes with all 


magined...Psycdapse . oli : ais 
ohipe eae sets &  .thename i the hard work, already done in writing the two 


Coming soon from Imagine...Psyclapse and Bandersnatch... new games Bandersnatch and Psyclapse. It became 
the two most exhilarating experiences ever. Can you wait? a frantic race by the Imagine employees to rescue 


any hardware and software they could, before the bailiffs made it impossible. 


Imagine Software's game back catalogue, was sold off to Beau Jolly and 


PSYCLAPSE the companies name rights was sold to Ocean Software. 


nie A few months later a new company was formed called Finchspeed. It was 


started by Imagine Software co-founder David Lawson and Ian 
Hetherington, who had been Imagine Software's Financial Officer. It also 
had many of the Imagine Software programmers such as Eugene Evans 
working there. They would switch their development from the 8-Bit 
computers and instead focus on the 16-Bit Atari-ST and Amiga. 


. Taking their work done on Psyclapse and Bandersnatch, and combine them 
k : : TS HN into a new game called Brataccas. Of course on the 16-Bit systems, they 
ih had no concerns of needing any additional hardware to run the game. By 

tw - 1986 they had 


a 
PROGRESS REPORT 


From lett: Eugene Evans, Mike Glover, Jan Weatherburn and John Gibson. 


finished their game, 
they now just needed 
a new company name 
that encapsulated all 
they were trying to 


DNSUMABLES TO DATE......... 


= 
<< 
<< 


convey with their 
new company. 


COMING SOON FROM IMAGINE, 
PSYCLAPSE & BANDERSNATCH 


Incidentally Some of the other people from 


The two full page colour Tan Imagine Software such as Ian Weatherburn, 
adverts, Imagine released in Hetherington, Brilliant programmer John Gibson and 

all the Spectrum magazines, Financial artists Steve Cain, Ally Noble and Karen 
when the project had barely Officer at Davies, would start up the famous 

begun. It is this game that Imagine Spectrum developer Denton Designs. They 
inspired both the name and Software and would do brilliant games, such as The 

the idea, of the Netflix Co-Founder of Great Escape, Where Time Stood Still, and 
Black Mirror episode called Psygnosis. Frankie Goes To Hollywood. Also the not 
Bandersnatch. so great games like Transformers. But we 


are not here to talk about those guys and 
gals here. (Boo, why not - Ed). 


WHATS IN A NAME? 


They initially decided to have two names for their new publishing house. Psygnosis, 
taken from the Latin Psy, meaning mind and Gnosis, meaning advanced knowledge. 
It was a cool sounding name, that they would use for their adventure and strategy 
style games. To distinguish their action based games they would go under the 
different name Psyclapse, this was an obvious nod in respect of their Imagine 
Software roots, and the C64 game never released with the same name. They would 
drop the name Psyclapse entirely by 1990. 


Right from the beginning, Psygnosis thought big, going to the ground breaking, 
world famous record cover artist Roger Dean to design their new company’s logo 
and font. Roger Dean had been at the forefront of revolutionising the record album 
covers during the 70s and 80s, and now Psygnosis hoped he would do the same for 
the games industry as well. In a Retro Gamer interview, Roger Dean briefly spoke 
on how he was approached, what Psygnosis asked for and how he went about it... 


“It was a very obvious thing, that for me. They kept throwing names at me and 
in the end I did the name and logo. They wanted something that said ‘knowledge’, 
‘the future’, ‘wisdom’, ‘fun’ [laughs]. So the owl has to be the obvious choice. 


Not the only choice, but it was the obvious choice. And having this very chrome- 

robotic owl, was a way of having a futuristic owl.” Roger Dean, World famous record 
cover artist, was asked to design the 
Psygnosis logo and many of its 
compelling and beautiful box art. 

RISEN UP FROM THE ASHES... 


Psygnosis’ first game Brataccas was released in 1986. It was an ambitious graphic 
adventure game, with a lot of charm and humour within it. The game’s story involves 
you playing Kyne, a scientist framed for a crime he did not commit, by the evil 
Government. The government set him up, when he refuses to share how he made 
the process to create a super being. The game itself is very much in the old 8-Bit 
style of wandering endless mazes. I suppose for its age, the game isn’t bad, but 
without a nostalgia cushion to play the game, the game hasn’t aged well. 


The controls are horrible on default settings, as it is with the mouse which is 
unplayable. To get this game half playable, press the Page Down key (if emulating, 
or Help Key on an Amiga) and then press F6 to change your controls to the keyboard 
(it’s still awful to control, but at least you have a fighting chance). Still one thing 
you can say thanks to the beautiful box artwork of Roger Dean, the game would 


look a bit special. 


One of Roger Dean’s famous album 
covers for the band Asia on the 
album Dragon. 


The iconic owl 
logo and lettering 
of Psygnosis, that 
Roger Dean 
designed (above). 
In the PlayStation 
era, the logo was 
redesigned 


Brataccas was an ambitious game for its time, but it was let 
down with regards to the poor in game controls. Still with 


Roger Dean brought in to do the box artwork, it would make ‘am again (left). 
the game deeply exciting to gamers browsing the game shelves PSYGNOSIS 


of their local Boots or WHSmiths. 
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Russell Kay 


Mike Dailly 


Steve Hammond 


16-BIT DAYS... 


Psygnosis would continue to release many games. They were going strong, with 
early hits such as_ Terropod’s being included as part of the Ten Star bundle pack, 
that came with most new Amigas. Also there was the game Barbarian winning some 
gamers over. At this time Psygnosis was already making a name for itself as a 
company that’s games had amazing graphics, and that was built ground up for the 
Amiga and Atari-ST computers. This was important as most other companies were 
still focused on the 8-Bit market, with the 16-Bit computers only receiving (often 
poor) up-scaled versions of 8-Bit games. This would therefore distinguish them 
from their competitors. 


The first game though to really put them on the map, was by a newly formed Scottish 
developer, who would show them the game Menace. This was a ground breaking 
shoot ’em-up for the time, offering arcade quality graphics and gameplay in the 
home (or so it seemed at the time). DMA Design (better known today as Rockstar 
North) was set up by former school friends David Jones, Russell Kay, Steve 
Hammond and Mike Dailly. They had met way back in 1983 at Dundee's Kingsway 
amateur Computer club. David Jones who was older than the rest had been 
made redundant at Timex, and so knowing game programming was what he wanted 
to do he used his redundancy money on an Amiga 1000. 


As shoot-’em-up fans and gamers they would eventually start writing their own 
games, with early titles like Russell Kay’s game Zone and Mike Dailly’s game Freek 
Out. David Jones meanwhile was working on a game called CopperCon-1,under the 
development house name Acme. The game was inspired by his favourite Konami 
arcade blaster Salamander. He would show his game to various publishers, such as 
Hewson, who showed an interest to use it as an 16-bit conversion of their own game 
Zynaps, but David not wanting this continued to look. 


Psygnosis liked the game however and readily signed it up. With the guys now all 
working on it, and realising the name Acme was already taken, they needed a new 
development house name. Various names were suggested like Alias Smith And Jones 
and Visual Voyage, but eventually they all decided on DMA Design. This stood for 
Direct Memory Access or Doesn’t Mean Anything. 


Mike Dailly fondly remembers those times... 


“I had just been thrown out of college and didn’t know what I was going to be 
doing, and then all of a sudden I get handed my dream job! My mother 
thought I was crazy and wasting my time since it was a bedroom industry at the 
time, but I didn’t care I was a real game developer and was even getting paid.” 


CopperCon-1 on release became the much He 
: z+ allie 
cooler sounding name called Menace. waa eS 
Menace would get reasonable reviews with J J 
most giving it around 75%, noting the fine 
graphics but finding the actual gameplay wid 
lacking excitement. Still it was a major amt Errerrd 


release and would put both DMA Design ae 
and Psygnosis on the map. SCORE 


soot Ded Dicraint 2 


066490) 
SCORE |-u 


Menace, debut game by 
DMA Design, was the first Psygnosis 
major hit. 


Mike Dailly remembers on his fantastic website here: 


‘Dave Started Blood Money on the 4th of January 1989 with his 
shiny new 25 MHz 386- DX PC, complete with a PDS (Personal 
Development System) that let him squirt the compiled code over 
to the Amiga in an instant! Psygnosis, happy with Menace, had 
sent Dave a new toy, and he was keen to show it off. Compared 
to his A1000, this system was fast...very fast. The entire 
code would compile almost before your finger left the 
keyboard.’ 


Blood Money was finished in that same year, being inspired 
by another favourite shooter of David, Mr. Heli by Irem. 
Blood Money was another great blaster, with really four 
different shooters combined together, each with their own 
unique craft and level design. Magazine CVG gave it 85% 
saying: 


‘A smidge more variety would have Jp David Jones tyromrem- 

mer) and Tony Smith 
| (graphics designer) trom 
DMA Design, who have 
Spent the last eight 
months writing Blood 
Money. 

The one thing 
that's holding David back 
on the Amiga is lack of memory. Games have to be written 
for the bottom of the line machine and there's just not 
enough memory on the basic Amiga. 

Don't tell anyone else, but DMA’'s next game promises 
to be a hack and slay which might have an unusual cheat 
option, one that adds more blood and guts to the graphics 
for those not of a sensitive disposition. 


helped the quality of the gameplay 
match that of the graphics and sound 
more closely, but there’s still no denying 


that Blood Money is a damned good 
blast. Definitely one of the best games 
of its type on the Amiga to date.’ 


But it wasn’t just DMA Design that Psygnosis would give their 


I a 


by Irem (1987) 


first break to. Another was Reflections, who would do many 


games for Psygnosis over the years, beginning with Ballistix 
4 lh. and of course the Shadow of the Beast games. They then would 
later go on to do Destruction Derby and the Driver series. 
Martin Edmondson, Reflections founder Martin Edmondson reminisces about his 
co-founder of first introduction to Psygnosis: 
Reflections (now 
Ubisoft Reflections, “I remember taking a completed Ballistix and an early tech 
made their name demo of Shadow of the Beast down to show them, way back 
with Psygnosis. when it was based in the old Robert Smith Metals Building _— 
on the Dock road. A far cry from the huge glass mooiz00m 


Wavertree Tech park that came later.” 
P< d 


rage Nees ne Pcog vot 


Psygnosis started briefly at the 
very grand Port of Liverpool 
Building at the Pier Head in 
Liverpool. 


The main home however for Psygnosis 
was the South Harrington Building, in 
South Harrington Dock. 


Se (Ns 


Then followed the Century 
Buildings in Brunswick Business 

Park. y 
Wavertree Tech park. The >  — i A 
new Psygnosis building after ss 


Dock Road and the spiritual 
home of Psygnosis today. 


Ray Norirsh was hired to do the 
fantastic music for Blood Money. 
Many consider this to be one of 
the standout tunes on the Amiga. 
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Ballistix was Reflections’ first game. 
Essentially a computerised version 
of the board game Cross-Fire. It 
failed to excite the gaming public. 


Shadow of the Beast, 


was a 
commercial success. You see in 
the early Amiga days, they only 
received poor 8-Bit knock offs that 
failed to use the Amiga hardware. 
This game was a technical marvel, 
and a visual and aural treat. It 
became the game to own, to show 
off to people new to the Amiga 
machine. 


Ballistix sold well enough, with above average reviews. Although _ the 


essentially a computerised version of the Crossfire board game, and so failed to excite. 


game was 


CU Amiga gave it 76% saying: 


‘up to the usual excellent standards of Psygnosis’s releases, but being based on a game 
that’s about fifteen years old, it’s hardly likely to be original. We’re waiting for the 
computer version of Mousetrap next.’ 


Still Martin Edmondson was already working on another game, that was going to show 
gamers what their 16-Bit machines were really capable of. Called Shadow of the Beast, it 
came about after Martin Edmondson had been reading Addison-Wesley Amiga Hardware 
Reference Manual on parallax scrolling. 


It would sell incredibly well, even at the eye wateringly £35 (although it did include a free 
Roger Dean T-Shirt). Some may have criticised it, for being all style and no substance, 
but it was exactly what Amiga starved gamers were clambering for at the time. Software 
that would show off their new hardware. 


Zzap gave it 83% noting it was: 


‘very nice to look at, very tough to play and very expensive.’ 


Reflections would start to work on a sequel immediately, with a definite aim of not changing 
the game thematically or in any drastic way, and so instead concentrate on it’s gameplay 
and increasing the complexity of the original design. 


The first Beast game had been severely restricted by all the graphical wizardry taking 
place. So for the sequel they would design a completely new scrolling system, that although 
was less impressive graphically fewer colours, less parallax-scrolling, allowed the game 
to scroll in many directions, and crucially have sprites moving pretty freely anywhere they 
wanted in the scenery. This of course, freed up the game design restrictions, so they were 
able to design interesting puzzles into the game. 


For the music sadly David Whittaker, who had done the original was unavailable, so they 
enlisted the talents of a new game musician called Tim Wright. 


Tim Wright reminisces in a Square Enix Music interview.. 


“After being asked to write the score for Beast 2, I listened to David's work on the 
original Shadow of the Beast as a yardstick of 'I have to do this well and more’ which 
felt like a daunting proposal. David was one of my all time music heroes, so to be stepping 
into his shoes was both thrilling and terrifying.’ 


Martin Edmondson from Reflections was very hands-on when it came to the music. He 
had strong ideas about what the music should sound like... even down to which samples 
he would like to hear included from a KORG M1 Synthesizer. Luckily, I had a close 
friend who had that exact synth, so we set to work sampling Martin's sounds, along with 
others that I thought might work well. The style was pretty much indicated by the original 
Shadow of the Beast, but I wanted to expand upon that and make it darker and more 
like a film score than the previous game. 


Another friend, Steve Nuttall who I'd worked with at Littlewoods, was a pretty talented 
guitarist, and I wanted some electric solo guitar in a couple of the pieces: the title theme, 
and the game over theme. The title theme was cobbled together from around an hours 
worth of guitar playing as an original piece, whereas the game over music was copied 
from a cassette tape that Martin had sent me, with the instructions "copy this...". Many 
years later, it emerged that the game over tune I'd copied was a small section from one 
episode of Miami Vice! Oddly enough, this small piece was also written by a guy called 
Tim.” 


Shadow of the Beast 2 was released in November 1990 and would sell by the bucket load. 
Also being included with an Amiga game bundle called Screen Gems. So many gamers 
(myself included) would get this technical showcase of a game. Reviewers of the time were 
mostly favourable. 


Amiga Action gave the game 84% saying: 


‘The graphics are just as good as Beast and the sound is brilliant, but the gameplay is 
much, much better and from the starting position there are tons of different ways to go. 
The game is quite hard but you soon comes to terms with it, and get that little bit further 
each time. The only problem I could find with the game was the loading system. Each 
time you die you have to wait about one minute before you can play again and this really 
breaks up the game. However the game is mega and it’s a must, even if it is a bit pricey.’ 


Not all were so favourable however CVG gave it 59% saying: 


‘Hmmm. Not really that bad, but un-user friendly gameplay isn’t hidden by the brilliant 
visuals.’ 


In October 1992, Reflections would release Shadow of the Beast 3. This time Reflections 
had continued to listen to gamer feedback, making it the strongest game in the series. 
Reviews were mostly positive, giving scores in the 90% or high 80% bracket. 


However Stuart Campbell at Amiga Power gave it 71% criticising the game’s shortness of 
just four stages, but enjoying the game.. He writes: 


‘It looks good, it sounds good, and the gameplay is good, but you’ll have to decide for 
yourself whether it is worth 15 quid a week. Me? I’m not so sure.’ 


The game however failed to sell as well as the previous two games, with other Amiga 
developers catching up with Reflections technical wizardry at this point. Also many gamers 
associated the Shadow of the Beast games, with looking pretty but not great to play. 


Which is a pity as the third instalment is quite an enjoyable game, light years away from 
its predecessors in the gameplay department. Martin Edmondson reminisces on his time 
doing the Beast games: 


“If Tam honest, it was less exciting than the first. Beast I was our first dedicated Amiga 
game, it was earlier in the machine’s life, and it was really pushing the graphics hardware 
to the limit. When you get used to a machine and what it can do, some of the magic fades 
and you’re starting to think about what new machine is around the corner.” 


Cc Commodore 
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Beast II carries on the 
technical showcase. Beast 
III was the best game, but 
came later in the Amiga’s 
life and so failed to have 
the same impact. 


Reflections first address was Central 
Square South, Orchard _ Street, 
Newcastle upon Tyne, NEI 3AZ 


Tim Wright 


David 
Whittaker 
famil, of | 
Mend Pook. 
Brungen 
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MANAGING DIRECTOR 
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A business card given to the famous 
Psygnosis game musician Tim Wright. 


The haunting game over music in 

Shadow of the Beast 2, was taken 

from a part of the Miami Vice TV 
show. 
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Mixing in Rainbow Islands with 
Robocop ED-209 robot, this is 
a fun, frantic blaster on the 
Amiga. The reflecting water 
effects, still impress me today. 


Another great game and prestigious developer who got their first 
big break with Psygnosis was Raising Hell Software. Who of course 
are better known today as Bizarre Creations and their MSR and 
Project Gotham games (Incidentally the name change came about 
when they ported the game to Sega and the company and had a 
problem with having a developer with the word Hell in the title). 


Raising Hell was set up in 1987, in the North West of England by 
Martin Chudley. He would send in his demo of a game he was 
working on and Psygnosis snapped it up right away. 


That game was called The Killing Game Show (or Fatal Rewind in 
the US) and it was released in January 1990. It was a stunning Martin Chudley 
shooter that had you control a walking robot, who must shoot anything that moves whilst making 
its way to the top of the arena to the exit, all this as the water constantly rises (Think of Rainbow 
Islands meets the movie Robocop.) 


Reviews of the time loved the game, noting its severe toughness, but wowing at the visuals and 
smooth gameplay. 


Amiga Format gave it 92% saying: 
‘Just when you thought all the polish and ideas in shoot-‘em-ups belonged to arcade conversions 


and big licenses, along come Psygnosis with another audio-visual gem to delight your eyes and 
ears. Moreover, it isn’t just all flash and no go — the gameplay is superb too. The action is 


frantic, the puzzles are difficult and it has a hook which could wind in a killer shark. Watch 


the superb intro, then play the game and be blown away!’ 


But back to DMA Design. Although they had some 
reasonable success with both Menace and Blood Money 
games (Menace sold a total of 20,000 and Blood Money 
40,000 copies), they were hardly what you consider 
hitting the big time. All that was about to change on 
Valentine’s Day 1991 (14th Feb), with a release of a 
certain game called Lemmings. Gary Simmons’ early animation 

was almost the final Lemming 
The game came about when Scott Johnson set about characters. 


trying to make the smallest game sprites he could. The 


sprites were still 16x16 pixels and so Mike Dailly 


commented he could shrink them to 8x8 and set about 
to show it. So over an hour lunchtime he did a group 
of little guys getting squished by a weight. 


Gary Simmons made some additional parts to the 
animation with the chewing mouth and better drawn 
characters, as can be seen to the right of the chewing 
mouth. Russell Kay commented there was a game in 


these little critters and started calling them lemmings, 
and so armed with this idea the team started to make The original animation that 
the game. inspired the game Lemmings. 
To see it animate please go to 
At the early demo stage DMA had originally been Mike Dailly's fantastic history 
turned down by Psygnosis and other developers, as they of the game. 
couldn’t see a viable game. But DMA undeterred 
continued regardless without a publisher, confident that 
there was a good game here. 


The original early concept demo of 
Lemmings was actually written on the PC, 
on the 26th September 1989. It was turned 
down by all the publishers of the day including 
Psygnosis. > 


Once they had designed some levels and showed the game to Psygnosis, they finally understood 
it and snapped up the rights to publish it. The game was released to universal critical acclaim 
with most magazines giving 90% plus... 


Amiga Format gave the game 92% saying: 


‘Lemmings is a hoot to play and quickly becomes a dangerous obsession. Four different styles 
are available plus two-player mode. All call for a clear head and a cool hand if you are to 
finish a level and gain the next password. They’re over 160 levels, each of which has more 
than one solution. You must decide the best way to solve a level, given the commands available, 
and any favoured personal approach. There is, as the old saying goes, more than one way to 
explode a lemming.’ 


Lemmings managed to sell 55,000 copies on it first day of release. John White, Software Director 
remembers.: 


“I was project manager on Lemmings, for instance, so I used to fly up to Dundee on a regular 
basis — the guys knew what they were doing but sometimes needed a steer. We funded and 
equipped them and provided expertise in terms of growth. We reaped the rewards by having 
exclusive rights and, in the case of Lemmings, I remember going to a German trade event 
knowing we had the hit of the show. There was a standard contract — Lemmings belonged to 
Psygnosis, not the developer. We provided the funding and the creative input on their idea and 
they got a royalty.” 


Lemmings was a massive hit for Psygnosis with the game being a Worldwide phenomenon. 
Needless to say DMA would produce a string of sequels to Lemmings. With Oh No! More 
Lemmings, Lemmings 2, All New Word of Lemmings, 3D Lemmings and Lemmings Revolution, 
although none matched the beautiful simplicity of the original. 


There were many other classic Psygnosis games on the Amiga, like Agony already discussed. 
But for this period of their gaming in summary; for the Amiga and Atari-ST days for Psygnosis, 
there were some guaranteed things expected in the early days, when you bought a Psygnosis 
game. 


* It would have a really impressive intro, that probably took up a floppy disk all by itself. 

* It would have snazzy graphics, amazing sound and would be a great game to show-off to 
your console owning mates. 

* You could guarantee it would come in a massive game box and would have a stunning Roger 
Dean cover on the front. 

¢ It would have either a free poster or T-Shirt. 

* The game would cost you an eye watering £35. 


* Chances are the actual game, probably wasn’t that great :-) 


Dean. 


Interestingly the colour choices 
of the Lemming with their green 
hair came from the limitations 
of the EGA PC palette. The 
songs meanwhile were chosen 
to be well known tunes out of 
copyright. Originally they had 
planned to do TV theme tunes 
like Mission Impossible, but 
David & Psygnosis got nervous 
and so the idea was dropped. 


Lemmings 2, whilst full of lots 
of cool new ideas, failed to 
capture the original’s gameplay 
magic. 


Shadow of the Beast games, came with 
the beautiful big box and T-Shirt by Roger 
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AMIGA CD?" 


MICROCOSM 


Microcosmwasvisuallyimpressive 
and was one of the first action 
games to make use of the new 
CD format. 


Rick Wakeman, the front-man : a : ee “yee 
fortheband Yes, didthesoundtrack | = etapa eee 


for the game Microcosm. 


LEARNING CD: 


Psygnosis was always looking to the future and so as far back as 1991 they had set up a dedicated 
team to look at future technologies. Called the Psygnosis Advance Technology Group. The team 
would create the Psyggy’s Full Motion Video (FMV) technology or clever way of CD streaming 
data. 


The first fruits of the labours was released in October 1993 for FM Towns Marty and Sega Mega 
CD, with CD32, PC and 3DO to be released in May the following year. Pitched as a shoot-’em- 
up that crosses Afterburner with the movie Fantastic Voyage. It was a ground breaking game 
visually right from its 400 second long intro, with live actors, and scenes that had been rendered 
by £10,000+ Silicon graphics engine and a file server worth of hard drives to store the massive 
6.5 Gigabytes needed to store the non compressed intro. Everything about the game’s development 
was excessive, the initial development was predicted to cost $600,000 to $750,000 an astronomical 
figure for a game for the time. Also the music was also impressive, with former Yes front man 
Rick Wakeman doing original music for the game after meeting Psygnosis at a concert. 


Despite all the high production values, the actual game wasn’t actually that good, with overly 
simplistic gameplay and was accused of being ‘all show and no go’. Still, as a gamer of the time, 
I can attest first hand, how exciting it all seemed, watching the new possibilities that the new 
CD format could provide. 


Amiga Format I believe summed it up best when they gave it 87% saying: 


‘The future of computer games is here. This may not be the most playable ever, but it will go 
down in history as an entertainment milestone.’ 


Jeff Bramfitt an artist on Microcosm Remembers what it was like to work for Psygnosis during 
this period: 


“It was an exciting place to work, because everyone was excited about the new possibilities 
unfolding before us. In effect it was a totally new medium, with vast potential and we were 
suddenly the leading edge.” 


The early Psygnosis CD games weren’t very good it is true. But there was no denying that 
Psygnosis was ahead of the curve when using the new medium that was CD, and that interested 
a lot of people... Including Sony. 


mal 


= 


Beet 87% 
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! . Gate pes Caw : 


PLAYSTATION ERA... 


Taken from PR Newswire on May 22 1993 — 


On May 22nd 1993 Sony Electronic Publishing Company acquired the Liverpool-based 
computer and video game software developer and publisher Psygnosis Ltd., a recognised 
leader in video game and CD-ROM products. The acquisition of Psygnosis significantly 
enhances Sony Electronic Publishing's in-house development capabilities. Psygnosis will 
continue to market and distribute computer software under the Psygnosis brand, as well as 
develop software for Sony Electronic Publishing's video game division, Olaf Olafsson, 
president of Sony Electronic Publishing and Sony Imagesoft. 


"Psygnosis and its management will play an integral role in the development of industry- 
leading interactive entertainment, as well as our expansion into Europe. We are delighted 
and very excited at the prospect of working with Sony Electronic Publishing, a company 
whose name and reputation is synonymous with innovation and technical excellence." 


said Jonathan Ellis, managing director - publishing, Psygnosis. 


"The alliance of two such highly complementary companies will enable us to benefit from 
each others strengths and talents, and continue our growth and market penetration within 
the home entertainment industry worldwide. Working together with a company of Sony's 
reputation will allow us to build and develop further our reputation as pioneers in the 
innovative medium of CD technology, taking the bounds of home entertainment beyond 
anyone's current expectations." 


said Ian Hetherington, managing director - development, Psygnosis. 


"This new association with Sony Electronic Publishing will give us access to a spectacular 
range of development projects, and represents the culmination of all our earlier 
achievements." 


Jonathan Ellis and Jan Hetherington will continue to serve as co- managing directors of 
Psygnosis. 


Suddenly Psygnosis had been sold, with Sony owning a 50% interest in the company. It made 
sense from Sony’s point of view as they would have half of one of the premium game Publishers 
in the world, and who were at the forefront of understanding how to use the CD as a gaming 
medium. Meanwhile at Psygnosis, it made total sense as they were able to carry on as before, 
not even being locked down to just releasing games on Sony’s hardware. John White describes 
to Edge why Sony bought Psygnosis: 


“Psygnosis was acquired by Sony America, not Sony Japan who had the electronics. America 
saw the buy strategically as acquiring games content to complement their film and TV 
content. Sony America wanted to acquire a game content provider to marry up with the 
hardware. That was the original thinking. I’m sure there was a lot of politics involved, but 
they were trying to create a rounded company. The conversations were between Ian and 
Jonathan and SCEA, but once the acquisition had gone through I was utilised to a small 
extent in the setting up of SCEE. They had Phil Harrison on the ground and we were tasked 
with finding offices and getting it going. After six months of trying to work out what we 
were doing the political situation changed I was put back into Psygnosis and Phil into SCE.” 


The first game released for the PlayStation by Psygnosis was really rather special... 


Called WipEout and released in August 1995, it was a futuristic racer, taking the idea from 
the Bullfrog Amiga game Powerdrome, Nintendo's F-Zero and even Mario Kart, updated with 
oodles of cool for a new PlayStation generation of gamers. Lee Carus an artist on WipEout 
remembers in a Retro Gamer Interview how this seminal game came about: 


“I believe it started out as a drunken conversation between Nick Burcombe and a former 
colleague of his Jim Bowers in a pub called the Shrewsberry Arms in Oxton, Birkenhead” 


This conversation resulted in Jim Bowers to set to work on a first concept movie that impressed 
the Psygnosis managers enough to immediately have the project green lit. 


The PlayStation was the first 
successful dedicated CD 
console, it revolutionised the 
industry. 


Nick Burckombe — Lead Designer 
of WipEout. 
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WIPEOUT 


PSYGNOSIS’ PLAYSTAT/ON RACER 
BURNS INTO TOWN! 


TEKEEM 7 © SEGA RALLY © RING OF FIGHTERS "9S @ STREET FIONTER ALPHA 


Ken Kutaragi — CEO of Sony 
PlayStation division. 


It took the WipEout team only 14 months to do the game, an extremely tight deadline for only 
a ten person team. Combined with the awesome collection of techno and dance tunes by artists 
of the time, it perfectly re-captured the young adults who had grown out of gaming and showed 
them gaming was for them again. 


It can be argued therefore that WipEout was one of the most important games for the PlayStation 
and a cornerstone to its worldwide success. 


Such a successful game would naturally produce many sequels and it is testament to Psygnosis 
that each new game in the series genuinely pushed the boundaries each time, improving the game 
still further with every iteration. Because of this WipEout has continued to be a worldwide gaming 
favourite and a jewel in Sony’s PlayStation game library. In fact it would be a WipEout game 
that would be SCE Studio Liverpool (formerly Psygnosis) last before they sadly shut their doors 
in 2012. 


Another classic Psygnosis game would also be released on the 31st October 1995 for the 
PlayStation. This time the game would be done by Reflections and a kind of driving game. 


Called Destruction Derby it was a wonderful alternative racing game, that was like the real 
Destruction Derbies and so just as much about smashing into one another as it was to cross the 
finish line. The game was dreamt up by Martin Edmondson and Michael Troughton who, as fans 
of the real derbies thought it would make a great fun game. Psygnosis green lit the game and 
they successfully delivered in writing the game in only nine months. Martin reminisces to Retro 
Gamer in an interview: 


“It was an exciting time with the Sony takeover of Psygnosis and the buzz about the new 
PlayStation Hardware.” 


“I remember some of the guys from the Psygnosis had to cover their badges at trade-shows as 
they were swamped, like paparazzi swarm around celebrities.” 


With two premium PlayStation projects within Psygnosis it would be a natural that a friendly 
competitive rivalry would occur between the WipEout and Reflections team, and this rivalry, to 
push the PlayStation hardware undoubtedly helped make both games be the best they can be. 


Martin remembers on first showing the game to Sony’s Ken Kutaragi: 


“He flew over with a team of engineers and I was demonstrating the game to him. He was very 
enthusiastic and smiled a lot, but his only actual comment was that it was a great shame that 
all the debris from the cars didn’t stay on the track. I remember thinking (but didn’t say 
obviously) Surely you realise how hard we are pushing your hardware here without leaving 
bits of debris all over the track! He was right though, if only we could have done it.” 


Destruction Derby was a great game, and for those at the time who criticised it simplistic nature, 
misses the whole point of the game. It is supposed to be low brow, a bit of unadulterated fun, 
and it is that the game successfully has in spades. 


John Gibson a Psygnosis software manager details in an interview with Retro Gamer the reasons 
that Sony started to take complete control over from Psygnosis and Ian Hetherington: 


“Those days were still the halcyon days of game development, the Imagine mentality still 
existed. A handful of very expensive cars could always be found in the car-park and every 
man and his dog had a company car.” 


“Inevitably this lifestyle could not last and when Sony realised it’d been pumping millions in 
and getting very little out, it moved quickly to first of all vote Ian Hetherington off of the board 
and then shut down all the satellite studios. In a few short years, Psygnosis had gone full 


circle. Only now it was no longer Psygnosis but SCEE.” 


Jeff Bramfitt (artist on Microcosm) also laments on what started to go wrong with Psygnosis: 


“Things started to go down hill after Sony took over, constantly changing management who 
became more detached from production and more interested in career points, stifled creativity 
and confidence.” 


John White (Software Manager at Psygnosis) considers for an Edge Interview what went wrong 
with Psygnosis: 


“When I joined every year we doubled in size. We got up to 400 and Ian said, "Next year, it’s 
800". You think you’ve grown organically, but at the end of the day, despite having a strategy,we 
didn’t handle growth as well as we could have done out of lack of experience. 


Things got out of control. WipEout was one of the last generation of games where what we 
were doing was working. Things went wrong because we were so successful and then new 
management was brought in. For me, things had gone horribly wrong. I had six absolutely 
wonderful years and the last two years were not good. 


Eventually I realised what was wrong and told Ian we were lacking management training and 
our inexperience was causing problems. He said: "You’re right, but it’s too late." I was side- 
lined, doing a different job and not enjoying life.” 


Psygnosis would go on to publish many classic games for the gaming world, whether it was the 
Discworld games, the ground breaking Colony Wars, G-Police or even the Bizarre Creation’s 
impressive Formula One games before they would join Sega and then Microsoft and do the 
Project Gotham games. 


Even in 2000 when Sony changed the name from Psygnosis to SCE Studio Liverpool they 
continued to release quality games that was well regarded by both gamers and the gaming press. 
Of course there are so many more wonderful game made in this period, but this is supposed to 
be an Amiga book. 


END OF AN ERA... 


On the 22nd August 2012 Sony confirmed rumours that SCE Studios Liverpool, formerly known 
as Psygnosis had been shut down.Sony gave the following statement at the time: 


"As part of SCE Worldwide Studios, we do regular reviews to ensure that the resources we 
have can create and produce high quality, innovative and commercially viable projects in an 
increasingly competitive marketplace. As part of this process, we have reviewed and assessed 
all current and planned projects for the short and medium term and have decided to make 
some changes to our European Studios. 


It has been decided that Liverpool Studio should be closed. Liverpool Studio has been an 
important part of SCE Worldwide Studios since the outset of PlayStation, and have contributed 
greatly to PlayStation over the years. Everyone connected with Liverpool Studio, past and 
present, can be very proud of their achievements. 


However, it was felt that by focusing our investment plans on other studios that are currently 
working on exciting new projects, we would be in a stronger position to offer the best possible 
content for our consumers. 


Our Liverpool Facility will continue to operate, housing a number of other vital WWSE and 
SCEE Departments. "This should not take anything away from the great work WWS are doing 
and the incredible games and services that we have made, and continue to make, both for this 
coming year and further in the future." 


Psygnosis 1984 — 2012. You will be sorely missed. 


STUOIOWvernool 


Discworld IT: 
Missing Presumed... 


Colony Wars a greatspace blaster. 


G-Police is another beloved 
gaming classic on the PS1. 


Formula One on PS1, by 
Bizarre Creations, as their 
first racing game. They 
would go on to SEGA and 
then Microsoft and create 
MSR and Project Gotham 
Racing series. 


SISONDASd AO AYUYOLSIH 


43 


SHADOW OF THE BEAST 


A whole new dimension in computer games. Winner of 6 
International Awards on the Amiga. The game ST owners 
have been waiting for. 350 screens — 132 unique 
monsters. Multiple levels of parallax scrolling. 2 Mb of 
graphics compressed in 2 disks. 

Amiga Screen Shots. Amiga/Atari ST £24.99 


SEEING IS BELIEVING 


— ow 


THE BITMAP BROTHERS 


MAP 
BROTHERS 


GODS 


THE BITMAP BROTHERS 


ity lost in Legend. An Unconquered warrior 
seeking rewmed: A challenge laid down by the Gods. 


Taking the role of Hercules, in the ultimate arcade- 
adventure, you must scour the depths of an ancient 
city in your search for the great prize of 
Immortality. 


Featuring: 

* 15 different weapon systems. 

* 20 different potions and power-ups. 
* A host of intelligent monsters. 


jave you got what it takes to be a GOD? 


Une cité perdue dans la légende. Un guerrier 
chasseur de primes toujours en fuite. 
GODS, un véritable challenge!!! 


identifiez vous a l’hercule des temps modernes 
dans cet ultime jeu d’arcade et d’aventures; 
parcourez les tréfonds d'une ancienne cité a la 
recherche de l'immortalite. 


Caracteristiques: 

* 15 systémes d’armement différents. 
* 20 pouvoirs et potions magiques. 

* Une armeé de monstres Sassen Sombie 


ss ses 


Etes vous capable de relever ie défi?7? 

Eine legenddre Stadt... verloren in Raum und Zeit. 
Ein unbesiegbarer Krieger auf der Suche nach 
Abenteuern. Eine Herausforderung der GGtter ... 
Versetzen Sie sich in die Rolle des Herkules, der in 
diesem neuartigen Action-Adventure die Mauern 
einer langst vergessenen Stadt durchstreift, um 
den Schatz zu finden, der Unsterblichkeit 
verspricht. 


Features: 

* Viele knifflige Ratsel. 

* 15 verschiedene Waffen. 

* 20 verschiedene Zaubertranke und Power-Ups. 
Ss Zahireiche Seater rgcrll Monster und Gegner. 
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#24 : Gods 


£24.95 - RENEGADE - BITMAP BROTHERS - 1991 


From the moment Nation XII (John Fox who was lead singer of the 
band Ultravox and Tim Simenon of Bomb The Bass fame) kicks in, 
with the Richard Joseph version of their track Into The Wonderful, 
you know you are in for another Bitmap Brothers treat. 


You take on a Herculean style character, who accepts the challenge 
of the Gods, to win immortality and become a God yourself. So it’s 
up to Mount Olympus and our hero battling through a whole 
assortment of weird nasties and beasties who are their doing all in 
their power to stop you in your tracks. 


Sure it’s not exactly original, but with Mark Colemans graphics and 
the usual Bitmap Brother gameplay polish, its one of the best games 
of its type and need to be played by more. 


Puzzles don’t get more complex than flicking switches, and sure on 
the Amiga single button picking up the keys and pots are a right pain 
(The SNES version of the game, sidesteps this issue and looks just 
as nice as the Amiga version.). But it’s a game I adore and will always 
go back to, trying to progress my way through the game. 


The only downside for me is the lack of in-game music, it would 
have been nice to have the music play in game like on the console 
versions (even though I don’t particularly rate the tunes the console 
version have). Anyway in summary it’s a polished, gorgeous, myth 
busting title that is one well worth of your time. DRISK 


1 PLAYER - 2 DISKS [M|V ] 


Lee EL HES 


From the moment Nation XID’s Into The 
Wonderful plays as the title track, you know 
you’re in for something special. 


Its a pity though, the Amiga version has no in 
game music playing. 
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WHAT WE THINK? 


DRISKY SAYS: 


Bitmap Brothers games hold such a special place in my heart. They 
seemed to take the 16-Bit home computers to places others could only 
dream of. Yes others could do the graphics and sound, but Bitmap 
Brothers were able to do the arcade gameplay. Back in 1991 and earlier, 
very few were able achieve this arcade level of artistry and playability. 
Of all the games they did, for me after Speedball II: Brutal Deluxe this 
was my favourite game. Sure the gameplay was hardly original, and 
the puzzles weren’t exactly taxing, but it just played so darn well, and 
even today it holds up really well. 


RETRORIC SAYS: 


Oh Gods, another Bitmap Brothers game I don't really gel with all. I 
much prefer the more underrated Deliverance that we covered on Episode 
331, X-Copy Dat Floppy 2, as it has a much better arcade feel to it than 
the Bitmap Brothers game. 


It's the same thing as most Bitmap Brothers games for me, there's so 
much going for it, but it doesn't come together to make an experience 
that I feel the need to keep coming back to. There always just feels like 
something is missing, something to join all the elements into a gestalt 
entity which becomes greater than the sum of its parts. 


Honestly, The Chaos Engine is the only game I ever go back to, and I 
have to be in a certain mood to play that. 


KINGY SAYS: 


Gods and the Bitmap Brothers were synonymous with the Amiga, and 
no self-proclaimed Amiga nut would be worth their salt if they didn't 
own games like this for their beloved A500's. Visually, the game was 
like nothing else you had played, and this was the same for the audio 
(especially the intro music). 


However, as impressive as it is - I got a little bored with it as every 
level looks the same, and I failed to get a sense of progression in the 
game. I know many people love this game, and I have a fondness for 
it - I just could not see the thrill others got from it. 


THE BITMAP BROTHERS 


AMIGA 
DISC 1 


Follow loading 
instructions 


WHAT THEY THOUGHT 


‘Only last month Switchblade II was put at the lop of the Platform 
league with our unanimous vole, but we didn't think something 
would replace it as quickly as this. Gods is without a doubt the 
best platform game I've ever played and probably the best thing 
the Bitmaps have done, which is quite a compliment considering 
their past products. The graphics are as brilliant as usual and 
the sound is only surpassed by the in-game FX which are realty 
very atmospheric. Whatever you are doing at this moment stop, 
and get a copy of Gods. It would be sacrilege not to.’ 


93% - Amiga Action - Issue 21 - June 1991 


‘The sonics in Gods are excellent. There are a wide range of multi- 
layered sound effects and samples which complement the frantic 
on-screen action perfectly. as well as a trumpet fanfare after each 
level has been completed. There's also a 2 minute intro tune by 
Nation 12, reprogrammed for the Amiga by Richard Joseph. 


This will most likely be released as a single in the not-too-distant 
future. The game itself plays like a dream. It's not just a shoot 
‘em up — there are lots of intriguing puzzles to solve, platforms 
to explore and objects to discover. Even if you complete the game, 
there will always be something, you've missed and no two games 
will ever be exactly the same. Over a year's work has gone into 
developing Gods and it shows. Its not an original game, but it's 
certainly the best of its type. It deserves to be an almighty smash 
hit.’ 


93% - CU Amiga - March 1991 - Dan Slingsby 


‘Wow! Although the Bitmaps have changed their label, they 
certainly haven't changed the amount of effort they put Into their 
games. GODS is definite proof of this - the sheer size of the city 
is enough to have any would-be hero foaming at the mouth! The 
graphics are brilliantly designed and animated, and packed to 
the brim with colour and detail - the guardians have to be seen 
to be believed! 


The sound is also tops, with a cracking title track from Nation 
12, and the spot effects enhance the overall atmosphere greatly. 
The puzzles and traps which have to be overcome have been 
designed in such a manner that players have a decent shot at 
completing the game - not just getting a little way into it before 
getting bogged down! Overall, a cracker of a game, and one that 
carries on the Bitmap's tradition of excellent product. Go forth 
and grab this now, or the Gods will not be too happy!’ 


93% - C+VG - Issue 114 - May 1991 - Robert Swan 


‘Over a year's work has 


th 
gone into developing Gods x 
and it shows. Its not an on 
9 
original game, but it's a 


certainly the best of its type. 


It deserves to be an almighty 


smash hit.’ - CU Amiga 


The art work in the intro is truly 
wonderful, and I am “in to” it. 
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Mark Coleman’s graphics are so 
detailed, and make such clever use 
of the limited colours on screen. 


The gorilla-like orcs, are one of 
the main creatures you'll 
encounter. 


The end of level guardians are 
big, but rather slow and 
lumbering. 
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The game could have had more 
variety to the look and feel of 
the levels. Each World is quite 
similar. 


In certain parts of the game, 
you get to go to the shop to 
spell your ill-gotten loot. 


Your level of weaponry gets 
insane, as you progress through 
the game. 


The comment bar at the bottom, 
gives helpful clues or hints. Of 
course now I really want to 
jump down there. 


The Minotaur guardian boss 
looks great. 


‘Points are scored for solving puzzles and killing aliens. And you'll 
definitely have to engage in both activities aliens can sometimes 
be avoided, but when shot they leave treasure which can later be 
used to buy additional weapons and power-ups. So far so good, 
you might think, but what puts Gods on a higher plane? At the heart 
of the program is a unique player monitoring system that keeps a 
constant track of just how well you're doing. 


If you're extra smart and extra quick, not only do you get bonuses, 
but life gets a tad tougher. If, on the other hand, you're tripping 
over your own feet and having to book holidays to finish levels then 
you'll be recognised as remedial and given the occasional helping 
hand, like the odd energy top-up or extra life. In addition, however 
you're doing, there are lots of hidden bonuses and rooms to discover. 
There are a number of ways of getting to them — it may be a secret 
switch or it may just be a matter of timing. There are enough hidden 
extras to ensure that Gods will surprise you, even on the second 
or third time through. 


AMIGA OWNERS ARE going to see the A benefit of some cosmetic 
changes. The sound will, naturally enough, be even more wholesome, 
and the graphics will be tweaked to make, for instance, the colour- 
graduated sky even prettier. Otherwise, what you see here is what 
you get. 


93% - The One - Issue 30 - March 1991 - Laurence Scotford 


‘There's a genuine thrill in playing through an area a hundred times 
then spotting a slightly different wall area concealing a switch 
which, when toggled, unveils a secret bonus-packed room. 


Last but certainly not least are the games graphics. They're a wonder 
to behold, and the scrolling is excellent for an ST. The Amiga 
scrolling is better than the ST’s but not on par with, say, Turrican 
II's - but then Turrican II didn't have Gods' depth of gameplay. 
Now for the carping niggles. All control, including movement, firing, 
toggling switches and picking up and dropping objects, is via the 
joystick. It's a little fiddly at first, but not annoyingly so, and you'll 
soon have the hang of it. 


The hero also takes his time turning from left to right and vice 
versa, which can be frustrating when you're being attacked from 
both sides. But neither of these faults in any way ruin the gameplay 
of what is undeniably an enjoyable product of great depth. 
Congratulations, Renegade. Go down the pub and buy all your 
mates a pint and a fat cigar your first child is a healthy bouncy 
bundle of joy.’ 


908/1000 - Ace - Issue 45 - June 1991 - Richard Evans 


‘Over the edge Backing up the metallic sound effects is the great 
theme tune, which players of last month's Coverdisk demo will 
already be familiar with. The graphics have texture and 
atmosphere, with each level subtly evolving from the last. In fact 
the only irritants are the sparsity of save game points and Herc's 
occasional insistence on standing over the edge of platforms. 


The wait is easily tolerated in such a quality game, but the mid- 
air-stance does make trying to judge the jumps harder than It 
really needs to be. You are forced to edge out, risking a hefty 
fall, just so you get the best chance of leaping to the next platform. 


Such mechanisms have become traditionally accepted facets of 
platform games, but it is one convention the Bitmaps could well 
have flouted. These minor gripes aside though, Gods looks as if 
it is set to join games legend. Viciously good gameplay and 
powerful effects have managed to make Renegade's first title an 
ideal debut’. 


90% - Amiga Format - Issue 23 - June 1991 - Trenton Webb 


‘ The end of each particular level sees you coming face to lace 
with a particularly mean nasty. These large end-of-level 
guardians can prove to be a real challenge. Should you manage 
to defeat a guardian and thus complete a level, you'll be given 
a password allowing you to start at that particular point next 
time you play. As you progress through the game you'll encounter 
various monsters and traps. The former beings can be dispatched 
in the time-honoured tradition while the latter may need more 
devious thought. 


Killing creatures will yield precious gems that boost your wealth 
Other items such as keys, power-ups and new weapons can also 
be collected and used Throughout the action you'll no doubt 
encounter a shop keeper. Like the galactic salesmen found in 
Xenon 2, these fellows carry an impressive arsenal. 


Providing you have enough cash you can buy all sorts of deadly 
goodies. These range from simple extra lives and energy 
restoratives, to homing fireballs and spears. Perhaps the most 
deadly weapon is your familiar. Assuming the shape of an eagle, 
this beast flies around the screen taking out many of the 
marauding meanies All in all Gods is another first-rate Bitmap 
Brothers game. All the symptoms are there, the great sound, 
brilliant graphics and outstanding gameplay. 


90% - Amiga Computing - Issue 38 - July 1991 - Nick Clarkson 
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I love how vanquished flying 
creatures leave a screaming 
soul explosion send off. 


These human headed bad 
creatures on World One really 
freak me out. 
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The ground based creatures, 
explode on death, with a 
satisfying mushroom cloud. 


Letting thieves live, so the can 
steal items you can’t reach yourself 
is a neat idea. 


Mark Coleman’s graphics are a 
work of pixel art glory in every 
screen shot. He seemed to be 
able to make the Amiga show 
far more colours on screen, than 
was actually possible. 
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List of all you can buy in the 
Shop and what it does. Taken 
from the Amiga Action review. 


Some of the sprite sheets for 
Gods shared on the CU Amiga 
review. 


‘Having taken on board the ho-hum plot and unremarkable 
structure, its quite hard to define (graphics aside) just what it is 
that makes the game so nice. Mostly it's things that fall into the 
‘neat touch' category and since were rapidly running out of space 
here, it might be time to detail some of what I mean. 


Neat touch No I - The end of level baddies are all particularly 
impressive, even if they don't always seem to do very much_ The 
first one you come across is a sort of a giant Centurion type - 
impressively large (as they ail are). though all he really seems to 
do is walk back and forth a bit 


My favourite has to be the massive Minotaur that crops up later 
on though. Nicely animated. he leaps about the screen and actually 
makes the entire image shake each ‘site he crashes to earth' 


Nice touch No 2 - What is apparently background detail - gargoyles 
and suchlike - actually come to life and attack you as you walk 
past. 


Nice touch No 3 - The shop sequences (quite how these became 
obligatory in action games is beyond me) which work not unlike 
the ones in Xenon 2. Shields, lives, energy and an abundance of 
weapons - they're all here. 


Nice touch No 4 - The thieves who run about the place. totally 
oblivious to your good self, collecting treasure and such like. Being 
rather smaller than you are (not to mention invulnerable to the 
traps) they can often collect keys and so on that you couldn't 
otherwise reach. If you see one keep an eye on him, wait 'till he 
collects whatever he's after, then shoot him and pick up what he 
drops - it's a lot easier than getting it yourself. 


Nice Touch No 5 - Your bird familiar - one of the best add-on 
weapons - who flies around your head and usefully helps out with 
extra firepower. 


Nice touch No 6 - The artificial intelligence-cum-player monitoring 
system. 


So there we have it. Once again, a very professional and well 
thought out product from the Bitmap Brothers. and destined to 
become a minor (but only minor, I think) classic. I'd recommend 
anyone to buy it. So what's the problem? Well, there is a slight one. 
Its simply that The Bitmaps have upped the ante with their games 
enough that ‘a very professional looking product is really the very 
least we've come to expect. 


It’s a clever game, and one of the very best of its type, but it makes 
you wish for the day when they come up with one that'll make 
everybody step back three paces and say 'Bloody' hell I wish I'd 
thought of that!' 


Eric Bitmap argues that Speedball was pretty original. and perhaps 
he's right, though you could equally argue that it’s just American 
football with metallic graphics. Then again you certainly can't deny 
they've changed genres with startling regulatory - they may have 
broken little new ground, but equally they haven 1 been standing 
still. No, they've proved themselves great at the small innovations, 
and rejigging old concepI1s - what they haven't had is the earth- 
shattering, original Idea. I wish the Bitmaps and Renegade great 
success with their first release, but I await the day when they do 
something a little more unusual.’ 

87% - Amiga Power - Issue 1 - May 1991 - Matt Bielby 


‘The Bitmap Brothers yet again spoiled the Amiga-owning fraternity 
by giving them this superlative platform-based adventure (only now 
just appearing on the consoles). With power-ups aplenty and many 
an opportunity to use them, it can almost be said that it lives up 
to its holy name. Gods is one of those games where a tight difficulty 
level proves to be one of its greater assets. The lasting challenge 
is also complemented by the use of a password system: something 
I believe improves a game no end. 


While it can't compare to, say, the graphical excellence of First 
Samurai, or the atmosphere of Another World, it still scores highly 
with its general slickness and thoughtfully designed levels. If I had 
to criticise anything, it would be that the excellent Nation XII music 
doesn't play throughout the game — a pity really, as it would have 
added a lot.’ - ROUND UP RETROSPECTIVE REVIEW 

o - Amiga Force - Issue 5 - May 1993 - James Price 


‘For all its pretty graphics and crystal clear sounds. Gods isn't 
much to shout about in the gameplay department. In fact. it could 
just as well be Death Trap, or any other mediocre platform arcade 
adventure. it you took away the make up. Jumping, chasms, shooting 
aliens, and picking, up keys to open doors is about the - sum of it. 
Nothing criminal about that. but we're promised so much from each 
new Bitmap Brothers release, that it doesn't quite live up to the 


hype.’ 
% - AUI- Vol 5 No 7 - July 1991 - Hal Levee 


[Other Reviews: D: 97%, S: 96.25%, ACAR: 93% 
: 88%, ST: JK: 95%, G: 91%, 
Z: 90%, 5/5] 


th 
NS 
A 

PEE on 

1) 
dS 
1) 

These ork/troll like enemies are 

a pain to kill. 

The final boss,, has big R-Type 33 

worm and steam punk looking 

skull. 
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Eric Matthews - Design 

One of the founders of Bitmap Brothers, 
his first credited games he did was the 
graphics for Karate by Point Blank on the 
Sinclair QL and Atari-ST. He then went 
into design, working on Cadaver, 
Speedball 2: Brutal Deluxe, Gods, Chaos 
Engine, Z, Steel Soldiers (Z 2). After the 
Amiga he went to Sony London & 
Cambridge studio, to do Eye Toy and Sing 
Star and Wonderbook: Book of Spells 


games. He also worked on 24: The Game. 


His most recent games are Resistance 3, 
inFAMOUS: Festival of Blood, Little 
Big Planet 3, Matterfall and 
Knowledge is Power. 


Steve Tall - Programming & Design 
Better known today for his work on Real- 
Time Strategy games, he started with the 
Amiga port of Buffalo Bill's Wild West 
Show and the Amiga and ST port of 
Beverly Hills Cop. He joined the Bitmap 
Brothers to work on Gods. After Gods he 
worked on PC doing both Z and 
Command and Conquer: Red Alert. He 
then did Earth and Beyond, Star Wars: 
Empire At War, Universe at War: Earth 
Assault, Grey Goo, Mytheon, 8-Bit 
Armies, Conan: Unconquered and The 
Great War: Western Front. 


Mike Montgomery 
- Additional Progrmming 


Mark Coleman - Graphics 

Known for his metallic look to his pixel 
art, Mark started on the game Speedball 
followed by Xenon 2: Mega Blast, 
Interphase, Magic Pockets, Z, Xenon 
2000, Steel Soldiers (Z 2), World War II: 
Frontline Command, Windows version of 
Kill.Switch, the arcade version of Ford 
Racing: Full Blown and Pipe Mania. 


Richard Joseph - Music & SFX 

Starting on the 8-Bits with games like 

Rad Warrior, Cauldron Il: The Pumpkin 
Strikes Back, the C64 version of Defender 
of the Crown, Stifflip & Co., Barbarian 
1 and 2 (The Palace games), Rimrunner, 
Wicked and Voodoo Nightmare. But it 
was in 1990 with his amazing conversion 
of Nation XII track on to the computer for 
Speedball 2: Brutal Deluxe and James 
Pond: Underwater Agent he became a 
household name. 


Other games he worked International 3D 
Tennis, Cadaver and Knightmare. He 
then did some of his most famous work, 
bringing across the Bomb The Bass - Mega 
Blast for Xenon 2 on to the Amiga and ST. 


At this point he went to some of his best 
work, with Mega-Lo-Mania, Magic 
Pockets and the brilliant James Pond 2: 
Codename RoboCod. He also did 
Moonstone: A Hard Days Knight before 
the game Gods. 


After Gods he did Moonshine Racers, 
The Adventures of Robin Hood, 
Sensible Soccer sequels, Lure of the 


Founder of Bitmap Brothers, Mike began porting across 
Computer Scrabble to the C64 and Mac. And then founded 
Bitmap when he ported Karate (known as Amiga Karate) 


a 
& 2 a 


with the other members on to the Amiga. He then worked on Temptress, Daughter of Serpents and 


val Xenon, Xenon 2 : Megablast, Speedball, Speedball 2: Putty. He also did Rome: Pathway to 

Ry Brutal Deluxe, Cadaver, Gods and Chaos Engine 1-2. Power, Wizkid: The Story of Wizball I, 

= Cyber Empires, James Pond: Aquatic 

N After the Amiga he did Z, Steel Soldiers (Z 2), Speedball Games, Global Effect, Brutal Sports 

~ 2100, the Windows version of Kill.Switch, Pipe Mania and Football, Chaos Engine 1-2, Cannon 

S most recently Project Cars 1 and 2. Fodder 1-2, James Pond: Splash Gordon 

oe and Flight of the Amazon Queen. 

A 

- After the Amiga he worked on 3 Ninjas: 
The original Kick Back, Rise of the Robots, Glover. 

N Bitmap His most recent work musically is on the 

2 Brother game Evil Genius, although he did do 

= founders, dialogue post process work on the game 

XN Steve Kelly, Elder Scrolls IV: Oblivion. 

~H Eric Matthews 

a & Mike 

S Montgomery 
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The expanded Bitmap Brothers team in 1990... (Left to Right) 
Eric Matthews, Mike Montgomery, Tom Watson, Sean Griffiths, 
Rob Trevillion, Dan Malone (sitting), Richard Joseph, & Steve Kelly. 


“The animation is 
beyond compare” 

“A brilliant game that's 
clearly been put together by people who 
care about getting it right” 

AMIGA ROWER 


“Everything about it hangs together brilliantly; the graphics 
style is perfect, the gameplay finely tuned, and the pumping 
soundtrack requires two huge speakers and sympathetic neighbours..” 


THE ONE 


favour" 91% 
“It's definitely worth a long look if you want to spend your evenings blasting things” 


“A classy platform cum shoot-em-up, Ruff n Tumble cleverly combines the skills of jump and move with some marvellous blasting 
action” AMIOA FORMAT 


Ruff enters a fantasy world when he plays near a mysterious rabbit warren. When his marble rolls down 
a tunnel Ruff leaps at the chance to be transported to another world to battle with the evil 
Dr Destiny and his Tinhead Army. 
FEATURES INCLUDE 


* Four Graphic Worlds - each with it's own band of enemies and End of Level Guardian 
ei6levels © eo over os @ Extralives © 000) oo «Jump pads 
5055 @Rocketladders 9 © >) © Smooth-scrolling 
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£25.99 - RENEGADE - WUNDERKIND - 1994 - 1 PLAYER - 2 DISKS (1MB) [M | V ] 
900 F577 c00cec 


It is such a shame, that by the time this game came out in October 1994, 
most Amiga gamers had moved on to other systems and missed this this 
delight, as it really puts most computer games to shame, and shows in 
the right hands, the Amiga could put most console games to shame as 
well. 


In the game you play Ruff Rogers, who literally has lost his marbles 
and follows the portal to alien worlds to get them back. Thankfully 
young Ruff has an assortment of weaponry at his disposal. It’s a good 
job as well, as these worlds are chock full of robotic denizens, who are 
out to get you. 


Made by Jason Perkins (Thing on a Spring and the fantastic Choplifter 
clone Apocalypse) and Rob Levy graphics (Armalyte, Myth: History 
in the Making), the duo has designed a beautiful, polished, frantic 
blaster. That in many ways is the Amiga’s answer to the Metal Slug 
games. 


Music as well is top notch, with Jason Page (better known today for 
his PlayStation work on Porsche Challenge and Gran Turismo games) 
gives a great adrenaline fuelled pumping soundtrack, that perfectly 
accompanies the on screen action. 


In conclusion Ruff ‘N Tumble is a Metal Slug style blaster, that showed 
what the Amiga was capable of (it even runs on 1MB Amiga 500’s as 
well. It’s just a shame, that it released so late, that it failed to make a 
bigger cultural impact. 


From the opening moment in the game, the 
graphics, detail and overall polish, puts most 
computer games of the time to shame. 
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WHAT WE THINK? 


DRISKY SAYS: 


By October 1994, I had pretty much relegated my Amiga to second game 
machine (and only playing my current library of games), with my new 
shiny PC and titles like Doom, taking most of money and time. So this 
title had passed me by, until years later when Amiga emulation had 
become good enough to open up the later games I missed. 


Of all the later titles on the Amiga, this one impressed me the most, 
with it running on a standard 1MB Amiga 500, yet looking like a 2D 
PlayStation or Saturn game. The gameplay is really solid and so fast, 
polished and fluid, that I have to keep checking it is running on my 
Amiga. So if like me, this game passed you by, or if you love your 
Metal Slug style platform run ‘n guns, then give this gem of a game a 
go. You won’t regret it. 


RETRORIC SAYS: 


The Amiga’s answer to Contra or even Metal Slug, done in a very 
euro-centric style, befitting of the roots of the system. I know people 


= love the Turrican games, but they feel more like a Metroid pastiche, 


whereas Wonderkind's furious run ‘n’ gun masterpiece has a real quality 
of its own. 


I don't particularly have the nostalgia for this one as I came to it way 
after the fact, but if you like European style games, and want a change 
from the Japanese variations on this style, you cannot go wrong with 
Ruff ‘N’ Tumble. 


A very well drawn and animated game, a real gem! 


KINGY SAYS: 


Now we're talking! This game is the finest arcade run-and-gun game 
the Amiga ever produced. It stands light-years ahead of its 
contemporaries, with almost next-gen visuals, full-on action, and 
brilliant driving music. 


Even looking at this game today, I stare at it in astonishment as it still 
looks so ahead of its time. The levels are brimming with so much stuff 
that surely the 68000 chip went into meltdown. It was games like this 
that made me hold on to my Amiga for so long, refusing to move on 
to consoles or PC gaming. 


AMIGA Disk 4 


Follow Loading Instructions 
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WHAT THEY THOUGHT 


‘Ruff 'N' Tumbles design is superb Each level flows along nicely 
(maybe that's the wrong word') and there are no awkward moments 
in the game All the jumps and plat-forms are in logical places and 
there are no leaps of faith’, as Tom Watson from Renegade is so 
keen to point out. 


What this means is that you can generally jump to another platform 
without first checking where you are going to land. Even if you 
can't see exactly where you're going there are always clues - which 
makes things much less frustrating 8nd much more interesting At 
the end of the day, Ruff 'N' Tumble is an excellent game, one that 
shows the genuine effort that has gone into creating it. 


A true Amiga platformer it tips its hat to the sample playability of 


yesteryear s machines, with the sort of sound and graphic content 
that sits firmly in the modern day I guess what I'm trying to say is. 
shucks. lust go and buy it will you?’ 


92% - CU Amiga - Oct 1994 - Tony Dillon 


‘Platform games, it seems, are going through a bit of a Renaissance 

period at the moment. First came the cute and simple Out to Lunch, 
with its mouth-watering graphics and finely-tuned gameplay. And 
now, thanks to Renegade and Wunderkind. comes the even better 
Ruff 'n' Tumble. On the face of it, Ruff sounds like a run-of-the-mill 
collect-'em-up and, yes, much of the game consists of locating a 
certain number of marbles and making your way to an exit point. 


But it's the level designs and enemy intelligence that make Ruff 


such a joy to play. Every single enemy sprite is animated beautifully, 
and each has his own attack pattern. There are some brilliant set- 
pieces in there too — one minute you'll be edging along platforms, 
the next legging it as waves of missiles force you into a rapid retreat. 


Best of all, each type of enemy is relatively easy to defeat —it's 
figuring out the way to do it that screen moves slightly to show you 
bonus areas which aren't quite reach- 0 able (yet) is inspired — 
I'm not usually one for seeking out hidden pickups but because you 
know they're there it makes working out how to get to them all the 
more satisfying. 


Even those who tend to find shoot-'em-ups or platform games far 
too simplistic for their liking will love Ruff 'n' Tumble. Okay, so 
it's an 'in-yer-face blaster. usually best-suited to those with the 
reactions of a fly, but its hidden subtleties negate the need to rush 
mindlessly through each level — indeed, this is a tactic which will 
almost certainly result in rapid death. 


Everything about it hangs together brilliantly: the graphic style is 
perfect. the gameplay finely-tuned, and the pumping soundtrack 
requires two huge speakers and sympathetic neighbours to show it 
to its best. Yes, I know Its a bit embarrassing. and I'm sure you're 
aware of how much I like to moan, but Ruff 'n' Tumble really is the 
apex of platform pleasure. In short, it's fab. 


91% - One Amiga - Issue 71 - Aug 1994 - Simon Byron 


‘Everything about it hangs 


together _ brilliantly: — the 
graphic style is perfect. the 
gameplay finely-tuned, and 
the pumping 


requires two huge speakers 


soundtrack 


and sympathetic neighbours 
to show it to its best.’ 


- One Amiga 


The game runs at a cracking pace, 
making it the best run ‘n gun 
platform shooter on the Amiga. 


Ruff Rogers, has literally lost his 


marbles. So it’s time to chew ass 
and kick bubble gum! (Think you 
got that wrong - Ed). 


j 


The end of world guardians are 
really impressive and have good 
patterns to learn and defeat. 
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The game seems to have so 
many colours, yet somehow it’s 


not an AGA game. 


The end of world two guardian, 
is a cool metallic walrus craft. 
Nothing a good few rockets 
won’t sort out. 


Along with the great visuals and 
gameplay the music is top tier 
as well. Definitely tunes to 
crank up full blast. 


It’s a pity Ruff never appeared 
in another game. Although Rad 
Rogers on modern systems, is 
definitely inspired by him. 


‘I'm sitting on the fence I'm afraid. Both this and i Putty Squad 
score 91% because they are as good as each other in their own 
respects. Ruff 'n' Tumble is undoubtedly a lot more manic so it all 
depends what type of challenge you are after. Renegade have kept 


faith in the game for a couple of years, so they believe in it without 


a shadow of a doubt. It's definitely worth a long look if you want 
to spend your September evenings blasting things.’ 


91% - Amiga Action - Issue 62 - Oct 1994 - Paul McNally 


‘Of course, platform games by the very nature of their design have 
a tendency to be samey and only the very unusual games stand out 


from the rest. The best seem to have a mix of puzzles and platforms, 


like Humans or Lemmings or platforms and whole-sale slaughter 
like Crash Dummies. 


Ruff IS a good game. in fact, I would push the boat out a bit further 
and say that it probably has the makings of a bench mark platformer. 
The impressive programming from Jason Perkins and Robin Levy 
have created almost the perfect balance between platform and 


shoot 'em up. 


The hero character is Ruff: (no, not a dog. but a little kid) who 
decides to play marbles near a rabbit warren, like you do His 
marble runs down a tunnel and before he can shout 'gobstopper, 
he is transported to an-other world to do battle with the evil 
Dr. Destiny and his Tinhead army. 


Ruff finds himself in this world. however, with more than a sack of 
marbles to fight with, he has a veritable arsenal of weapons to 
collect, from laser rifles to flame throwers the latter which dispatch 
his foes like chips in a fryers! The game is spread out over four 
worlds. Forest, Caves, Factory and Dr Destiny's Castle. with each 
world made up of four huge levels. The aim of the game is always 
the same though. to collect loads of different coloured marbles, 
enough in fact to open the exit to the next level. 


Of course, as is the trendy thing to do nowadays. Ruff has to fight 
an end of level giant sprite, and this is no mean feat by any 
standards. In-deed, you will only be successful if you've got the 
right weapon with you. There are also coins scattered around the 
levels which give you an extra life if you collect a hundred and a 


few other collectable items which boost your score. 


Each level is designed extremely well, with no hidden lumps to 
make. Just platforms in a logical building pattern This ensures that 
you can concentrate on doing your business without getting killed 
by going down an unseen trap_ There even clues as to which 
direction you should take. less frustration this way. unless of course 
you love the idea of wandering around zapping monsters but getting 
nowhere. Ruff 'n' Tumble is an excellent game, which shows the 
genuine effort that has gone into its design, and all credit to 
Renegade for their bullish sales strategy. because the game 


deserves it.’ 


90% - AUI - Vol9 No1- Jan 1995 


‘Ruff 'n' Tumble is one of the best platformers I've played in ages. 
Not since the days of the Bitmap Brother's Magic Pockets have 
I seen a more graphically fantastic and enormously playable 
platform game. What really appeals, despite the success in the 
graphics department,, is the difficulty level. This level is set high 
so that even the most experienced games-player will have to spend 
plenty of time mastering the various levels. 


Even though you're surrounded by cuteness, don't think for one 
minute that Ruff 'n' Tumble is for kids only. Older games-players 
will revel in the tough platform challenge. Wunderkind has done 


an amazing job and seems to have got every single element of 


the game just right. The graphics are superb, the sound is good, 
the gameplay is amazing and it has an uncanny level of addiction 
that'll keep you playing it again and again. Ruff 'n' Tumble is. 
quite simply, the cutesy platformer of the year.’ 


89% - Amiga Computing - Issue 81 - Xmas 1994 
- Jonathan Maddock 


‘A brilliant game that;s clearly been put together by people who 
care about getting it right. You’ll get angry with it, but all you’ll 
be able to do is wag your finger at it and say. “You... you... Oh, 
all right then. My mistake.”’’ 


89% - Amiga Power - Issue 42 - Oct 1994 - Jonathan Davies 


‘A classy platform shoot-em-up, Ruff 'n' Tumble cleverly combines 
the skills of jump-and-move with some great blasting action. Not 
wildly original, but smooth and playable’ 


87% - Amiga Format - Issue 64 - Oct 1994 - Stephen Bradley 


[Other Reviews: AD: 94%, ACP: 92%, J: 91% 
CVG: 86%, AG: 79%, D: 3/5 J 


acetates, TL 62471 cl 


The third guardian is a giant 
robot helmet craft. More fun and 


frothy blasty action. 


The final world has robotic 
medieval nights to gun down. 


The variety to all the enemies 
and levels, really makes you want 


to complete the game. 


The is a lot of technical 


} going on in the game. 
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NEW/T co EXPANSION MODULE 


@ & CD-ROM DRIVE FOR A600/1200 


FROM GD 


FREE! SILICA 


When you buy your Amiga com- 
puter from Silica, at our advertised 
prices, we will give you one or more 
free gifts. The gifts include the new 
Chaos pack, enhanced AGA version for 
A1200 and A4000, GFA Basic & Photon 
Paint ll. Check this ad to see which gifts 
Software Pack come with each Amiga from Silica. 


‘ANTASIES 
NICK FALDO’S CHAMPIONSHIP GOLF 


CHAOS x 
GFA BASIC v3.5 - Powerful Basic Programming Languat 
PHOTON PAINT II - Powerful Graphics Painting Parkignsi 


TOTAL VALUE: 


Toa Ap 400 CEC rte 


Deluxe Paint IV AGA ... wort» £99.99 
WordWorth V2 AGA ... worth £129.99 
DIGITA Print Manager 
for WordWorth ............. worTH £39.99 
TOTAL VALUE: £269.97 


25mHz 68030Ec 
DESKTOP 


Ram 2 14 drive 


MiP's RATING 
«= Mibon besiructions Per Second 
INCLUDING VAT - AMB 3215 


142 z r =< 
c CALL FOR PRICES 


oe? 
a a a 
‘The A4000 O30EC runs at least 9 times 
taster nan the speed of the A600. 


warranty, We offer other upgrades 
and repair service for A500 and 
PEN AR’ TECTURE: ASO0nus Computers. 
Tho A4000 has been designed tor maumum| UPGRADES & REPAIRS 
plenty of room for Latest test equpment 
exparaion. 20 trained technicians 
1,000s of parts in stock 
FAST, 48 hour service 
We can collect (£5+VAT) 
FREE return couner 
All work guaranteed 
CALL FOR A PRICE LIST 


fexbbity prowding 
mesnory & peripheral 
401692-87 ZDRRO «1 SLOTS 
BPCAT SLOTS 
$124-be VIDEO SLOT 


SX-1 CD* 


EXPANSION MODULE 


bio £39 var 


_COOE DESCRPTION 
ARA 5601 Alien Beood’Qwak 


ARC 2641 Cannon Fodder 
AAC 4045 Este 


use 32-bit technology, 4 x faster than a 
68000 CPU 


2u> RAM 
CD QUALITY STEREO SOUND 
16.8 MILLION COLOUR PALETTE 

> GAMES FROM BELOW £20 

® PLUGS INTOA TV OR MONITOR 
PLAYS MUSIC CDs 


DUAL SPEED 
Transters data almost twice as fast a3 
ordinary CD-ROM drives. 


PHILIPS 
8833 Mk I 


42mm Pitch it Screen 
sha dos 285 toes Resolnon 18 750 | MICROVITEC 1438 MONITOR 
Analog AGB, Ditgal TT Lad Conga Vio 28men Det Pitch 14° Colour Screen 
Anti-giae Screen] Up to 1024 « 768 Resckton 
External Controls: a 1S-38KMz Mora Frequences: 
Volume. Green Swrtch, Anaiogve RGB input 
Bogntnest Contrast, ; Been tomes 
Cerereben, Honzontal and Verscat 


Contry Moght 
Stereo Sound with * Aregare Screen 
Headphone Socknt Stereo Sound 


TV/MONITOR |CD-ROM DRIVE 


tte CO-ROM Dive for fhe A1200 
the PCMCIA port - RAM 

¢ pert can stm be used 

Features Mteuew FXO01D Dual Speed Orve 

Reads CO32, SO9860 (PC), Audio and 

HFS (Mac) COs 

inckides CO32 emulation software, PLUS* 

sofware to play Aucho COs and View 

Kodak Proto COs 

and 2 lst of tested 

softwere and 

requrements 


14” Remote Contro! Colour Tw/Montor 

inc RGB Scant Socket for use with Amagas 
tra Red Remote Controt 

On Screen Display to Adjust Colour: fim =m 

OevOlt Timer EL 

Flash Back Feature 


COMPATIBLE WITH 26 CDTV TITLES 
FULL SCREEN VIDEO-CD 


Plug-in External 3'4" Hard Drive 
170, 250 and 340m Versions 
Plugs in to PCMCIA Port 


Allows Data Transfer at twice the 
Speed of an intemal drive 


Can be used as second drive for 
more storage capacity 

Flexible + portable storage unit 
Styled to match Amiga 1200 
FREE AGA Sottware - CIVILISATION 


Use does not atfect Commodore 
Warranty 


SECOND CD” 
CONTROLLER 


COMPETIFION PRO 


+ HARD DRIVE 
OPTIONS 


2 internat (OE Hard Deve Ovens 
1 Year Ov-ctte Warranty 


Approved 2° Hard Ortves 

Fitted correctly Detow mata salety stett - des at 

wea date sara 

Covered by Commodore's Oftcal 1 Year Ow Site Warranty 
Looe tor Specar Otc upyrace sicher 


THE SILICA SERVICE 


buy &. Consider what & wil be 
tke a few months after you 
have made your purchase, when 
you may require additional penpherals or software, or 
help and advice. And, wal the company you buy from 
Contact you with details of new products? At Silica, we 
ensure that you will have nothing to worry about. With 
our unnvalled expenence and expertise, we can meet 
our customers’ requirements with an 
which is second to none. and retum the 
Coupon now for our latest FREE literature and begin to 
expenence the “Silica Service” 
@ FREE OVERNIGHT DELIVERY: 
On all hardware orders shipped in the UK mainiand 
(there is a smail charge for Saturday delivery) 
TECHNICAL HELPLINE: 
A team of technical experts will be at your service. 
PRICE MATCH: 
We match competitors on a “Same product - Same price” 
basis. 
ESTABLISHED 16 YEARS: 
We have a proven track record professional computer sales. 


PART OF A £504 A YEAR COMPANY: 
‘With over 300 staff - We are solid, reliable and profitable 


BUSINESS + EDUCATION + GOVERNMENT: 
Volume discounts are available. Tel: 081-308 0688. 


SHOWROOMS: 
We have demonstration facilities at all our stores. 


THE FULL STOCK RANGE: 
All of your computer requirements are available from one 
specialist supplier 


FREE CATALOGUES: 
Will be mailed to you, with special reduced price offers, as 
well as details on all software and peripherals. 


PAYMENT: 
We accept most alte credit cards, cash, cheque or 
monthly terms (APR 29.8% - wnitten quotes on request) 


MAIL ORDER 081-309 1111 


PLUS TECHNICAL AND HEAD OFFICE 
1-4 The Mews, HatHercey Roan, Siocup, Kent, DA14 4DX 


To: Silica, AMFOR-1054-211, 1-4 The Mews, Hatherley Ad, Sidoup, Kent, DA14 40x 


PLUS BRANCHES AT: 


BRISTOL _Debenhams 
CARDIFF Debentas - 
CHELMSFORD Debenhams - 
CROYDON Debenhams 
GLASGOW 


GUILOFORD Debenhams 


HULL Debenhams - 
IPSWICH Debenhams - 


‘Debenhams - ie 


LONDON 52 Tottenham Gath 


St James Barton 0272 291021 


wi, 27 High $ Street. 0245 355511 
11-31 North End 081-688 4455 


, ST Argyle Street 041-221 0088 


4, Millbrook (0483 301300 Address 
HARROW ‘Debentiams - Open Sept ‘94, Station Road 081-427 4300 


e Tospet Street 0482 25151 


LUTON __ Debenhams - 
MANCHESTER Debenhams - 
PLYMOUTH Debenams - 
SHEFFIELD Debenhams (3: 
SHEFFIELD Osbentas - 
SOUTHAMPTON Debenhams 
SOUTHEND —_Keddies 

THURROCK —_ Debenham: 


SIDCUP 14 The Mews, Hatherley Road 


A igh Street 0702 468039 
fea), Lakeside Centre 0708 860066 


LONDON Debenrams - refs ee 071-493 3735 
LONDON Selfridges - fasrars Awa 369 Oxford St 071-629 1234 


“Amdale Centre 0582 21201 
Market Sireet 061-832 8666 


Royal Parede 0752 266666 
The Moor 0742 768611 
4, Mexdowhal Cerve 0742 568555 


081-302 8811 
vi, Queensway 0703 223888 


EAQE . Advertned ones and sm 


Mr/Mrs/Miss/Ms 
9, 50S Deds lay 0222 399789 |) surname 


Company i 


Bl (Home) 


Tel (Work) 


Initials 


Postcode: 


Which computer(s), if any, do you own? 


WHO MADE IT 


Jason Perkins - Design & 


Programming 


His first credited game was for the 
Commodore 64 in 1983 and was 
Orange Squash, he then did Crazy 
Caveman, Maggotmania. Pixie Pete, 
Blue Moon, Wimbledon '64 and the 
C64 port of Frak! Then in 1985 he 
did the game Thing on a Spring and 
the C64 and C16 ports of Monty On 
The Run and C64 port of Jack The 


Nipper. 


He continued with C64 ports of 
Gauntlet, Avenger, Way of the 
Tiger, C16 port of Auf Wiedershen 
Monty and C64 and MSX port of 
Coil Cop, and the C64 game 
Dominator. He also did Mask Two 
Two on the Amstrad and Deflector 
on C64, Atari ST. 


Moving on to the Amiga and ST he 
did Time Machine, and on the Amiga 
he did the fantastic update to 
Choplifter called Apocalypse and the 
Ruff 'N Tumble. 


After the Amiga he became a 
Managing Director for UK developer 
Blue 52 Games Studio who became 
Curve Games Ltd. They made Stolen 
on PS2, and published games like 
Thomas Was Alone, Dear Esther: 
Landmark Edition, Hue, 
10 Second Ninja X, Human Fall Flat, 
Hotshot Racing, The Ascent and 
Lawn Mower Simulator. 


CHEATS 


Enter the following passwords... 


"6717" Infinite lives 

"6581" Level 2 

"3178" Level 3 

"8392" Level 4 

"7339" For the game ending. 


Robin Levy - Design & Graphics 
Starting on Hunters Moon, doing the 
loading screen and end sequence, he 
started to make a name for himself when 
he did the Armalyte C64 graphics. He 
then did the loading screens to Hawkeye 
and Citadel and Fuzzball intro and 
ending on the Amiga. His first main game 
on the Amiga was Last Ninja 3 with 
him also doing the C64 and ST ports. But for me it was his 
graphics for Myth: History in the Making that he cemented a 
place in the world class pixel game art. After his work on Ruff 
‘N Tumble and his time with Amiga, he went on to do the 
graphics on Constructor for PC and then on handhelds he did 
Road Champs: BXS Stunt Biking (GBC), 

Mat Hoffman's Pro BMX (GBC & GBA), 

Medal of Honor: Infiltrator, 

To-Fu Collection (NDS) and FruitFall Crush (Nintendo Switch). 


Jason Page - Music & Sound Effects 
Most famous for being the person who 
wrote all the original non licensed music 
on Gran Turismo games. He began 
work on the Orion on C64 in 1988. He 
continued on Spectrum and Amstrad 
doing the sounds and music port of 

Ivan 'Ironman' Stewart's Super Off 
Road. After the Amiga, ST and C64 
audio for Rainbow Islands, he worked on 
Simulcra, Paradroid ‘90 and the 
amazing music on Fire & Ice. His first work on the consoles 
was the music for Gods, Chaos Engine, Outlander, 3 Ninja kick 
Back, The Ottifants, Wolverine: Adamantium Rage and 
Ultimate Soccer on to to the Mega Drive and Mega CD. He also 
did the music for Rise of the Robots. On Amiga he continued 
with music for Ruff 'n' Tumble and Flight of the Amazon 
Queen. On the Sony consoles he did Porsche Challenge, Cool 
Boarders 2, Spice World, This is Football 1-2, Terracon and the 
original music on the first three Gran Turismo games. 
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It features super smooth animation, 
instant response and extremely 
addictive all round playability. And 
what's more every head-butt, face 
slap and gut punch is accompanied 
by life-lke digitised sound effects 


Archer MacLean, the creator of the 
ongmal IK , has completely rewrit- 
ten and vastly improved the game 
to make IK+ the ultimate martial 
arts simulation, 


The fighters’ shadows are even 
slanting away from the sun. In addi- 
thon there are dozens of features, 
adjustable by keyboard, such as the 
game speed, the music volume and 
various secret codes. 


So, if you are ready for the ultimate 
in Martial Arts, IK + is for you! 


K+ contains superb graphics and a 
great deal of attention has been put 
into the fully animated sunset = right 
down to the leaves falling from the 
tree and piling up on the ground 


The pummelling ménage a trois set-up makes the game a mad mayhem, all out 
action, fun fighter. 


#22: 1K+ 


£24.99 - SYSTEM 3 - ARCHER MacLEAN - 1988 
- 2 PLAYER (S) - 1 DISK (CD32 1 CD) [M | V ] 


One of the best games ever written by the late great Archer Maclean. There were many attempts at recreating Data East’s Karate Champ 
in the home setting. From the likes of Way of the Exploding Fist to more obscure variants such as Chop Suey on the Atari 8-bit. A 
lot of these attempts managed to capture the essence of Karate Champ in their own ways, adding different elements to give their 
versions a characteristic feel or style of their own. This is where Archer Maclean managed to outshine all of his competition, with the 
help of musical giants Rob Hubbard and Dave Lowe. IK+ is the pinnacle of the home Karate Champ inspired fighting game and in 
many ways it surpasses its source of inspiration. This time each round doesn't end with a hit scored against your opponent, instead 
you have a points bar that you must fill in order to win the round, or the player with highest points wins when the time runs out. It 
also has the added 3rd CPU controlled fighter which turns the game into a frenetic race for points. Any time your man gets smacked 
to the deck, your 2 opponents are continuing the fight and trying to score points. The main loop consists of 2 rounds where you must 
finish no lower than 2nd place otherwise it's Game Over. The 3rd round is a bonus game where you have 2 variants. Variant 1 is where 
you have explosives spawning on the floor and you have to use your dexterity and knowledge of the control system to kick these 
bombs off the screen and the round ends when you're hit by shrapnel. Variant 2 is the most fun, where you must deflect bouncing balls 
coming at you from both sides of the screen. Some of the balls are even the spinning heads of the main IK~+ sprites. 


Archer Maclean has jam-packed this game full of surprises and some hilarious humour. We've already mentioned the bouncing heads 
in the bonus game, but there are some other brilliant touches hidden away. In the background you will often see some little touches 
like a spider moving up and down, a periscope appearing in the water, a fish jumping in and out of the water, a bird flying across the 
sky and finally a cameo of Pac-Man moving between background elements. You can activate these with the keyboard along with the 
ability to change the colour of the water and sky. The most famous of these treats happens when you press T on the keyboard and all 
the fighters’ trousers drop to their ankles in a hilarious scene. It doesn't stop here though, one of the most important key functions 
allows you to change the speed of the game, from a rather boring yawn, to Street Fighter 2 Turbo levels of speed. 


All this combined with a perfect move set and collision detection, the inclusion of Dave Lowes’ superb remix of Rob Hubbard's amazing 
8-bit tune and the hilarious Bruce Lee sound effects make this the crowning jewel of the arcade style player vs player fighting game 
on the Amiga. RETRORIC 
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WHAT WE THINK? 


DRISKY SAYS: 


A three-way fighter, that is fun, fast and one of the best fighters on the 
Amiga, with a surprisingly large number of moves pulled off by a single 
button joystick. 


Made by the masterful Archer Maclean, it is honed to perfection and 
full of the fun Easter Eggs from the trouser dropping to lots of hidden 
messages. Perhaps best on the 8-Bit computers, it is still a wonderful 
fighter on the Amiga and I am glad it made our list. 


RETRORIC SAYS: 


From the late 80s on my C64 and right through to the over-saturation 
of the player vs player fighting game market in the mid 90s; IK+ was 
in my rotation of fighting games that I played in the arcade, on the 
Mega Drive and other fighters on the Amiga. It sat in the pantheon of 
games like Barbarian, Panza Kick Boxing, Pit-Fighter, Street Fighter 
2, Fatal Fury 2, Body Blows Galactic, Mortal Kombat 2 and Killer 
Instinct, to name a few. 


It is quite simply perfect in its design and execution and is the pinnacle 
of old fashioned way to make an arcade player vs player fighting game. 
I'd have loved to see an update release where a third player could have 
been controlled by a human but alas it never saw the light of day. A 
real gem of the genre and still as fun to play today as it was upon 
release. 


KINGY SAYS: 


I had IK+ on my Spectrum and had also played it a lot on my mate's 
C64, and I viewed this as a game rooted in the 8-bit era. Although 
visually more impressive, I failed to want to resurrect the experience 


of this for my Amiga. Don't get me wrong, it's a damn fine game, but 


I was enjoying larger and more exciting worlds for my gaming 
experiences at this period, and this felt like a step backwards as a 
limited martial arts game that hasn't evolved much since its 8-bit 
inception. I know there's a lot of love for it, but I enjoyed solo game 
experiences more (and still do), so I tended not to opt for this genre. 


WHAT THEY THOUGHT 


IK+ is an immensely playable game On the later levels though, 
the action gets incredibly last and half the time you can only guess 
at what the moves are, and to make it worse the computer player(s) 
start getting really accurate with their blows. They waltz up to one 
of the combatants and completely flatten them with a volley of 
hugely offensive moves. 


They also retain a sort of alternating personality, one moment 
there's a tree for all, the next they're ganging up on you IK+ was 
the best beat 'em up on the 64 and now it's proved to be the same 
on the Amiga An essential purchase.’ 


91% - Commodore User - Jan 1989 


‘Rob Hubbard supplied the original IK music, and a great piece it 
was too. This has been remixed with crystal clear stereo samples 
and rates as one of the best game soundtracks around. In line with 
the rest of the game, the sound effects are like an OTT Bruce Lee 
film. Cracks, squarks, whimpers and battle-cries accompany every 
blow adding a savage realism to the whole thing. IK+ is extremely 
detailed. The oriental sunset ripples in the distance while all kinds 
of creatures crawl around the rest of the screen. 


Even more impressive is the psychedelic title screen; in the centre 
the IK+ logo backs the credits, while around it an army of tiny men 
leap about in glorious technicolor. The instructions list a few 
combinations of keys to press for special features, and there are 
even more to be found if you experiment. IK+ is everything a nose- 
breaking beat 'em up should be. It is vicious, spectacular, loud and 
great looking. Make no mistake, this is the karate game, and no 
Amiga owner should be without it.’ 


9/10 - AUI - Vol 3 No 4 - April 1989 - Tony Horgan 


‘TGM first looked at Arthur Maclean's fast and furious beat-"em-up 
as part of our martial arts action issue. The Amiga game plays the 
same as on the ST: the only differences are the slightly more 
attractive sunset effect and some enhanced music. Gratuitous pixel 
violence is especially good fun in 1K Plus — a must for Amiga- 
owning fans of the genre.’ 


88% - The Games Machine - Issue 18 - May 1989 


IK+ plays exactly the same as its ST counterpart, although as 
expected it’s actually slightly faster with the Turbo mode being so 
fast it’s almost impossible to keep up with. Sound is considerably 
meatier, and all the yelps and cracks and thuds are in stereo (the 
explosions in the bomb bonus round are particularly impressive). 
The best combat game to date, no Amiga owner should be without 
it. 

88% - The One for 16-Bit Games - Issue 4 - Jan 1989 


‘TK+ is everything a nose- 
breaking beat 'em up should 


be. It is vicious, spectacular, 
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loud and great looking. Make 
no mistake, this is the karate 
game, and no Amiga owner 
Should be without it.’ 

- AUI 
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In between bouts, the game has 
some mini games, such as kick the 
bombs. 


69 


The other mini game is to rebound 
the bouncing balls. Attack of the 
Killer Beach Balls, From Outer 
Space!!! (Now I would see that 
movie- Ed) 


eeso 
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But its the three-way fighting, that 
makes this title an all time gaming 
classic. 
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HIDDEN EASTER EGGS 


Archer MacLean was always a comedian, 
and so in his games he always put lots of 
little secrets you could spy in the background 
So in the 
following pictures on these two pages, I 


or trigger through key presses. 


thought I would list the main ones, enjoy. 


COMPUTING 


Look carefully and you can see 
this spider, hanging out watching 
the fight. 


Given you are fighting in Japan, 
is it surprising that a wild Pac- 
Man himself makes an 
appearance? 


Two birds will fly across the 
landscape together. 


Press the letter T and the 
fighters’ trousers will fall down. 


Dolphins will swim in the 
background.. 


‘The whole make-up of IK+ oozes quality. The graphics are bright, 
colourful and very well animated, even down to the little worm 
which keeps on crossing the screen (aah!). There's a staggering 
amount of different moves to try out, including a fantastic back-flip, 
which is really handy for getting behind someone and giving them 
a sharp smack in the head. 


It's so realistic when they shout out, you actually cringe with pain. 
Like most beat 'em ups, 1K+ is going to lose a certain amount of 
pulling power after a while, through lack of variety. On the other 
hand, it's got brilliant gameplay and really outstanding graphical 
additions, so who cares?’ 


86% - Zzap! - Issue 48 - April 1989 - Kati Hamza 


‘The latest enhanced, improved and jazzed up version of a combat 
game that goes back a long way. There are three fighters, two of 
whom can be player-controlled. With only one player the other two 
are computer-controlled, so there is still three-cornered fight action. 


In between every couple of bouts there are interlude screens where 
bonus points are scored by deflecting bouncing balls with a shield 
or kicking bombs off the screen. This is the basic action, but loads 
of little extras have been thrown in. like strange events in the 
background scenery and odd control toggles. 


The animated graphics are good and the presentation is superb. 
The gameplay is the same old combat stuff: the best of its kind, but 
its kind is dated.’ 


82% - Amiga Computing - Vol 1 No 9 - Feb 1989 - Simon Rockman 


‘The latest enhanced, improved and jazzed up version of a combat 
game that goes back a long way. There are three fighters, two of 
whom can be player-controlled. With only one player the other two 
are computer-controlled, so there is still three-cornered fight action. 


In between every couple of bouts there are interlude screens where 
bonus points are scored by deflecting bouncing balls with a shield 
or kicking bombs off the screen. This is the basic action, but loads 
of little extras have been thrown in. like strange events in the 
background scenery and odd control toggles. The animated graphics 
are good and the presentation is superb. The gameplay is the same 
old combat stuff: the best of its kind, but its kind is dated.’ 


722/1000 - ACE - Issue 20 - May 1989 


‘The deadly practice of Kung-Fu fighting becomes more of an 
art form in this furious fists 'n' feet fracas. Attain the giddy 
heights of martial fame by kicking and punching your way through 
over 25 levels of combat As prowess increases, so does the colour 
of your belt, which also signifies your progress. 


There are 17 different moves that can be made. including a flying 
leap kick. reverse face punch and crouching stomach punch. The 
only moves this game doesn't seem to make are bowel movements’ 
Once expertise has been achieved, the intricate dance of death 
begins. A rather nifty move is the double head kick, with which 
it is possible to knock out both your opponents However, a very 
effective way of beating opponents is to launch into a furious 
attack, regardless of symmetry or grace. 


The pink sunset and picturesque Japanese bay belies the violence 
and danger to come. Testing your defensive skills, deflect rolling 
balls which threaten to flatten your form. If you can survive all 
64 balls, a huge bonus of 5,000 points is all yours. Avoid the 
decapitated heads. which are probably defeated adversaries, 
looking 


for revenge If this does not strike fear in your heart, then try to 
detonate bombs by booting them off the screen. Seems like a 
dangerous way to do it, but that's show biz. For grunters and 
groaners of the world, 1K, is a must for martial arts enthusiasts 
and reincarnations of Bruce Lee.’ 


- BUDGET - RE-RELEASE- HIT SQUAD £7.99 
94%- CU Amiga - July 1991 


‘This is No 60 in the Amiga Power All-Time Top 100. so you 
should know going to be brilliant What you might not know is 
that its probably the only beat-'em-up game you can't win by 
simply doing one move over and over, that its got so many options 


and nice touches you'll still be finding things the 100th time you 
play it. 


That it's got a rare sense of humour, that the simple, beautifully- 
coloured graphics and thwacks-and-screams sound effects are 
brilliantly realistic and complement the action superbly. that the 
three-player design ensures that the mayhem never lets up, that 
the controls are natural and instinctive,or that this game is just 
so playable you won't put it down for days, No, you might not 
have known any of those things. But you do now. So buy it.’ 


- BUDGET - RE-RELEASE- HIT SQUAD £7.99 
85%- Amiga Power - Issue 2 - June 1991 - Stuart Campbell 


‘This is one of my all time favourite kung fu beat 'em ups, 
featuring not only hand to hand combat but also hand to head, 
head to foot, foot to bum and bum to ground. What's more there 
are three chaps on screen at once, one or two of which can be 
computer controlled. 


There are plenty of painful sound effects and hundreds of funny 
features, like a speed-up option and a button that makes your 
bloke drop his trahsers (I didn't half larf!). And there are bonus 
screens too, but they're a bit boring_ It's good fun then, and dirt 
cheap, but I dunno how long it's gonna keep you coming back 
for more.’- BUDGET - RE-RELEASE- HIT SQUAD £7.99 


77%- Zero - Issue 20 - June 1991 - David Wilson 
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Do really badly in the fight and 

the Sensei will give unhelpful 

advice. 

Up periscope! Even submarines 

are in those calm Japanese 

waters. 

¥ ; . ) ay : = - 
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Type in some keys and a variety ad 

of messages appear like talking 

about going to a cheesy English 

beach. 

Before he was famous, 

Earthworm Jim appeared as 

cameos in other video games. 

(Stop that - Ed) 

Just in case you wanted to know 

the exact completion date for 

IK+ on the Amiga. 

Not as enticing as the girls in fa 


the Moulin Rouge with the frilly 
knickers. (Can you 
Can-Can it? - Ed) 
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OK, I think we all want to know 
what Gary knows? 


GO--ON SHAHID, BUY ANOTHER COPY... 


on wh 


I wonder if this is Shahid 
Ahmad who did the C64 port of 
Jet Set Willy and the man behind 
revolutionising Sony’s indie game 
policy? 


CHEATS 


Codes to type in while playing: 


Change Speed 


F6 - Turbo 
F7 - Swift 
F8 - Normal 


F10 - Extremely slow 


Main keys: 

T - Trousers fall down 

SPACE + P - sound FX in pause mode 
B - Different shield 

* - Scroll Colours 


Other type ins: 


SP REZ has iwsiniausdananeeesiertauns Freeze the game. 
PACs vnasnelngadauaenns Pac-Man moves across screen. 
SESE? sewicteecasaresn Makes a fish leap out of water. 
“BIRD” sscastunyceanecvees Bird flies across screen. 
SPIER? protyoaasecat heranier Periscope rises out of water. 


“FUCK”.....Resets the game if you type it in twice. 
“CUNT”.....Resets the game if you type it in twice. 


“BAST shod: cemepanduuumnpeamancteanns ds Not sure. 
PADI soe eeaiaie haeaiwaseainsaies Back to title screen. 
“GERM 2 scaiois wenaseucenteaedeaaes Switch to German. 
ABET Axia aeoiinnesaniatimeger anaes Filter on/off. 


‘Before Street Fighter II, there was International Karate Plus on 
the C64. A masterpiece of 8-bit coding this boasted three characters 
on screen, two fun bonus games and super-fast, fluid combat moves. 
There are those, programmer Archer McLean included, who think 
by comparison with IK+, SFI bastardises the beat-'em-up genre 
with its unrealistic combat moves and less than pixel-perfect 
collision detection. 


Unfortunately, the CD32 version of IK+ is likely to win him few 
converts. A port-over of the 1988, A500 Amiga conversion this 
shows its age quite vividly. While the C64 game still impresses for 
its slick graphics and playability, the A500 seems ready for 
retirement. 


The background graphics look like the minimally glossed up 8-bit 
graphics they are, while the character sprites are blocky, small and 
totally lacking the charm of the originals. Once again the CD32 
joy-pad is more of a hindrance than a help for all the fast, precise 
moves that are required, but the main problem is the sluggish 
movement. Quite why a 32-bit conversion of an 8-bit game should 
be slower, rather than faster than the original is a less than 
enjoyable mystery. The best that can be said is that if you persevere, 
there is still a classic game of sorts in there and for the moment 
competition is weak.’ - CD32 VERSION 


4/10 - Amiga CD32 Gamer - Issue 1 


- Spring Special 1994 - Stuart Wynne 


[Other Reviews: AD: 94%, D: 91%, J: 76%, 
ST: CVG: 93%, CD32: O: 76%, J: 70% ] 


MANBR os iccsavcunese nore nasaaaidany tiegames Message. 
MAN GL ys stvotaiicciagatendtiienamadnrexngiasen Message. 
SED i ussauinaccidandnieteumiaamesineieins Message. 
“POQK? pr sevncccagadsaasenietietsoaiacanes Message. 
SEZ isis oven cesnne adeasaiaied aaaeadecdoausioee Message. 
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WHO MADE IT 


A shining light of UK game 
development, Archer Maclean, 
is one such luminary. His first 
commercial success was the 
fantastic Dropzone released on 
the Atari 8-Bit machines in 
1984 and on the C64 in 1985. 
He also released on the NES in 
1992. Essentially a Defender 
arcade clone. Beautifully 
programmed with silky smooth 
scrolling, had enough cool 


ideas to stand out on its own. 


His next game was International Karate (called World Karate 
Championship in USA) in 1986 for the C64. The following year 
he did a sequel, called International Karate + AKA IK+ (or daftly 
called Chop ‘N Drop in the US). The reason for the plus, was 
because it now always added in a third opponent, controlled by the 
computer. This adds to the mayhem, and really makes the game feel 
unique and exciting. 


His next game was Jimmy White's 'Whirlwind' Snooker (Amiga, 
ST, DOS), this gave a 3D representation of a snooker table and 
played so well and looked so good. It was a huge success, as was 
his sequel Archer Maclean's Pool which was the same engine but 
playing Pool as opposed to Snooker. This was equally sublime. 


After the Amiga, he worked on Super Dropzone: Intergalactic 
Rescue Mission on the SNES. A fab sequel to the original game, 
and would also see ports on the PlayStation and GBA. 


He then would go back to his snooker and pool games, with Jimmy 
White's 2: Cueball on Dreamcast, PS and Windows, he also did 
Archer Maclean Presents Pool Paradise on the PS2. He also did 
Archers MacLean Mercury on the PSP and Wheelspin (known as 
Speedzone in the US) on the Wii. 


Sadly that would be his last game with Archer sadly passing away 
on 17" December 2022 at the age of 60. He will be sorely missed. 


He started his career with 
Buggy Blast, Rasputin, 
Thrust on Spectrum and 
Rad-Zone on Amstrad 
CPC. He then did 
Starglider for all systems, 
Carrier Command 
(Spectrum, CPC). 


On Amiga he did The 
Games: Summer Edition, Starglider 2, IkK+, Galaxy Force, 
After Burner II, Altered Beast, Bangkok Knights, 
Darius+. 

F-15 Strike Eagle II, Power Drift (he did all home 
computer systems), Garfield: A Winter's Tail, Raffles, Time 
Scanner, 

ISS: Incredible Shrinking Sphere, Betrayal, Ghostbusters II, 
Line of Fire, Night Shift, Railroad Tycoon, Turbo Outrun, 
Black Hornet, Cyber Police ESWAT and Frontier 2. He 
also did the Amiga music for Beneath a Steel Sky. 
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“THE ULTIMATE MARTIAL ARTS SIMULATION’ 


IK+ is now available in 16 bit format as a follow up to its No. | 
chart position on the Commodore 64. 


Archer MacLean, the creator of the original 1K , has com- 
pietely rewritten and vastly improved the game to make IK+ 
the ultimate martial arts simulation. 

It features super smooth animation, instant response and 
extremely addictive all round playability. And what's more 
every head-butt, face slap and gut punch is accompanied by 
life-like digitised sound effects. 

IK+ contains superb graphics and a great deal of attention has 
been put into the fully animated sunset — right down to the 
leaves falling from the tree and piling up on the ground. The 
fighters’ shadows are even slanting away from the sun. In 
addition there are dozens of features, adjustable by keyboard, 
such as the game speed, the music volume and various secret 
codes. 


So, if you are ready for the ultimate in Martial Arts, IK+ is for 
you! 


Now available for the Amiga at £24.99, also available on C64 cassette 
and disk, Spectrum, Amstrad cassette and disk, and Atari ST. 


COMPUTER GAME 
ARCHER MCLEAN 


C) System Three Softwore Ud 
All rights reserved 


Consumer Enquiries/Technical Suppoort 0734 310003 
Saw Moll Order: Postronix Lid, Nene Enterprise Centre, Freehold Street, Northampton, 
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lutter contre les terribles 
monstres et vos adversaires... 


¢ 64 tableaux aux décors trés variés. 
* De 145 joueurs (C64 : 3 joueurs). 
e Adaptateur inclus. 


* Trés amusant en mode un joueur, complétement délirant quand 
on joue a plusieurs, surtout 4 5!” JOYSTICK 
"Un jeu d’arcade diabolique.” GEN 4 


The consoles and arcade 

smash hit Dyna Blaster: now 
on your Computers... 
Place your bombs skillfully to 
protect you from the enemies. 
Collect the icons to get more 
bombs and larger or pro- 
grammed explosions. 


¢ 64 levels, various and colourful screens. 
* Up to 5 players (C64: 3 players only). 


* Adaptator included. 


“As far as playability is concerned, this is a dream come true. Jn 
one player mode, it’s a massive and addictive task but in head 
to head, with 5 players, this is truly awesome!l.” CVG 


» Nach dem Riesenerfolg auf Sree 
Konsole, erobert Dyna Blaster MONIINE Wt 

den Computer... NOMNER GUA et 
Legen Sie Bomben und : 
sammein Sie zahireiche Extras, 
um thre Gegner zu bezwingen 


+ 64 Level und vielfaitige Farbenpracht. 
« Ein bis fllnf Spieler (1 bis 3 Spieler auf C64). 
* Mehrepieleradapter enthalten. 


flotter Sound, makellose Joysticksteverung, Bombenspat 
und explosive Stimrnurrg!” AMIGA JOKER 

fin echter Knater!’ PLAYTUMAL 

Allein mactht’+ Goad, 2u finft brictht Dyna Blaster alle 
fascirationereborde fines der besten Melw  Spieter 
Progracwn aller Jeter.” POWTRPLAY 


_ Dopo l’'enorme successo 
ottenuto su console, Dyna 
Blaster @ diventato una 
leggenda per computer... 
Gioco divertentissimo da soli 
e delirante a piu jocatore, 
soprattuto a 5, 


* 64 livelll di gioco, svariati quadri. 
* De 1 a 5 jocatori (C64 : solamente 3 jocatori). 


* Un adattatore é incluso. 


a) SCRESTAR 
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21 : Dyna Blaster 


£30.99 - UBISOFT - HUDSON SOFT - 1991 - 5 PLAYER (S) - 1 DISK [M | V ] 


Bomberman on the Amiga. Renamed Dyna Blaster in Europe, as 
there was concern it may have terrorist bomber connotations. But 
the game is the same as the Hudson classic in all its colourful and 
cute glory. 


For those who have been under a rock for the last thirty years, 


Dyna Blaster has you play a cute robot who must wander around i. X 
ua, 


AL * ae 
“BUTTONS 
GE 


the maze arena and drop bombs to destroy the maze walls, find 
power-ups and destroy the enemies. Kill all the monsters and 
then get to the exit to move onto the next maze. 


But it’s the multi-player battle arena that it really comes into its 
own. Here you have each player control their own cute robot and PASSWORD | 
you must try to blow up all the others. It quickly becomes a : 


mania of explosions everywhere and total madness, with you often sis COPYRIGHT 1990/1 991 fs Se 


more likely to blow yourself up with your own bomb, in your HUDSON SOFT 
sheer panic. 
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RGDS AMIGA TOP 50 GAMES 


WHAT WE THINK? 


DRISKY SAYS: 


Bomberman has always been a fun game and the Amiga port is no 
exception. Having said that, I was surprised to see it on our top 50 
(wasn’t even in my top 100) as I feel there are so many more games on 
the Amiga deserving. 


Don’t get me wrong, if you want a bare bones Bomberman game then 
this is fine enough, but by 1992, there was so much more the Bomberman 
sequels were doing, and even the 1991 Bomberman arcade game has 
victory, draw and lose screens this version is missing. 


Overall an OK Bomberman game, but probably better to play the 
unofficial knock off game Blitz Bomber instead, or play Saturn 
Bomberman on the Sega Saturn instead. 


RETRORIC SAYS: 


It warms my heart to see another Hudsonsoft Amiga conversion in our 
top 50 Amiga games. I know The Drisk feels perplexed by this, but I 
had the boxed version of this with the multi-tap, and this game got 
played a lot by me and my friends. Super Bomberman didn't arrive on 
the SNES in the UK until 1993 and was already released in 1991 on the 
Amiga, possibly a cheap way for Hudson to gauge how well their game 
would be received in the west. 


You have to remember, Bomberman was only just released in Japan in 
December of 1990 on the PC Engine, so this was almost an Amiga 
exclusive in terms of the time-frame. It's also not a poor copy of the PC 
Engine version, this is a proper game, written for the Amiga and utilises 
all the strengths of the Amiga to bring a great version of the game to 
the system. Sure there were newer versions of Bomberman on the SNES 
and MD, but by that time the 16-bit systems were all in their twilight, 
Dyna Blaster was an amazing game and was so addictive. A true Amiga 
gem before most people in the west had even heard of Bomberman. 


a KINGY SAYS: 


I was familiar with the concept of Dyna Blaster way back when 
Hudson did Eric and the Floaters. It was great to see the game rise 
from the ashes and the world given Bomberman. As I said with IK+, 
I enjoy more solo games, but this game shines more in battle mode 
than the single-player campaign. It gets very personal with your 
human opponent, and you want to annihilate them. It's a breeze to 
pick up and learn how to play this game, but once everyone starts 
improving, it quickly escalates into frantic mayhem. I'm with Drisky. 
Try Blitz Bombers; it is way, way better. 


DYNA 
BLASTER 


AMIGA 
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WHAT THEY THOUGHT 


‘Bomber Man was a smash hit, both in Japanese arcades and on 
the PC Engine. Over here in crusty old Blighty though, hardly 
anybody's played it. The game is one of those infuriatingly simplistic 
ideas, with that mysterious quality that makes it stand out from the 
crowd. The idea of the game is simple...murder. 


You enter a maze infested with a set number of baddies and it's 


your job to kill 'em all. The maze is made up of two basic kinds of 


wall, destructible and indestructible. At your disposal is the ability 
to drop bombs, these will explode in four directions, destroying any 
adjacent destructible bricks. They will also kill any baddie who 


foolishly walks into the explosion. At first, you can only drop one 


bomb at a time, so careful placement is required to off the bad guys. 


The bomb's power and reach can be updated by collecting certain 
icons and you can also gain the ability to drop multiple bombs. 
Once you've killed all of the screen's inhabitants, you have to find 
the exit. It's always hidden in a block, so you just walk around 
blowing them up until you find it Simple as that ’ 


93% - C+VG- Issue 124 - March 1992 - Frank O'Connor 


‘The simplest games are often the best and this is definitely the 
Case with Dyna Blaster. On paper everything looks straight forward 
and, to be honest, rather dull. However, once you get into the frantic 
action you lust can t stop playing. 


Puzzle and arcade elements have been combined extremely well to 
produce a game that will be liked by absolutely everybody. If you 
are thinking that the price tag is on the sleep side remember that 
you do get a joystick adaptor (which acts as a security dongle as 
well) thrown in with the package.’ 


93% - Amiga Action - Issue 32 - May 1992 - Jason Simmons 
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‘Tf playability was loaves of 
bread, then Dyna Blaster 
would be Warburtons. Bribe 
them, beg them, sell them 
your family, but somehow get 
your mates round with some 
joysticks and revel in the 
Sheer gorgeousness that is 
Dyna Blaster.’ 

- Amiga Computing 


Bomberman’s girlfriend’s been 
kidnapped, so it’s time to rescue 
her and blow stuff up. 


ROUND 1 


The game takes you through a 
series of monster filled arenas, as 
you make your way to the castle. 


a LOADING... 
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Seeing the fried critters from 
your explosions, is more 
satisfying than it should be. 
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The single player experience 
does have some variety to the 
nasties you will encounter. 
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Later levels, make the maze 
area bigger than the screen, and 
so the action scrolls. 
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Each round has its own 
distinctive look and feel, 
although the gameplay is 
identical on each. 


COMPUTING 


AMIGA 


‘n short. it's an incredibly involving game. I'd even go as far as to 
say that this is the sort of game that you could suggest playing at 
a party and not get beaten up by your mates. 


“Hey everyone. let's play on my computer!” 


“Shut up you boring git. Nobody plays on computers at parties.” 
“But I’ve got Dyna Blaster!” 

“Oh right. Me first.” 

“Sod off. that's the best joystick,” 

“How come I always end up using the keyboard?” 

“Aaaargh, you got Me.” 

“Get the one in red. He s got the biggest explosions” 

“Why isn't my joystick working?” 


And so on. It really is a communal sort of game Just don't play it 
with anyone who s bigger than you, or you'll probably get beaten 
up quite a lot. The graphics are smooth and quite cartoony, with 
your little bomber-men looking for all the world like LEGO men 
in space helmets. The sound consists of a bouncy tune and - 
absolutely essential in this game - beefy explosions. In the end 
though. its playability that counts, and Dyna Blaster has got so 
much playability its got huge crates of the stuff filling up giant 
warehouses. 


Tf playability was loaves of bread, then Dyna Blaster would be 
Warburtons. Bribe them, beg them, sell them your family, but 
somehow get your mates round with some joysticks and revel in 
the sheer gorgeousness that is Dyna Blaster.’ 


92% - Amiga Computing - Issue 48 
- May 1992 - Daniel Whitehead 


‘Despite a yawny ‘girlfriend kidnapped by evil wizard' scenario, 
this game is a bit of a laugh. I gave the one player game a spin 
‘cos I'm a bit of lone wolf, me - a moody maverick, the steely-eyed 
stranger who drifts into town free from the baggage of dependants 
and emotional ties. (You mean you haven't got any friends. Ed.) 
No, that's not what I mean, I'm terribly popular, it's just that all 
my friends were too busy to play. It doesn't mean everyone calls 
me 'that smelly old nobody, Martin-No-Mates', or anything. Okay? 
(Just get on with it. Ed.) 


Anyway, it was marvellous - playing the game is, to quote Aristotle: 
"Easy-peezy, lemon squeezy". Of course, it's a trillion times better 
with the multi-player option. Desperately trying to nobble one 
another, racing for the power ups, blocking each other in, running 
for cover, and leaving huge trails of bombs that turn most of the 
play area into a raging fire storm is great fun. Obviously, to get 
the most out of the game, your pals will probably have to bring 
their own joysticks along. Unless, of course, you're an oily, 
snivelling, rich kid with four of your own. Either way, it's a corker.’ 


88% - Zero - Issue 31 - May 1992 - Martin Pond 


‘There are some cutesie opening pies but the main game graphics 
are somewhat basic. Dyna, Blaster is clear and simple. there's a 
lot happening on screen and if the graphics were any fancier it 
would Just be far too cluttered. There's no colour-clash. you can 
see exactly what's going on and the sprites are beaut, especially 
the characters who look like LEGO people. 


Sound-wise the fairground tinkly tune can get annoying, but if it 
gets to you, simply turn it down, Mind you, if you do that. you'll 
miss out on some ace explosions. Dyna Blaster Bomberman is 
Militant fun, and with 64 levels you'll he playing for quite some 
time. You'll know immediately if this is your kind of game. so if it 
sounds like fun then go and buy it. If it sounds too cute by half and 
you think you've done it all before then give it a miss. But remember. 
its your loss.’ 


87% - Amiga Format - Issue 34 - May 1992 - Linda Barker 


‘CUTE-'TIL-YOU-PUKE GRAPHICS, a cringe-worthy tune and a 
cocktail of addictive gameplay, a fun scenario and screen upon 
screen of killer nasties means we're knee-deep in cutie territory. 


Dyna Blaster follows in the soft-tracks of such monumental games 
as Bubble Bobble, New Zealand Story, Rod-Land and Rainbow 
Islands. The graphics and sound are just as you'd expect: cute and, 
erm, cute! Primary colours abound and some of the creatures’ 
expressions when blasted to smithereens are hilarious. 


There are 64 stages in all, eight to a level. Each level has its own 
specific graphics and resident creatures roaming around, although 
this is fairly superficial window-dressing as the gameplay remains 
exactly the same throughout. Unfortunately, initial delight soon 
turns to unwelcome familiarity and the gameplay rapidly turns stale. 


Some of the later sections, especially the eighth level, are ridiculous 
in the number of miscreant nasties you have to bomb out of existence. 
Even more annoying, you'll often find yourself hemmed in by nasties 
right at the beginning of a level with no chance to plant any bombs 
or avoid their deadly touch. 


Dyna Blaster's designers have obviously realised the games limited 
staying power and have included two, three, four and five-player 
games in order to pep things up. These are fought over one-screen 
mazes with power-ups aplenty. Here, the action is fast and furious, 
as each player attempts to blow the others away and the screen is 
an iridescent blur of pyrotechnic tomfoolery! As always in this type 
of game, the multi-player option is by far the best bet and this one 
will have you coming back time and time again.’ 


87% - The One Amiga- Issue 42 - March 1992 - Sarah Hibbert 
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It's go, go, g0, g0, g0, go, go 
time. Tick, tick, boom! 

We're bringin’ the noise. Oh, 
baby, we bringin’ out toys. 
Separate men from the boys. 


Of course, it’s as a multiplayer 
game this really shines. & 1 


Get five like minded souls 
around your Amiga, and the 
game will really shine. 
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Boomshakalaka boom! The 
boomshackalaksa it’s the brand 
new Style. Wicked say it wicked 
jah jah no say it wild. 
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As you power-up, you get to 
drop loads of bombs at once... 


...This causes a chain of 
explosions, just make sure you 
don’t blow yourself up! 


I Believe That Whatever 
Doesn’t Kill You, Simply Makes 
You... Stranger! 
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Make your way through the 
castle and you are up against 


Evil Bomberman, before you can 


save your gal. 


‘Game-play is fast and very addictive once you've picked up the 
basics. You can never stand still, always moving to avoid an 
un-exploded bomb. 


Alliances can be formed with other players to do away with a 
competitor and mufti-player games are always more playable by 
definition - if you find someone to play them with, of course. With- 
out extra players. Dyna Blaster won't hold your attention for very 
long. But get some friends and a few four packs in and you're 


guaranteed a great evening's bombing.’ 


84% - Amiga Mania - June 1992 - Ashley Cotter-Cairns 


‘As with all such games. Dyna-Blaster really comes into its own as 
a two-player game. This involves a Spy vs Spy dash around a maze 
as each of you attempts to plant bombs in each others path. There 
are power-ups aplenty and the action really is fast and frantic. 


Even better is a three-, four- or even five-player option thanks to 
a special joystick adaptor that comes with the game. This plugs 
into the parallel port at the back of the machine and gives the game 
a whole new dimension when they're five of you battling it out. 
Admittedly. the random mazes of the one-player game do become 
boring after a while. but the multi-player games more than 


compensate for such shortcomings. A great game.’ 


84% - CU Amiga - March 1992 - Dan Slingsby 


‘The game turns into a frantic chase around the screen, with each 
player desperately trying to collect the best power-ups and lay traps 
to blow the others to pieces. without (of course) getting himself 
blown to smithereens in the process. 


Killer mode’ is even more exciting, with individual character speed- 
ups, slow downs and worse making the action more unpredictable 
than ever. We've not had so much fun in ages. Excellent fun, and - 


despite the price - highly recommended. 


THE BOTTOM LINE Expensive but very addictive Pac-Man variant, 
improved dramatically by the inclusion of a Joystick adaptor for 
five player fun. If you're in the habit of A.z. 8 playing games with 
friends it's a must buy.’ 


83% - Amiga Power - April 1992 - Matt Bielby 
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Tobias Strauch - Director Florian Welsch - Director 

Worked on the Amiga games _ Is only credited on Dyna Blaster. 

Future Tank, 

Space Pilot ‘89 and Florian Strauch - Coding & Graphics 

Nectaris. Worked on the Amiga games Future Tank, Space Pilot ‘89, Ice Runner and 


Nectaris. The last credit was as a QA tester for 
FIFA Manager 11. 
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Alexander Meyer - Graphics 


Is only credited on Dyna Blaster. 
Michael Kleps - Coding On 

Amiga he did Shiftrix and Armin Sander - Coding 

Dyna Blaster. After the Did Dyna Blaster and Kosmosoft Chemistry. 
Amiga he did Space 


Marines: Der staihlerne Jorg Puls - Coding 
Kaiser, F1 Manager, Did Dyna Blaster, Arma II and Arma II: Operation Arrowhead. 
Tunnel B1 and TechnoMage: 
Return of Eternity. Eike Steffen - Music 
Did Dyna Blaster, Arma II and Arma II: Operation Arrowhead. 


Sadik Domlu - SFX 
He is only credited on Dyna Blaster. 


THE CONSOLES AND ARCADES SMASH HIT 
NOW ON YOUR COMPUTERS! Mathias Reichert - Disk Routine 


“As far as playability is concerned, this is a dream come true. In one player mode, it's a massive and Currently Managing Director at DECK13 


addictive task, but in head to head (with up to five players), this is truly awesome! This is just one of Interactive GmbH & DECK13 Hamburg 
those essential purchases and | guarantee that absolutely everybody will love this! Get it!" CVG 383 
GmbH 
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DYNA BLASTER 


/— 
(Tupi Sort | 
#dtertainment Softwe DSONS 


Saddlers House, 100 Reading Road, Yateley, 
Camberley, Surrey GU17 7RX Tel. (252) 860 299 
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In the 5 player 


-mode your 
more bombs and iarger or | ee | meee are both your 
programmed explosions. Don’t smash the icons _“llies and your enemies... 

Screen shots on Amiga or you'll be in big trouble! depends oT the situation: 
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THUNDERHAWK 


9.99 


MIDWINTER 


11.99 


T.N.T COMPILATION 


7.99 


) HOT 2 HANDLE 
(OFF ROAD RACER, TOTA 
¥ WARRIOR) 


4 WHEEL DRIVE 
LOTUS 
TEAM 


‘OATS ORIVING 
TANK KILLER (1 MEG) 
20 AIR-BUS 
ACTION MASTERS 


TURBO 


AGONY 


GUNSHEP 

WINGS, C 

£ AIR SUPPO 

ALIEN BREED (1 MEG’ 

ALIEN STORM 

AMNIOS 

AMOS (GAMES CREATOR) 

AMOS 3D (NEEDS Ak 
OMPILER (NEED 


SILENT SERV 


BARBARIAN 2 (PSYGNOSIS 
B BARD'S TRILOG 
BATTLE COMMAND 
\ BATTLE ISLE (NOP) 
BATTLE OF BRITAIN DVS 
® GBATTLECHES 
BETRAYAL 
AIG RUN 
B BIRDS OF PREY (1 MEG) 
BAC 


K CRYPT 


BLUES BROTHERS 


BONANZA BROS 
® BREACH 2 (ENHANCED 
ER LEVELS « THE PAY 


AIN PLANE 


STS, JAMES PONL 
HE FLY TRAP) (NOP) 
QUEST 2 


SUS X CHESS 
FPORATION PLUS 


SION DISK 
RIRUPTION (M'SCROLLS) 
VERT ACTION 


AUISE FOR A CORPSE 


£16 COMBAT PILOT, ITALY 1990 


PLAYER MANAGER 


7.99 


WORDWORTH 


79.99 


19.49 
32.99 
79 


19.49 
16.99 


16.99 


HOLLYWOOD COLLECTION 


HARD DRIVIN 2 


9.99 


EuTE 


9.99 


SHADOW OF THE BEAST 


6.99 


CYBERCON 3 (NOP) 
DEATH KNIGHTS OF 
KAYNN (1 MEG) (5S 
DEFENDER OF THE CROWN 


DELUXE MUSIC 
CONSTRUCTION SET 49.99 
DELUXE PAINT 9 
WITH ANIMATION 29.99 
OFLUXE PAINT 4 (1 MEG 
DE & ANIMATION, 5799 
16.99 
5499 
64.09 
22.99 
16.99 
hid 
17.49 
299 
2.99 
16.49 
ELITE 9.90 
ELVIRA 2 « JAWS OF 
CERBERUS (1 MEG) 272.99 
EP) 16.99 
EXE 15 98 
EYE OF THE BEHOLDER (1 MEG) 19.99 
F15 STRIKE EAGLE 2 (1 MEG) ...21.99 
F16 FALCON (NOP) nw 
F16 FALCON + MISSIONS 
42 i) 22.99 
F18 INTERCEPTOR 6.49 
F19 STEALTH FIGHTER 1299 
F29 RETALIATOR 16.99 
FACE OFF (NOP) 16.99 
FERRARI FORMULA 1 6.99 
FINAL BLOW (NOP) 16.99 
FINAL FIGHT (NOP) 16.99 
FISH! (M/SCROLLS) 39 
FISTS OF FURY 
(DYNAMITE DUX, NINJA 
WARRIORS, SHINOB: 
DOUBLE DRAGON 2) (NOP, 19.49 


FLAMES OF FREEDOM 
MIDWINTER 2) 21.99 
GHT OF THE INTRUDER 


FUN SCHOOL 3 (2 15.99 
FUN 15.99 
FUN SC 16.99 
FUN SCH 9 
FUN SC co) 


4 (7+) 
THE 


FUN SCHOOL 


FRONTIER 19.99 
16.99 
) COMPILER 27.99 


O INTERPRETER 39 


DRIVIN' 2 DS (NOP 9.99 
16.49 
1 21.49 
HEAD OVER HEELS 6.99 
HINA (1 MEG: 22.99 
18.99 
16.99 
HEROQUEST EXPANS 
RETURN OF THE WITCH LORD 10.99 


Swiv 


9.99 


KICK OFF + EXTRA TIME 


4.49 


POWERWORKS 


44.99 


Fig STEALTN 


12.99 


HILL STREET BLUES 


HITCH HIKERS 


WHEELS OF FIRE COMPILATION 


mince 


PRINCE OF PERSIA SIM AND POPUL! 


9.99 


DELUXE PAINT 3 


29.99 
Amiga Software --- Games marked (NOP) will not work on the AMIGA A500 PLUS. 


Latest Amigas include Kickstart 2 and have 1 meg RAM built in. Games marked (NOP) are not compatible with the new A500 PLUS machines 


) COLLECTION 
GHOSTBUSTERS 2. 
A JONES, BATMA 


ENTURE 


RENEGADE 


HOME ACCOUNTS 2 

HOME ALONE 

HUOSON HAWK 

HUNTER 

HYBRIS 

AN BOTHAMS CRICKET 

Ke 

INDIANA JONES ADV 

INDY HE 

INFESTATION 

INTERCEPTER 
GION (SSI 


INTERNATIONAL CHAMPIONSHIP 


ATHLETICS 


INTERNATIONAL SPORTS 


CHALLENGE 
INTERPHASE 
IT CAME FROM 


DESERT (1 MEG 


THE 


JACK NICKLAUS GOLF 
ROBOCOD 


JAMES POND 2 
JET SET WILLY 
JM WH 
WNXTER (M 


ES SNOOKER 


CROU. 


S 


JOHN MADOENS (U.S.) 


FO 
J. 
Ki 


TBALL 
OREDO 


KICK OFF 2 (1 MEG) 


KICK OFF 20 
K.O. 2 PINAL WI 


K.0. 2 GIANTS OF Et 
K.O. 2 RETURN TO EURC 
WINNING TACTIC 


K0.2 
KID GLOVES 2 


HI 


OFF + EXTRA TIME DISK 


$05 


KIDSTYPE JUNIOR WORD 


PROCESSOR 
KIND WOR! 
PROCESSOR) 


KING OF CHICAGO 


KINGS O08 
KLAX 
KNIGHTMARE 


LEANDE 
EATHER GODDESSES 


2.0 (WORD 


EST 5 (1 MEG) 


TS OF THE SKY (1 MEG 


T LARA 
SIERRA) D'S 

LEISURE SUIT LARRY 3 

1 MEG) (SIERRA 
LEISURE SUIT LARRY § 

1 MEG: 

LEMMINGS 

LEMMINGS DISK - OH NO! 


MORE LEMMIN' 
UFE AND 


S TURBO 


CHAL 


MAGIC POCKETS 
MAGNET? ROLLS VOL.1 
(GUILD OF THIEVES. FISH. 
CORRUPTION: 

MANCHESTER UNITED EUROPE 
MANIC h 

MEGA 1 

MEGATRAVELLER 1 (1 MEG 


NACE (NOP. 
ICENARY 3 


MIDWINTER 
MIG 29 Ful 
“iG 
MIGHT 
MONOPOLY 


WORLD CUP COMPILATION 


7.99 


KICK OFF 2 K 


7.99 


pC 


549 
99 


OS 7 


16.99 


INDY JONES ADV 


8.99 


MONSTER PACK 2 
KILLING GAME SHOW 


AWESOME, BEAST 2) 14.99 
MONTY PYTHONS 

FLYING CIRCUS 6.49 
MOONSHINE RACERS 16.99 
MOONSTONE 19.49 
MYSTICAL D'S 2” 
NEBULUS 2 16.99 
NEVER MIND 199 
NITRO 19 
NUCLEAR WAR 6” 
OPERATION WOLF 7 
wx 1699 
OUTRUN EUROPA (NOP) 1699 
PAPERBOY 2 “19 
PAWN (M/SCROLLS) ” 


PEN PAL WORD PROCESSOR 64 


PGA RSES 


PGAT JASE GK 10.99 
RATES (NOP) 16.99 
GHTER 16.49 
PLAYER MANAGER 9 
1999 
) 19.90 
POPULOUS & SIM CITY 16.99 
POPULOUS 2 1999 
POWER UP 
CHASE 1.0, TURRICAN. 
X-OUT, ALTERED BEAST 
RAINBOW ISLANDS) (NOP 99 
POWERORIFT (NOP) 3 
POWERMONGER OVS 19.49 


POWERMONGER DATA 


PRO TENNIS TOUR 2 16.99 
PURPLE SATURN DAY 299 
QUESTRON 2 (SSi) 59% 
A-TYPE aa 
A-TYPE 2 16.99 
RACE ORIVIN 16.49 
RAILROAD TYCOON (1 MEG: 21.99 


COLLECTION 


REALMS 
RED BARON 


ROBOCOP 2 DS 1699 
COP 3 16 


OZONE 16.99 

ROCKET RANGER 799 

RODLAND 16.99 

ROLLUNG RONNY 16.49 

ORKE'S DRIFT 15.49 

¥ WORLD CUF 15.99 

RABBLE DE LUKE 79 
SECRET OF 

MONKEY ISLAND (1 MEG 1699 

SECRET OF MONKEY 19.99 
SECRET OF 

THE SILVER BLADE (1 ME 19.99 

16.99 

290 

ME BEAST OS... 6.99 

SORCERER (1 MEG) 16.99 

4ADOW WARRIORS 16.99 


BEAST 2 + SHIRT 


12.99 


IND WOR! 


24.99 


14.99 


AWESOME + SHIRT 


LSR SUIT LARRY 3 


12.99 


Pe ty 
f SCRABBLE 
OF LUXE 


7.99 


TEENAGE QUEEN 


7.99 


SIM © 
SIMULA 


i688 ATTACK SUB 


F18 INTERC! 
SINBAD 
SKYFOX (NC 
SMASH TV 
SPACE AR! 
SPACE QUE 


SPECIAL FORCES 


SPEEDBALL 


SPELLBOUND 


SPOT 
STEVE DAVIE 
SUPER CAR 


SUPER CARS 
SUPER HANG ( 


SUPER LEAGUE MANAGER 
SUPER SPACE INVADERS 
SUPREMACY 

SUSPICIOUS CARGO 
SWITCHBLADE 2 

Swiv (NOP 

SWORD OF SODAN 

INT 

APG, HARD DRIVIN’, TOOBIN 
DRAGON SPIRIT. X 3) (NOP! 
TNT? 

(HYDRA, SKULL & CROSSBONE 
BADLANDS, STUN RUNNER 
HARD DAIVIN 2 


TEENAGE QUEEN 


(STRIP PC 


TERMINATOR 2 


TETRIS 
THE GAMES 


YOTA CE 
TRIAD VOL 2 


MENACE BAAL 
TURBO CUP 


TURRICAN 
TURTLES 2 
TV SPORTS 
FOOTBAL 


PORTS 


ULTWA 6(! 
ULTIMATE F 
UNIVERSAL 
SMALATOR 
UTOPIA 
VENGANCE 
viz 

VROOM 


WATER’ 


TY TERRAIN EDITOR 


7.99 


AMOS 


32.99 


iS PA 


EPTOR) 
oP) 


IER 2 (NOP) 
ST 4 (1 MEG: 


S (GAH) 


ER) (NOP) 
SUMMER EDITION 


THER (1 MEG) 


CA GT RALLY 


TETRIS) (NOP) 


NOP) 


2 DS 


Bu BALL 
BASKETBALL 


MEG) 
WDE 7 
MILITARY 
2 (1 MEG) 


OF EXCALIBUR 


SCRABBLE DELUXE COLOSSUS X CHESS 


3 ae. 


Fe 


POWER UP COMP 


9.99 


JIMMY WHIT! 


LEMMINGS 


13.99 


TURRICAN 2 


8.49 


E-MOTION 


2.99 


ULTIMA 5 LC.F.T. DESE 


11.49 


COMPETITION 


E 


13.99 


MEGATRAVELLER 1 


11.99 


RT 


9.99 


PRO 


5000 (COLOURS 


POWERPLAY 
CRUISER 


10.99 


COMPETITION 


MAY VARY) 


7.99 


PRO 


EXTRA JOYSTICK (CLEAR BASE) 


WITH AUTOFIRE 
SLOW MO’ 


CHEETAH BUG 
13.99 


JET FIG! 


QUICKSHOT111A 
TURBO 2 


9.99 


STARFIGHTER 
REMOTE WITH 

TWO INFRA 
RED JOYPADS 


29.99 


QUICKSHOT 
PYTHON 


9.99 


QUICKSHOT128F 
MAVERICK 1 


12.99 


MEGASTA' 


19.99 


QUIC 
TOP 


_-- 1 


AND 
TION 


9.99 


QUICKJOY 


HTER 


12.99 


or 
* 


QUICKJOY 


R 


KJOY 
STAR 


19.99 


SQUIK 


MOUSE 


5.99 


STEVE DAVIS 


7.99 


TV BASKETBALL 


11.99 


FUN SCHOOL 4 


JACK NICKLAUS 


6.99 


NAKSHA MOUSE WITH 
OPERATION 
STEALTH 


24.99 


FOUR PLAYER AMIGA/ATARI ST JOYSTICK 
ADAPTOR (FOR KICK OFF 2, LEATHERNECKS, 


GAUNTLET 2 & TV SPORTS BASKETBALL) 


7.99 


ROBOSHIFT INTERFACE FOR AMIGA OR ST 


(PLUGS MOUSE AND JOYSTICK INTO ONE PORT) 


--14.99 


0279 600204 


No obligation to buy 
FREE CATALOGUE 


0279 600204 


BASEBALL 19.99 
COLUMNS 19.99 
DONALD DUCK. 19.99 
DRAGON CRYSTAL 19.99 
FACTORY PANIC 16.99 
FANTASY ZONE soe 16.99 
FROGGER 16.99 
6-L0C 19.99 MAINS 
GOLDEN AXE SUDER 19.90 
HALLEY WARS § 19.99 
JOE MONTANA (US. )PBALL 19.99 2499 


Atari Lynx 2 


FREE Mains Adaptor 84 99 


FREE Special Reserve Membership 


APB 
AWESOME GOLF 


Gameboy, tetris, 
batteries, headphones 
and two player lead 
FREE Special 

Reserve Membership 
FREE Holsters, Belt and 
cartridge pouch. 


Buy a Gameboy AND any game and we'll give you a FREE Gamelight as well. 
(L@. everything in the picture above for about £90) (Please list all FREE tems on the order form) 
ALLEYWAY 19.99 JARBIRDS, 
cates a GOLF eae seventeen WORLD CUP SOCCER att 
PSON' 3 ESCAPE 
FROM CAMP DEADLY. yPERLC on cee iow egg! am 
BOULDER DASH SUPCR WAR vad: ZARLOR MERCENARY ee 
BOXXLE KWIRK sasowe4999 SUPERIRC PRO-AM CLEANING KIT FOR HAND-HELDS ..........0ssss0sss0d 8.99 
QUBBLE GHOST COMLYNX MULTIPLAYER CABLE FOR LYNX .. 


BUGS BUNNY 19, 
BURA! ey dag DELUXE 
24 


PLAYER ADAPTOR), RADAR MISSION a id 
FORTIFIED ZONE REVENGE OF THE GATOR 19.99 
GARGOYLES QUEST ~ ROBOCOP oven AD 


TNA 254 229.99 


Amiga A500" Philips CM8833 
PLUS 1 Meg ‘ Mk 2 Monitor 
gj Lemmings Wy free MEMBERSHIP FREE MONITOR LEAD 


a 


er \\ 


DISK with LABEL 


69p each or 


aie 24.99 for 50 


3.5" DS DD GOLDSTAR DISK 

WITH LABEL 69p each 
PACK OF 50 GOLDSTAR 3.5" DS/DD DISK WITH LABELS ......24.99 
3.5" DISK HEAD CLEANER - ‘ 4.99 
DISK BOX 3.5" (10 CAPACITY).......... cccnachdetvad ¢usnasansxs tan 
DISK BOX 3.5" (100) DIVIDERS, LOCKABLE 9.99 
DISK BOX 3.5" (40) LOCKABLE, DIVIDERS ............ 7.99 
DISK BOX 3.5" (80) LOCKABLE, DIVIDERS 8.99 


DELUXE DISK BOX 3.5" (80), LOCKABLE, 
DIVIDERS 


10.99 


ROCTEC 3.5" 
EXTERNAL AMIGA 
DISK DRIVE 


54.99 


ROCTEC AMIGA 512K RAM EXPANSION WITH CLOCK 
DUST COVER FOR 80 COLUMN PRINTER (CLEAR PVC) 
OUST COVER FOR AMIGA (CLEAR PVC) 

DUST COVER FOR MONITOR (CLEAR PVC) 

AMIGA SOUND ENHANCER 

TECNOPLUS MIDI CONNECTOR AN 

CABLES WITH MUSIC X JUNIOR 


COMMODORE CDTV, REMOTE CONTROL, WELCOME 
DISK, HUTCHINSONS ENCYCLOPEDIA AND LEMMINGS 
FREE MEMBERSHIP -——s—uy 


469.99 poe 


FULL RANGE CO's FOR CDTV 
IN OUR CATALOGUE 


£30 OFF 


1 MEG RAM, TV MODULATOR, agi 
FREE COMPETITION PRO 5000 JOYSTICK y 
FREE SPECIAL RESERVE “ithe 
MEMBERSHIP WORTH £6.00 " } 
CITIZEN SWIFT 9 
80 COLUMN, 9 PIN, 213 CPS, 
FREE COLOUR KIT, 
FREE PRINTER LEAD 
FREE MEMBERSHIP 
CITIZEN 120D+ PRINTER, 80 COLUMN, 
9 PIN, 144 CPS/25 NLQ, 24 MTH WARRANTY 
FREE MEMBERSHIP, FREE PRINTER LEAD 
24 PIN, 192CPS/64LQ, 24 MTH WARRANTY, 
FREE MEMBERSHIP, FREE PRINTER LEAD 
AUTO SHEET FEEDER FOR CITIZEN 224 
RIBBON (BLACK) FOR SWIFT 224 .. ey 
RIBBON (BLACK) FOR SWIFT 9 OR 120D+ .......... 
A590 20 MEG HARD DISK FOR AMIGA (AUTOBOOT WITH 
INTERFACE FOR PERIPHERALS CONNECTION) 
AMIGA TO SCART LEAD (GIVES MONITOR QUALITY ON 
TV WITH SCART/RGB INPUT) 9.99 


LEMMINGS, BART SIMPSON, CAPTAIN PLANET 
ee Seas 
24 MTH WARRANTY, 

199.99 
CITIZEN 224 COLOUR PRINTER, 80 COLUMN, 
RIBBON (COLOUR) FOR SWIFT 9 OR 224.......csssssssssesssee 
KICKSTART, SOCKETS FOR 2 MEG OF RAM, SCSI 
CLEANING KIT FOR COMPUTERS (INCLUDES VACUUM) ...19.99 


A501 (WITH BART) AMIGA 512K RAM 
EXPANSION TO 1 MEG 

GENUINE ITEM WITH CLOCK 

FREE BART SIMPSON GAME .....,...49,99 


NRG colour magazine 
Bi-monthly to members. 
Don't miss it. 


Huge catalogue. Huge discounts. 
Huge stocks. Huge staff. 
Huge membership. 
Biggest Value, Best Service 
No obligation to buy 


Colour 


Open to 8pm Weekdays 
and to 5pm Weekends 


ANNUAL MEMBERSHIP 
UK £6.00 EEC £8.00 WORLD £10.00 


We only supply members but you can order as you join 


Win £200 to spend at 


Special Reserve 
Members only. See catalogue for details. 


Inter-Mediates Ltd. Registered Office: 2 South Block, 
The Maltings, Sawbridgeworth, Herts CM21 9PG 


STOP PRESS 


From April '92 our colour magazine 
NRG will double in size and will 
include £30.00 worth of money off 
coupons in every issue. 

So you can save up to a further 
£180 per year off our already 
incredible prices. 

NAG is included in the price of membership 


JOIN NOW for best ever VALUE 


INEVITABLY, SOME GAMES SHOWN 
MAY NOT YET BE RELEASED, 


PLEASE PHONE SALES ON 0279 600204 FOR LATEST » 
RELEASE DATES AND STOCK AVAILABILITY, | 


WE ONLY SUF )BERS BUT YOU CAN ORDER AS YOU JOIN. 
THERE IS AS OF 50p PER GAME ON TELEPHONED ORDERS. ! 
(PLEASE PRINT IN BLOCK CAPITALS) 
AMFORM 19 


Name __ 


Postcode 
' Telephone a: Machine type __ 


Enter membership number (if applicable) or 


p Members fee £6 UK, £8 EEC, £10 World _ 


= 


lem —— — 


1ALL PRICES INCLUDE UK POSTAGE & VAT | £ ' 


Cheque/P.O/Access/Mastercard/SwitchVisa Switch Issue No 


(LLL IIT Litt iti 


Credit card 
expiry date 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH § 


Overseas Orders: EEC software orders - no extra charge 
World software orders please add £1.00 per item. 
Non-software items please add 10% EEC or 25% World. 
Overseas orders must be paid ov! credit card. 


Signature 


*The most comprehensive back up utility *includes floppy disk | 
backup, hard disk backup and file backup. *Also backs up ST, 
IBM etc disks. *Checks disks for errors. *Optimises data for | 


faster loading. *Fast formatting. *Copies up to 4 disks in 48 | 
| seconds. *Full update service available. 


AVAILABLE NOW ONLY £39.99 ?1us £1.00 Postace AND PACKING 


1988 COPYRIGHT ACT. Siren Software neither condones nor authorises the 


use of its software for the reproduction of copyrighted software. The facilities offered b 
X-BACKUP Pro are intended to back up users own software, PD Software & other aes 
programs where permission had been given. It is illegal to make copies of copyrighted 
material without the permission of the copyright holder. 


X-BACKUP PROFESSIONAL IS THE BEST, GUARANTEED 
OUR GUARANTEE:- At time of purchase, if you can find a program that 
is more powerful than X-BACKUP PRO we will refund your money. 


| Ordering X-BACKUP PROFESSIONAL \\ome 


Access/Visa orders can be placed by telephoning RAticnas 
e 


| 061 724 7572. For mail order, fill in the order 
| form and send with a cheque or postal order to: -+++++ssssssssesseesssesssssseceeceseeeseeerereeetsesnennesananaaneeaseseeseceeseseesenaatone 
! Siren Software, Wilton House, Bury Rd., Radcliffe, 


Manchester M26 9UR. cm - 
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TOAINIF Ne 


Curses! The evil old witch has done it this time... she’s gone and tumed the prince of the magic 
kingdom into a bright green frog and made off with his loved one... Sometimes life, even in the magic 
kingdom, is just not fairl But Efe by the riverside-was not to be all doom and gloom for our once regal, 
yet Now green and warty chum.. 


AS luck Would have it, a strange and powerful eliir (which goes by the name of Lucozade in modem 
times) floats down the stream and catches his attention... Intriqued, our soon-to-be-hero takes a huge 
swig and after a few minor explosions he becomes, the legend that soon will be... SUPERFROG! 


With boundless courage and dizzy new heights of determination, he sets off toward the magic forest 
with one goal in mind, to get back his girl, vanquish the curse and give that nasty old witch just what 
she deserves! 


Now the Amiga platform game really has come of age! Superfrog features stunning super smooth 
scrolling, brifiant audio-visuals and outstanding playability in a fast action game that appeals to all ages, 


FEATURES 
* Superfast and smooth PAL overscan 360 degree scrofling 
* Superd 32 Colour cartoon style “cute” graphics 
+ Digitised sound and speech effects 
* Amazing in-game music (8 different scores) 
* Bonus sub-game featuring a realistic fruit machine 
* Siill level to cater for younger (or older!) players! 
* Massive Worlds, huge levels 
* Well tailored difficulty curve 
* Packed with secret rooms, hidden rewards and much more 
* Fantastic cartoon introduction by leading Amiga animator, Eric Schwartz 


Superfrog has been designed and produced by the same team behind ALIEN BREED SPECIAL EDITION 
and PROJECT-X... 


— Filche! Dee bose alte Hexe hat es diesmal voulbracht... sie hat den Prinzen des Zauberkdnigreiches in einen 
* giftgrinen Frosch verwandelt und ist mit seiner Geliebten verschwunden... Manchmat ist das Leben, soger im 


Eloder (das heute afigemein as Lucotade Oekannt ist) den FuS herunter und felt Mm auf. ewer Freund, der baki tum 
Heiden wird, ist von der Flasthe fasziniert. Er nimet dinen nesigen Schiuck und nach cin paar kieineren Explosionen 
verwancelt er sich in cle Legende die bald. SUPERFROSCH sein wird! MA unbesrenrter Tapfertelt und schwindelerrengender 

EntechiuGkraft xieht er is Richtung des ZauberkOnigreiches. Er hat nur ein Ziel Er wil seine Gebebte wieder finden, den Fuch 
rickgangig machen und der widerlichen alten Hexe geben wes sie vercient hati 


Ti Dannatione! La vecchia swega malefica ce [ha proprio fetta, questa yota.. ha trasformato il principe del regno 

magico in una rang verde brilante ed @ scappata con la sua Deneamata... Talvolta la vila, anche nei regno magko, 
non € affatio ghusta! Ma Tesistenza lungo ie sponde del flume semora essere tutt altro che eccitante per # nostro - un tempo 
- FaMpORO Gi sangeet blu, ora diventato una creatura verdastra e Ga aspetto aiquanto tsradevole... Ma grazie alla sus buona 
stella, uno strano ¢ potente elisir (che, neifera modema extume # nome di Lucozade) galleggia lungo # fume, traspertsio 
Gals corrente, e colpisce la sus attenzione... Incuriosiio, # nostro futuro erce si tulfa ta ke acque €, dopo alcume pikcoke 
esplowon, Giventa la leggenda che verra presto conoscivia Col nome Gi. SUPERFROG, ovvero, SUPER RANA! Con un 
Coreego sera Rent) e una forte determinatione, a ditge verso ls foresta magica, perando solamente ad ut'unica cose: 
fiprencers: ls sua beneamata, Vincere lincantesimo meledetto ¢ Gare eils malvaga strege cid che si merita! 


Malédiction! Cette fois la vieBe sorcitre a réussi.. ee a transformé ke prince du royaume magique en grenoullie vert 

pomme et s'est envolee.. Yraiment, la vie n'est pas juste quelquefois, mame au royaume magique! Mais il dtait écrit 

la haut que notre ami, qui fut prince et qui est maintenant vert et plein de pustules, n’alait pas désespérer longtemps... Le 

set 6 Voulu qu’un iad puissant et etrange (que nous conneissons mieux sujourd hui sous le nom Ge Lacozade} salt porte 

par ie courant et sttire lettention de note ami... Intrigué, notre imminent héros en avale une grande gorgee et aprés 

, quelques petites explosions Gevient en étre Ge légende... SUPERGRENOUMLLE! Avec un courage sans limites et fort de 

’ nouveaux sommets Ge Ottermination, il s‘tlance en direction de la ford magique avec un seul Objectif 4 fesprit rewouver sa 
bonne amt, vaincre la maltdiction et donner 4 cette mawvaite vielle sorciére ly legon quelle mérite! 


COAA\IF la 


_ Marwood Howse, Garden Street, Wakefield, West Yorkshire WFI IDX. 
: Tel: 0924 201846 Fax: 0924 201849. 


HLO : Supertrog — 


£24.99 - Team17 - IN-HOUSE - 1993 - 1 PLAYER - 3 DISKS (1MB) [ 


Team17, turned their hand to almost every genre, when developing for 
the Amiga. So when they decided to do the cutesy platformer, there 
was a lot of excitement. They didn’t disappoint either, with a fast, 
polished and fun plaformer, chock full of secrets and neat little touches, 


to have even the most ardent critic’s heart melt. 


The story about a prince, with his busty bride kidnapped, by an evil 
witch, jealous of their happiness and the poor old prince turned into a 
hapless frog. Looking to end it all at the river of despair (I’m glad 
you didn’t say, attempt to ‘Kermit’ suicide - Ed), our green hero spies 
a bottle of Lucozade, which when he drinks it, he becomes Superfrog!!! 
(Incidentally he originally drank Newcastle Brown Ale, but the deal to 
include fell through). All this intro is beautifully animated, by Eric 
Schwartz, a famous Amiga comedy animator with characters like Amy 
The Squirrel etc) and he brings his talents here. 


In summary, the graphics are bright and bold, if a little tiled and basic, 
the music is bouncy and catchy Brimble classics and the gameplay is 
polished, entertaining fun, making it one of the best Amiga platformers 
around. So come on hop-to-it and give this game a go. DRISK 


Our intrepid, but now slimy, regal chum, wallows in 
the river of despair. It is then he spies some 
Lucozade, which when he drinks turns him into 
Superfrog. Finally he can save his princess bride > 


- OC# 
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RGDS AMIGA TOP 50 GAMES 


WHAT WE THINK? 


PXs¢ 


DRISKY SAYS: 


I am a huge fan of Team17 games. As an Amiga lover, it was always 
frustrating for games to be held back by developers making it for the 
Atari-ST as well. So when Team17 made a point to use only the Amiga 
and so show what the system could do, made me very happy indeed. 


Superfrog is one of their best, taking on the cutesy platformer genre, 
with stupidly fast sprites and sprawling levels. It just feels so polished 
and so holds a special place in my heart. 


Looking at it today, the game holds up incredibly well, and is just as 
much fun to play today, as it was back then. 


RETRORIC SAYS: 


When you had Sonic The Hedgehog on the Sega Mega Drive, Team17’s 
amphibious effort seems to fall into irrelevance, and in some respects 
it feels kind of awkward. 


I loved the animated intro on one of the other disks (I can't remember 
which one now) but I just couldn't get into Superfrog. Like most 
European imitations of the Japanese giants, Superfrog feels quite hollow. 
I'd even go as far to say that Superfrog has the worst game art of their 
entire catalogue and the quirky music adds to the ugly duckling feel of 
the game. Instead of looking alive and on the ball when running along, 
Superfrog looks like he's been smoking something. I dont have much 
else to say really. I think there's a lot of ideas lifted from other games 
that have been cobbled together in a lacklustre way. Possibly one of 
Team17s worst games, especially since they were so renowned for such 
high-end arcade presentation. 


KINGY SAYS: 


Zool was marketed as the Amigas answer to Sonic - nah, I much prefer 
that to be Superfrog. It's a much better-designed platformer with a 
love-able frog. It's so comical, has excellent thematic levels, and is a 
game that adults and children can enjoy. Who can forget the addictive 
in between-level fruit machine? It makes you want to collect all the 
coins. 


SUPERFROG 


Disk One 


© 1993 Team 17 Software Ltd. 
All Rights Reserved. 


Always Keep Disk Write Protected 
(Amiga Version 1) 


WHAT THEY THOUGHT ‘Superfrog is quite simply 


as 
Team17's greatest release to 
"AMIGA ‘It's been a long time since I have been so enthralled by a computer ' 
make GA. game. For me, Superfrog is an absolute winner. My wife hates it. date. It's full to the brim with i) 
My daughter loves it. These are two very important criteria for . = 
[ ee) assessing a game, and it scores very highly on both counts. By the great graphics, sound, by 
oo way, I did make it to the end and 1 have all the level codes for the ae te a) 
entire game - even the hidden world. My highest score is 2,101,100 playalbility and addiction, = 
but I plan to better that. Right now, in fact!’ 9 
94% - ACAR - Vol 10 No 9- Sept 1993 - Luke Tattersall You'd have to be completely a 
potty or hopping mad to 
‘Everything about Superfrog is just so polished. Every aspect has . ; . . 
KNIGHTMARE been carefully considered and as far as platform game go, they just UQnOre.” = Amiga Computing 
SCENARIO & don't get arty better then this. 
thowsae lite = ( 
The graphics are astoundingly good all the characters one 
wonderfully drawn and you could almost think that you're watching 
a cartoon. 
Sound is very nice, although the tunes can sometimes get a bit 
annoying. A bit of funk or metal would have been nice instead of 
those sugary platform tunes. The sound erects are good, though, 
with a mere smattering of sampled speech. 
It plays like a dream. At first it looks extremely basic, but as you 
progress it becomes more intricate and increasingly more difficult. 
This looked as though it could be aimed at small children and would 
he very easy, but stick it at the harder level and even the most Supefrog, from the first moment is 
experienced gamer is going to have his or her work cutout. fast, polished, bouncy fun. So hop 
to it and play this classic. Ol 


Superfrog is quite simply Team17's greatest release to date. It's full 
to the brim with great graphics, sound, playalbility and addiction, 
You'd have to be completely potty or hopping mad to ignore. 1993 
is going to be Team17's year, I can feel it in my bones... 


Team17 have taken a bog standard platformer and enhanced it with 
superior graphic and sound and massive dose of unsurpassed 
playabilily. This will be the platformer that all others will be judged 


against.’ 


93% - Amiga Computing - Issue 61 
- June 1993 - Jonathan Maddock 


In between levels, Superfrog can use 
his well earned coins on the fruit 
machine. 


To aid in his adventure Superfrog has | 
a helpful blob he can fire as a weapon. 


‘Glumph! That's my reaction to Superfrog. I'm completely and 
utterly gobsmacked! With Team17's impeccable track record I was 
expecting Superfrog to be well above par, but it's far more than 
that, it's breathtakingly good. 


Everything about the game, from the graphics and sound through 


the control to the gameplay, has been honed and tweaked to gleaming 


Before he became a frog, our perfection. As you'd expect from Team17 the game is technically 
amphibious hero was a handsome stunning, me: with the amphibian hero showing an incredible turn 
prince. of speed. 


The trouble with most games that brag on about beating Sonic in 
SUPERF ROC 


PROGRESS 


the speed stakes, is that you can bet your bottom dollar that, apart 
from being able to roar like the wind around the screen, there will 
be precious little else to do. Not so with Superfrog. The emphasis 
is on classic platform action and the player's need for speed is only 
indulged occasionally (thanks to some inspired level design), so 
that when you do get a chance to whizz around the screen it's as 
much of a thrill the thousandth time you do it as the first. 


t 


To be honest, the last thing I needed to review right now was another 


In between levels, you can see platform game but - hallelujah! - Superfrog has renewed my faith 
your progress. Lets hope in that much-flogged genre. Without doubt, Team17's finest hour 
Superfrog doesn’t croak it. yet.’ 


- The One Amiga - Issue 55 - April 1993 - David Upchurch 


‘Everything can you say about Team17? Everything they touch these 
days seems to turn to gold and Superfrog is no exception. This is 
without a doubt the best all-out platform game on the Amiga to date, 
not counting Flashback as it is not really the same kind of game. If 
I had to make a choice between the two then I would go for Flashback 
but believe me, I would rather not make the choice, because there is 
very little in it.’ 


ALALALALALALALA AAAS SSS 89% - Amiga Action - Issue 45 - June 1993 - Steve McNally 
Superfrog has super Sonic speeds, 
to worry hedgehogs everywhere. 


The witches’ castle if full of 
ghosts and critters. 


RGDS AMIGA TOP 50 GAMES 


Fun Land is fraught with 
dangers. 


‘Since the console boom there's been (perhaps predictably) a fair 

few attempts to out-sonic Sonic (Zoo!, Tearaway Thomas, etc). 
The newest kid on the block is Superfrog. Having started out as 
a handsome prince, our hero's life was looking pretty rosy. When 
he was betrothed to a beautiful princess it appeared the stuff of 
fairy tales, but, of course, the story took a bitter twist. 


The obligatory wicked witch of the locality took an exceedingly 
dim view of all this barf-inducing luvvy-duvviness and reaped a 
terrible revenge. Happening upon the courting royals one lazy 
afternoon, she seized her opportunity. Swooping down aboard 
her magic broomstick, she snatched the delicate princess, and 
with a resounding SHAZZZAM from her wand, did turn the hapless 
monarch-to-be into (you guessed it!) a slimy old frog. 


Somewhat unhappy with his new existence on the river bank, life 
became an endless depression for the croaksome one until, one 
day, a strange bottle floated by. Inscribed on its label was one 
mystical word, Lucozade! Drinking deeply of the orange liquid, 
our amphibious ally underwent a strange change... Superfrog 


was born! 


After the amusing (though less than awesome) cartoon intro you're 
plunged into another super-speedy platform land, brimming with 
colour, fruit, and cutesy baddies. The idea being to collect all 
the coins found dotted around the level, thereby opening the level 
exit. Most nestles can be killed by jumping on them but things 
are made easier by locating destructo-spud, a curious green 
creature who, when thrown, kills enemies on contact. 


Also available are wings, enabling froggy to fly a short distance, 
and plenty of Lucozade to top up that all-important energy bar. 
With six worlds, each comprised of four sizeable levels, Superfrog 
offers very respectable VFM, though there are no historical 
gaming breakthroughs. 


A fruit-machine sub-game after every level breaks up the 
proceedings agreeably. also giving you the chance of boosting 
your score and winning bonuses. The option of an easy mode 
allows you to become familiar with level layouts, but real fun is 
derived from the normal game in which Superfrog dashes and 
skids around like there's no tomorrow. Another welcome addition 
to the formula is the inclusion of level codes to avert the boredom 
of playing through stages over and over. With a little mapping 
thrown in for good measure, this is one anybody can enjoy. Jolly 
frolics, if a tad(pole) derivative.’ 

88% - Amiga Force - Issue 6 - June 1993 - Miles Guttery 


‘Everything can you say about Team17? Everything they touch 
these days seems to turn to gold and Superfrog is no exception. 
This is without a doubt the best all-out platform game on the Amiga 
to date, not counting Flashback as it is not really the same kind 
of game. If I had to make a choice between the two then I would 
go for Flashback but believe me, I would rather not make the 
choice, because there is very little in it.’ 


85% - Amiga Format - Issue 47 - June 1993 - Neil West 


The grumpy witch, annoyed with 
the prince and princess’s happiness 
schemes a dastardly plan. 


DOUAUAdCNS ~- OC# 


Egyptian World is in the pyramids, 
time to ‘Kermit’ and make your 
way to rescue your bride. 


In the Ice World you are up 
against killer snowman. At least 
there is Lucozade to replenish your 
energy (shouldn’t that be Croak-a- 
Cola? - Ed). 
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The evil witch takes our hero’s 
princess and turns him into a 


frog. 
Tr Ui) DDODE 


The game even has a shooting 
level, playing homage to 
Team17’s other classic Project-X. 
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You’ve now tracked down the witch. 


Now you saved your beautiful busty bride, our ‘hoppy’ frog gets ...But it looks like the witch got 
ready for a snog to turn himself back to a prince... the last laugh after all... The End. 


‘This line's starting to get worn out. but Superfrog's (yet) another 
fast and slick platformer for the Amiga. By now. platform fans must 
be in the4r horizontally-scrolling heaven. as the software companies 
are well up to speed churning out the sort of stuff we end up calling 
‘cute platformesque romps . I just found this one. for all its speed. 
lacking in character and charm, You like platformers? Go for 
Arabian Nights instead - it its more fun, deeper. and far, far more 
lovable.’ 

78% - Amiga Power - Issue 26 - June 1993 - Mark Winstanley 


‘this has all the features and doobries you'd expect of a good 
platformer, but it's the attention to detail that raise this above the 
majority of CD32 software. The graphics throughout are wonderful; 
the way Superfrog himself interacts with the backgrounds is highly 
impressive. The icy ground in the Fun Park has you slipping and 
sliding all over the place, making accurate jumps difficult and slow 
descents down hills impossible. 


Similarly, the oozing slime in the Castle suddenly makes the game 
a bizarre, slap dash comedy with Superfrog tumbling into baddies 
and over ledges. It's terribly frustrating but terrifically enjoyable. 


The password system is a godsend, and it's a huge relief when a 
level has been completed and you know you don't have to go back. 
However, it's all so much fun that you'll often find yourself returning 
to earlier levels for just one more high score attempt. 


Scoring is highly addictive, and it's a testament to the games 
playability, as few platformers inspire obsessional high score 
junkies. There's also heaps of bonus rooms, hidden ledges and 
peculiar power-ups to discover, but none of the levels are so large 
or unwieldy to warrant mapping, and this adds to the arcade feel. 
This is certainly more of an action-platformer (cum blaster) than 
an arcade adventure, so avid cartographers beware. 


This is too much fun to bother drawing. Superfrog is a great game 
then (there's even a Project-X bonus game tucked before the last 
level), which is bound to create a whole new legion of frog fans. 
It isn't that large an adventure, the lack of enhancements is 
regrettable and the slightly dated, English look to this game may 
put off potential buyers, but at the price it's great value for money, 
with a lot of fun to be had. Well worth investigating.’ 


- CD32 VERSION - £14.99 
78% - Amiga Power - Issue 26- June 1993 - Mark Winstanley 
[Other Reviews: D: 88%, S: 80.2%, J: 75%, CD32: 


AA: 86%, O: 85%, AUI: 84%, ACP: 83%, CU: 81%, 
AF: 80, AC: 76%, J: 73%, AP: 68%, AG: 61%] 


WHO MADE IT 


In episode 313, 
RGDS was lucky 
enough to interview 
Martyn & history 
of Team17. 


Martyn Brown - Project Lead 
Founded Team17, when he took 
talented people from around the 
Amiga Demo scene, to make games 
for only the Amiga. He has project 
lead and aiding in design for a 
whole host of classic game, 
including: 


Full Contact, Alien Breed games, 
Assassin, Overdrive, Superfrog, 
Qwak, F17 Challenge, Body Blows 
series, Project-X, Arcade Pool, 
Super Stardust, Kingpin: Arcade 
Sports Bowling, ATR, Worms 
Series and Speris Legacy. After the 
Amiga he produced X2: No Relief 
(Project-X II) on PS1. 


Rico Holmes - Graphics 

From Sweden, although has lived in 
England in most of his adult life, 
Rico fist fell in love with doing 
digital art on the Spectrum, but his 
first credited games was Time 
Soldiers on both the Amiga and 
C64. He then also worked on 
Miami Chase on the Amiga with 
Team 7. With Team17 he worked 
on: Full Contact, Alien Breed, 
Project-X, Alien Breed: Special 
Edition 92, Alien Breed II: The 
Horror Continues, Superfrog, 
Alien Breed: Tower Assault, 
Worms games X2: No Relief. 
After Team-17 he worked on the 
graphics of the PS3 game Sorcery. 
He now is a freelance artist, 
producing gorgeous art that can be 
found on his website https:// 
www.ricoholmes.com/index.html 


Eric Schwartz - Intro 

Famous on the Amiga for his 
fantastic animations mixing in in 
humour, with sexy cartoon animals 
such as Amy the Squirrel, Sabrina 
the Skunkette, Tabitha (Sabrina's 
little sister), R.C. Raccoon, Sheila 
Vixen, Tammy Vixen, Clarisse Cat, 
Carli Chinchilla and Darke Katt. 
For Superfrog, he originally had 
him drinking a Newcastle Brown 
Ale, before Team17 got the 
Lucozade drink endorsement. 


Andreas Tadic - Programming 
From Sweden, he was part of Team 
7 a group of people in the Amiga 
demo scene. They worked with 
17-Bit Public Domain houses and UK 
born Martyn Brown to look to make 
games, designed for the Amiga. That 
company was called 


Team17, which still exists today. 


Miami Chase as Team 7 and then as 
Team17 he did Full Contact, Alien 
Breed, Project-X, Alien Breed: 
Special Edition 92, Alien Breed II: 
The Horror Continues, Superfrog, 
Alien Breed: Tower Assault, X2: 
No Relief. After Team-17 he joined 
Avalanche Studios as an engine 
architect working on the games The 
Hunter, Just Cause 2, Renegade 
Ops and Mad Max game. 


Allister Brimble - Music 


UK veteran of the industry and better 
known for his work with Codemasters 
and Team17. His first credited work was 
on the Amiga with Nitro Boost 
Challenge, followed with Amiga music 
for titles such as Rockstar Ate My Hamster, Treasure Island 
Dizzy, Fast Food Dizzy, Time Soldiers, Hunt for the Red 
October (which he also did the C64 version), Miami Chase, 
Italia 90, Sky High Stuntman, Fantasy World Dizzy, Big Nose 
Caveman, Dizzy: Down The Rapids, By Fair means Or Foul, 
Slightly Magic, Full Contact, Alien Breed games, CJ in The 
USA, Kwik Snax, Super Seymour Saves The Planet, Project-X, 
Troddlers, Assassin, Dojo Dan, Captain Dynamo, Agony 
(Loading Theme), 1‘ Division Manager, Lost Vikings. Seymour 
Goes To Hollywood, Goal!, Superfrog, Comic Spacehead, 
Overdrive, Terminator 2: Judgement Day, Mortal Kombat, 
Liverpool: The Computer Game, Qwak, Body Blow Games, 
Dragon: The Bruce Lee Story (on Mega Drive), Spider-Man / 
Venom: Maximum Carnage (Mega Drive & SNES), Bubble & 
Squeak, Arcade Pool, Kingpin: Arcade Sports Bowling and 
ATR. 


After the Amiga he did the music to the DOS racer Screamer, 
Glover, The Flintstones: Burgertime in Bedrock (GBC), Driver 
1 and 2, 007: Racing. Then after a load of fantastic Gameboy 
Advance and Color music he did the music for games like Sonic 
& SEGA All-Stars Racing, Fluidity, Tower 57 and Overload. 


- OC# 


DOUAUAdCNS 


wR) 


yeu"p}] Huneyseuside mmm 


MON 83080 


987 L<ZL 00S0» 


Curses! The evil old witch has done it this time... she’s 
gone and turned the Prince of the Magic Kingdom into 
>a a bright green frog and made off with his loved 
- one... Sometimes life, even in the Magic Kindom, 
> is just not fair! But life by the riverside was not 
‘to be all doom and gloom for our once regal, yet 
_ now green and warty chum... As luck would have it, a 
\ strange and powerful elixir (which goes by the name of 
. Lucozade™ in modern times) floats down the stream 
_ and catches his attention... Intrigued, our soon-to-be- 
hero takes a huge swig, after a few minor explosions 
he becomes the legend that soon will be... 


SUPERFROG! 


| With boundless courage and new heights of 

| determination, he sets off toward the Magic Forest 
| with three objectives in mind. One, to get back his 
_ girl, two, vanquish the curse and three, give that 

/ nasty old witch just what she deserves! 


/ Superfast and smooth 360 degree scrolling. 
¥y Superb cartoon style ‘cute’ graphics. 
=, my Amazing in-game music (eight musical scores). 


~ Bonus sub-game featuring a realistic fruit machine. 
= Skill levels to cater for younger (or older) players! 
= Massive worlds, huge levels. Zz 
ja Amiga CD / CD32 
Only £14.99 


Packed with secret rooms. 
Cartoon intro by Eric Schwartz. 


GAGA 


AceO WiaTuncs... 


PROJECT F 


ONE OF THE MOST TECHNICALLY ADVANCED 3D GAMES FOR THE AMIGA! 
After the nightmare escape from Orisis III, Commander Reynolds had 

» fallen into a coma. Waking in a secure medical unit of an Earth force 
_ Battle Cruiser, he finds himself once again cast into the grasp of 
& the breed, but this time on their turf. 


» Your objective: Infiltrate and blast your way through Alien 
& filled levels to discover their clipes and destroy them all. 


Nps Wy (SINT i V/ 
NEWIENHANGCEDIGOMERSION! 
Extra Levels - Lif as Editor - ‘Hints & Tips - EI Enhanced* 


| High Res 1x1 pixel (030 and above / Fast RAM required). 
| Normal Res 2x2 pixels (Any AGA Amiga with CD). 

16 levels over 3 different environments. 
Includes comprehensive level editor. 

F Moving light sources (Gouraud shading). 

y Highly advanced CPU enemy intelligence. 

' In-game hologram auto-map, Rotates 360° 

10 powerful weapons to collect. 

F 8 Channel Surround-style sound. 

3D rendered aliens and guard robots. 


- — Amiga CD 
‘Suitable for any AGA Amiga with CD-ROM Drive & 


Recommended: 030 or higher with extra ram. GFX Card — _ Only £1 9 99 
. . 


TURBO 


CHALLENGE = 


fam \ Lotus Esprit Turbo Challenge was widely 
GB. 


acclaimed os the bes! driving game of 1990 — = 
The bes! just got beter with the release of Lotus —) - 


Turbo Challenge 2 F SS 
* Synchronised ploy foy up fo four drivers wilh —_ “ a — 
computer link : 


* One ployer full screen imagery 
* Haw rorsing new hazards - rain, lightning. fog, snow 4 ae) 
commuter traffic, tunnels. bridges and level @) T ; 
crossings - c 


« A chance to race ocross the USA 

» A choice of the sleek new Turbo Espn or he new 
stylish Elan soffop 

* 8 death delying stoges wilh over 60 Check Points 


f Lotus Esprit Turbo Challenge o été acclamé comme le Screenshoté bom various canes 
( F  ) meitieur jeu de pilotage de Fannée 1991. Lotus Turbo Challenge 2, qui vient de 
sortir, est encore meilleur 
* Un jeu synchronisé pour quatre joveurs ov maximum, ovec saison par ordinoleur 
* Des images plein écron pour un seul joveur 
+ De nouveaux risques effrayants. pluie, éciairs, brume, neige, bouchons aux heures 
de 
pointe,tunnels, pons of passages a niveau 
+ Une occasion de prendre port a des courses oux USA 
* Le choix entre la Turbo Esprit oérodynamique et io nouvedle ef éiégante 
Flan cabriolet 
* Hult éfapes a vous couper le souffle ef plus de solxante Contrdies 


ig*= 6 66 

ge Lotus Espeif Turbo Challenge, wurde weil und breil als das beste Renneriebnis -— . a 

\ D ) vor 1990 gepriesen Nun at das Beste mit der Verdtfentiichung von a > 

Turbo Challenge 2° nun sogar noch besser! 

+ Ein synchronisiertes Spiel iy bis zu vier Fahren mif Computer-Link 

* Mi Ganzbildschirm-Action im |-Spieler-Modus 

* Hoorsfroubende neve Hindernisse - Regen. Blitz, Nebel, Schnee, Pendelverkehr 
Tunnet, Brucken und Bahndbergdnge 

+ Eine Chance durch die USA zu Mizen 

* Auswohi zwischen dem schnittigen Turbo Esprit und dem neuen, eleganten 
Elan Soffop 

+ 8 nervenzerreiBende levels mil Uber 60 Check -Points 


ae Lotus Esprit Turbo Challenge @ siato acclamato dovunque come i migtior 
{ 9 ) gioco ci quicia de! 1990. Adesso, é diventato ancora Mmagiiore con luscdo di 
Lotus Turbo Challenge 2 

+ Esecuzione sincronizzato per un massimo oi quattro parfecipanti con 
collegamento computer 

* Immogin a tulfo schermo per gioco da soli 

* Nuovi pencoW da for fizzore i capelll - pioggia, tulmini, nebbic, neve, fraffico 
pendolore. gailerie, ponti e passaggi o livello. 

* Loccasione di una corsa attraverso gli USA 

* Una scelic tra fa svetta Esprit Turbo e l'elegante nuova Elian decoppotianie 

* 6 fappe rompicollo con pil) ai 60 Punti of Controiio 


\ ™ 


Pockaging Gdetgned and produced by The Camet Acvediting and Marketing Group Sreffiekt 


Approved and licensed product of Group Lotus pic 


¥ COMPOES INSTELICTIONS FRANCAISES 
MFT OEUTSCHER ANLEITUNG INSTRUZIONI 
TTAMANE COMPRESSE 


| Software Lid.. Carver 
House, 2-4 Carver 
Street, Sheffield $1 4FS 
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#19 : Lotus Turbo 
Challenge 2 


£25.99 - GREMLIN - MAGNETIC FIELDS - 1991 


The sequel to Lotus Esprit Turbo Challenge, is considered the best 
in the series, and on the Amiga. There is a lot to love with the 
game, it runs full screen in single player mode, and it runs blisteringly 
fast, with lots of variety to both the the track locations and wonderful 
weather effects, all perfectly executed. And lets not forget Barry 
Leitch’s title track tune, which I for one think it is of the best on the 
Amiga. Hell you can even hook up two Amigas this time and play 


a 4 player race. 


This time the game is timed check points (like Out Run) as opposed 
to racing position. This is a mixed bag, with it adding extra tension 
in single player, but not really conducive to multiplayer. Also the 
game, is sorely missing any in game music (unlike its unfairly, much 
maligned, but to me, fantastic third game.). Still I am glad the game 
made the list. As a series it really is one of the best racing games 
on the platform, achieving ridiculous speeds, thrills and spills, like 
no other racer on the Amiga. 


It certainly does make you lament, what if Magnetic Fields 
had been allowed to port arcade racers of the day, like SEGA 
Out Run and its sequels. As clearly these guys proved what 
the Amiga was capable of, when in the right hands. DRISK 


TUR 


- 4 PLAYER (S) [With Link-up] - 1 DISK [M | V ] 
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The menu depicts all the options in the game 
you need, and then just press game to play. 
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&) WHAT WE THINK? 


DRISKY SAYS: 


=a 
I adore this Amiga racing series, although I personally prefer the first LOTUS TURBO 


and the third in the series. Unpopular opinion, but hear me out... In the CHALLENGE 2” 
CBM 
AMIGA 


first one you were racing for pole position, as opposed to time. This I 
felt worked much better than the Out Run style of racing against the 
clock, and getting to the next checkpoint. This doesn’t really work for 
multi-player like the Pole Position, argy-bargy of the first game. But 
then the second has all the cool weather effects... Arrggh! I love them 
all in the series. 


In many ways the third in the series, I think deserves a second chance 
with people. It has the best soundtrack, with cool in-game music, the 
choice to race either against the timer, or a race of pole position. If 
all that wasn’t enough, it has an additional never released concept car 
to drive, oh and a friggin’ track builder!!! So you have an almost infinite 
number of tracks to race on. 


RETRORIC SAYS: 

I really wish I had put more time into the Lotus games back in the day. 
It was a great alternative to the disappointing Outrun port. But I think 
back then, the reason I never played the Lotus games was because they 


just weren't Outrun. I think it had such a mountain to overcome when 
trying to capture fans of Sega's arcade behemoth. When you first stepped 
up to that Outrun machine in whatever form, the initial impression was 
one of exhilaration, with its sunshine and sand, palm trees, blue skies, 
1 00 iconic car and its joyride of a soundtrack. 


Lotus tries to sell you the car as a similar exotic beast like the Ferrari, 
but it's just not enough. It's almost drab racing circuits and dirgey 
soundtrack just doesn't touch the magical experience of Outrun. 


My problem is that this game isn't Outrun, and it's not really trying to 
be a replacement. That's where you need to switch your brain off and 
forget of Outrun's existence. This is what allowed me to discover just 
how good this game is as a racing game and they only got better in 
sequential Releases. It's no wonder that a lot of people love Lotus, I just 
couldn't let go of Outrun back in the day. 


KINGY SAYS: 


Lotus Turbo Challenge 2 holds a very special place in my heart. The arcade 
racer created a vacancy in my home gaming life; I had yet to experience 
the enjoyment of the genre since Chase HQ on the ZX Spectrum did its 
best to convert the thrills of its coin-op counterpart. I didn't own a console 


at this point, so the only way to get this fix was via my Amiga. And, boy, 
did this game deliver the excitement of the Sega Blue Sky racer! What was 
better was that, unlike its predecessor, this game ran full screen in single- 
player mode. The future had arrived. I agree with Drisky with regards to 
the third instalment of the series, but obviously, this came first and will 
always be fondly reminisced by myself. 
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WHAT THEY THOUGHT 


‘You will find yourself driving over various terrain types. Fog will 
reduce your vision to almost nothing. Snow swirls in front of you 
and drifts across the road while ice sends you sliding off the track. 


Rain pours down while lightning illuminates the sky. When you 
reach the desert sand dunes at the side of the road. they will slow 
your progress and when you reach the swamp you will be literally 
sunk if you stray from the straight and narrow. 


The game not only features the Lotus Esprit but also the Lotus Elan. 
The two cars have different characteristics and handle differently. 
For example, the Esprit is faster in a straight line but the Elan 
handles the corners better. As the two cars are so different they 
can't be raced against each other but you swap between them for 
different stages. 


The simultaneous two player action of the original Lotus was its 
main feature. Lotus 2 goes not one but two better. If you have a 
friend who owns either an Amiga or an ST (poor soul) you can link 
your machines together and have four players racing at the same 
time. Alternatively you can have one full screen on each machine, 
two split screens on one machine or just a single full screen.’ 


95% - Amiga Action - Issue 25- Oct 1991 


‘The split-screen has been retained for two-player races, but the 
one-player mode now has a three-quarter display rather than having 
one-half of the screen redundant as in the original game. There's 
also the chance. It's also possible to link two. Amiga’s and have a 
4 player race, although I’m not sure how many people will bother 
to cart their Amiga round to a mate's house to have a game. 


Each player has a different coloured car, which helps make the 
action a lot clearer as does the variety of colours used for the drone 
cars. Although the game uses the same control system before, the 


gameplay has been enhanced to make it even playable. Instead of 


smashing through numerous off-road signposts and shrubbery and 
being left left stuck at the side of the track, once you've hit something 
you're immediately bounced back onto the road. 


Because the car doesn't slow significantly, the qualifying times for 
each section have been kept tight to make the race even more 
exciting. Each,stage has its own set of graphics to differentiate 
between the various climatic conditions and look absolutely 
brilliant. The fog level, Which is one of the stages included on the 
this months cover-disk, is especially stunning and coupled with the 
in-game sound effects, adds considerable atmosphere to the 
proceedings. Other examples include the tumbleweed on the Marsh 
stage and thunder and lightening on the storm section. There's also 
a number of smart in-game animations such as the water splash as 
each car ploughs through and sparks flying off walls of the 
underground tunnels when a car smashes into the side walls. 


In all there are over sixty check-points and more than an hour's 
worth of driving in Lotus 2. With a difficulty level set just right, so 
that each stage is progressively harder than the last, it'll certainly 
take you much longer than that to complete. Once you've played. 
Lotus 2, you'll never want to play another race game again.’ 


93% - CU Amiga - Oct 1991 


‘Once you've played. 
Lotus 2, you'll never want 


to play another race game 


again.’ - CU Amiga 


@ ESPRIT TURBO Se TAs 
o 


Lotus 2 has both the Turbo Esprit 
and the slower, but with better handling 
with the Lotus Elan SE. 


02740120 


et 


In the sequel, the game is with 
time checkpoints, as opposed to 
winning the race. 


12467500 


Jo 


The night time city landscape looks 
all twinkly and great. I love how 
the horizon’s visibility can only be 
seen when not going up-hill. 
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124) MPH 


TH 


The game has impressive weather 
effects, such as this chilling 
morning fog. 


148 MPH) 


ou 


Or wintry snow, flurrying down 
as you drive. 


101) MPH: 


GH 


...Scorchio! Hot, the game takes you 
to some exotic locales. In full screen 
unlike the first game. 


And it's 2-4-6-8, ain't never too 
late... It’s the motorway stage. 


Boggy marshes and golden trees, the 
game does well in capturing Autumn. 


‘T have to say I preferred the original because there was more to 
it - the pit-stops and the levels of difficulty - and I personally 
preferred the challenge of racing 18 or 19 opponents rather than 
the clock. But racing against the clock means continual pressure, 
and therefore continual entertainment,and it is only my preference. 


There are very strong merits for the checkpoint approach, one being 
that you never get to first place and never stand the chance of 
getting bored. Taking a whole different approach was brave, but it 
means that this is a worthy purchase whether you have the original 
or not. So, a highly addictive stand alone product, and not a rehash 
cash-in sequel. Well worth the money.’ 


91% - Amiga Computing - Issue 43 
- Dec 1991 - Jonathan Maddock 


‘NO COMMERCIALLY-MINDED software publisher could resist 
the opportunity to produce a sequel to its most popular game, so 
it comes as no surprise to see Gremlin continuing to exploit its 
Lotus licence after the success of Lotus Esprit Turbo Challenge. 


But this is no run of the mill sequel. Something you certainly don't 
get in Lotus Turbo Challenge 2 is a half-hearted rehash of the 
original with different course layouts and maybe some souped-up 
graphics. What we have here is a completely new approach to the 
licence, which borrows from its older brother, little more than its 
playability. 


If you are wondering why 'Esprit' has been dropped from the title 
of this sequel then rest assured that it is not because the Esprit 
does not feature in the game, but because it has now been joined 
by the Elan. You can choose which car you prefer to drive for each 
section of the game. Unlike the original, in which you did a single 
circuit and had to finish in the top 10 places to qualify for the next 
round, Lotus 2 puts you on the open road which is divided up into 
a number of stages in the tradition of OutRun. 


To continue playing you simply have to reach the next checkpoint 
before your time runs out. This can often result in some ‘skin of 
your teeth' finishes in which your time runs out just before the 
checkpoint and your car just about manages to coast over. Which 
only adds to the tension and excitement of the race. 


Also dropped are the pit-stops, but this is more than made up for 
by the ability to drive in varying conditions from night driving to 
fog, and even electrical storms. Interest is added by the full-screen 
view for single player races, the ability to link machines together, 
and one to four player options.’ 


91% - The One for Amiga Games - Issue 37 
- Oct 1991 - Laurence Scotford 


‘A lot of people would probably argue that Lotus Turbo 
Challenge 2 is a bit too similar to the original, to be rated very 
highly. It's true that the style of the game is very similar, but the 
sequel has quite a few refinements which allow it to stand up in 
its own right. 


As well as having a completely new series of courses. the graphics 
have undergone quite a few changes, For example, the original 
Lotus could only he played on a split-screen display. whereas 
playing in single-player mode on the sequel displays a full screen. 
complete with some pretty impressive horizon and sky effects. 


The addition of such items as a password system to access the 
higher levels and the fact that you can data-link two machines 
for a four-way competition also makes the game one of the most 
feature packed car racing games available. 


The action is pretty rapid, especially when you are hammering 
around a series of downhill bends, and the feeling of tension as 
the clock counts to zero as you approach the nest checkpoint is 
so immense. The only real criticism of the game is that it's pretty 
much a straight racing game. Sure there are lots of bells and 
whistles, but when you get down to the bare bones of the 
gameplay, it’s just a foot to the floor Pole Position variant, albeit 
a very enjoyable one.’ 

89% - Amiga Format - Issue 29 - Dec 1991 - Maff Evans 


‘The other really unusual thing about the game is the style and 
range of the weather conditions presented - and how they really 
affect the way your car handles and you play the game 
Throughout though. the cars handle a treat (just different enough 
from one another to be noticeable) the sweeping descents into 
valleys and bind hill tops (as in the first game) are as exciting 
as ever, and. of course, the programmers have made no mistakes 
with the parallax scrolling. 


As a One player game its simply excellent That said though, the 
best, best thing about it is the ability to play against your pals 
As we've often said before, computer games are always best 
when you're trying to whip your buddies, and I reckon this applies 
especially to driving games 


The horizontally split screen option (carried over from the first 
Lotus game), puts you head-to-head against a pal using the same 
computer without any noticeable loss of speed - I would say that 
this is the best way to play the game, except a) Stuart beat me 
every time we played, so there MUST be something wrong and 
b) if you link two computers with a lead you can either play a 
friend with a full screen each or split both screens for four (four!) 
simultaneous players It s quite something, 


So is worth buying? Well. yes, of course - it's may not be perfect, 
but it’s probably the most atmospheric game of its kind. and 


most certainly the most fun Definitely recommended. ’ 


87% - Amiga Power- Issue 7 - Nov 1991 - Colin Campbell 


41464550 


le 


Ah good ‘ole Blighty weather. 
None of this soggy rain in the 
racer Out Run. 


Like the first game you can race 
split screen. But having 
checkpoints is less fun than the 
first game. 


Barry Leitch’s title track is 
Phenomenal, but there is no in 
game music sadly. 


133 -MPH- 06427980 


Congratulations...you have finished 
the stage. Now onto the next. 


160 -MPH- 


= bien 16 


16573240 


Tunnels are well depicted in the 
game as well. 
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The game does a really good job 
of giving the weather with 
chilling effect. 


The game is full of neat touches, 


like the 


dust tumble weeds on the 


desert track. 


The Motorway stage has on-coming 
traffic and lots of tunnels. 


The marsh stage, has fallen logs 


to jump 
through. 


and boggy water to drive 


37148120 


E he 


Why couldn’t the Amiga port of 
Out Run be as good as this 


game? 
capable. 


This shows the Amiga was 


CHEATS 


When the game requests a password type 
“TURPENTINE” to freeze the clock, or type 
“DEESIDE” to always qualify. 


Enter your password as "DUX" and you get to 
play a cool hidden game, based on SEGA's 


arcade classic Carnival. 
of it in action. 


T love driving games and I thought this one was going to be a 
cracker. But it isn't. Oh dear. Let's take the 'storm' level as an 
example. It's raining. There are flashes of lightning. There's thunder 
rumbling away. It's all dead gloomy and atmospheric. It even feels 
chilly. A promising start, so foot down and accelerate to full speed, 
avoiding the roadside obstacles and computer controlled cars 
(hitting them slows you down). Get to the gate. Left, right, left, 
right. Screech, screech, screech. Phew, made it. Extra time. Then 
again. Then again. Then not. 


So why don't you feel 'involved'? Maybe it's the unrealistic handling 
of the car. Maybe it's because there don't seem to be any ‘surprises’. 
Maybe it's because Lotus II is just like Outrun. Aha, that's it, it's 
Outrun in flashy trousers, and I've personally had enough Outrun 
clones to last me a bally lifetime. 


So how about two-player mode? Great! Oh. Not so great, actually. 
Two-player racing games are all about carving one another up, but 
if you go in for that you probably won't get to the gate on time. 
(And if one does and the other doesn't then the two-player fun is 
over anyway - no clever catching up if your half of the screen says 
‘Game Over'). 


Lotus II may have showcase graphics and sound, but they just can't 
make up for the extremely mundane and rather dated gameplay. If 
Gremlin had put all their efforts into something along the lines of 
a simultaneous two-player split-screen version of the excellent 
Toyota Celica GT Rally, I'd probably be singing a totally different 
tune. As it is, I'm not. Ho hum.’ 


80% - Zero - Issue 26 - Dec 1991 - Duncan MacDonald 


‘Lotus 2 makes it considerably more satisfying when played solo, 
since the gladiatorial feel of two player racing, finds itself struggling 
in the new format of long check-point laden stages.’ 


790/1000 - ACE - Issue 50 - Nov 1991 


[Other Reviews: G: 94%, J: 88%, D: 88%, 
ACAR: 84% R: CU: 94%, O: 93%, 
AFC: 92%, AA: 89%, AF: 87%, 
AP: 62%] 


You can see a video 


[a] Dux is a hidden game on 
Lotus 2 and recreates the old 
SEGA arcade classic Carnival 
Or to be more specific. Their 
Mr Chips Vic-20 clone called 
Kwazy Kwaks (1983). 


THE BEST HAS GOT BETTER 
ey TURBO 


CHALLE iGe--- 


Lotus Esprit Turbo Challenge was widely acciqimed os 
best driving game of 1990. The best jus! got or wilh 
realese of Lotus Turbo Challenge 
* Sincronised play for up to four drivers * 
computer | 
* One player full screen imoge 
* Hair raising new hazards - re 
lightning, fog, snow, comuter trot 
tunnels, bridges and level crossiry 
* A chance to race across the Us 
* A choice of the sleek Tu 
Esprit or the new sty 
Elan sof 
*8 death defy 
stages ¥ 


itt D 


Available on:- 
AMIGA/ATARI ST/STE 


Approved and licensed 
product of Group Lotus pic. 


Srceen shots from various forme 


Gremlin Graphics Software Lid., Carver House, 2-4 Carver 
Street, Sheffield $1 4FS. Telephone (0742) 753423 


99% AEE 90 Ot 


Software Design 


WHO MADE IT 


Shaun Southern - Programmer, Andrew Morris - Graphics 
The other part of the Mr Chip 


Software and Magnetic Fields. 


Designer, Some music. 

Founder of Magnetic Fields and before 
that Mr. Chip Software who are behind 
such 8-Bit classics such as KikStart, 
Trailblazer and P.O.D. 


He began with C64 system, with 
him doing the graphics and some 
design on Olympic Skier, 
Kikstart: Off-Road Simulator, 
Lazer Wheel (Spectrum), Cosmic 


Based in Llandudno in Wales, Shaun 
started on the Vic 20 and C64 in 1983, 
with the game 3 Great Games of 
Chance, he then did Kwazy Kwaks 
(which is the hidden game in Lotus 2), 
he then did on the C64 Olympic Skier, 
Duck Shoot, AD Infinitum. 


Causeway: Trailblazer II, 
Kikstart 2, Rollaround 
(Spectrum and CPC), Triple 
Decker 8 and 
Humm-Dinger. 


Then on the C64 and C16 he did such 
classics as Kikstart: Off-Road 

Simulator,Trailblazer, Jetbrix, Tutti 
Frutti, Speed King, P.O.D.: Proof of 


On the Amiga and ST he did 
Wrangler, Super Scramble 
Simulator, Super Cars I and II, 
Lotus Esprit Turbo Challenge, 


Destruction, Kikstart 2, Triple Decker Lotus Turbo Challenge 2, Lotus 

8, Arthur Noid, Humm-Dinger and III: The Ultimate Challenge and 

Super Scramble Simulator. Kid Chaos. 

He continued with hit after hit on the After the Amiga he worked on 

Amiga and Atari ST with Lotus Esprit Rally Championship: 

Turbo Challenge, Rox (hidden game in International Off-Road Racing, 

Lotus Esprit), Super Cars I and II, Supercars International, 

Lotus Turbo Challenge 2, Lotus III: International Rally 

1 06 The Ultimate Challenge, Kid Chaos. Championship and the fantastic 

rally game 

After the Amiga he worked on PC and Mobil 1 Rally Championship. 


did Rally Championship: 
International Off-Road Racing, 
Supercars International, International Barry Leitch - Music & Audio 
Rally Championship and the fantastic Veteran of the industry and so 
rally game Mobil 1 Rally many titles, highlights are 
Championship. Pegasus, Super Cars 2, Lotus 
Turbo Challenge 2, The 

In 2003 with Magnetic Fields closing Humans, Lethal Weapon, Top 


down, he went to Warthog games and 


Gear games and most recently 
worked on Looney Tunes: Back in Horizon Chase Turbo games. 
Action for Gamecube and PS2. He also 

did Animaniacs: The Great Edgar 


Hunt. Peter Ligett -Level Design 

Started quality testing Kikstart 2 and testing Super 
He then went to Team 3 games and Scramble Simulator. For the games Super Cars I & II, 
worked on Nintendo DS games like Lotus Turbo Challenge II & III he was also involved in 
Diary Girl: Organize, Chat, OK! level design. Finally he is credited with quality control on 
Puzzle Stars Play Everyday, Top the game Crystal Dragon and SFX for Kid Chaos. 


Trumps: NBA All Stars and Puzzler 
Mind Gym 3D on Nintendo 3DS. 


On Windows he has done: Top 
Trumps: Doctor Who and Puzzler 


World 2013. CONGRATULATIONS! 
FROM 


ANnoOREVY SHAUN 
MORRIS SOUTHERN 
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Feel the thrill of 
accelerating from 0 to 
60 in 4.7 seconds as 
you race head to head 

hills, through 
valleys and around 
vicious bends gripping 
the wheel of your Lotus 
Esprit Turbo. 


TURBO 


mel Advertising and Marketing Group, Sheffield. 


layer action 

© 32 courses across 3 
different levels 

© 20 competing cars 

* multi-hazard Turbo 
pe i id pi 

* refuelling and pitstop 
deci: Tactics 


CHALLENGE | ce erie 


Packaging designed and produced by Th 


Y COMPASS INSTRUCTIONS 
MIT ORUTSCHER ANLEITUNG 
' s 
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SPECIAL GREMUM GRAPHICS 
SOFTWARE LTD. 
CARVER HOUSE 


Lotus Esprit Turbo Challenge 


£34.95 - GREMLIN - MAGNETIC FIELDS - 1990 
- 2 PLAYERS (S) - 1 DISK [ M| V ] 


The original game in series was a true 
revelation on the Amiga. Up to this point, 
outside of a few brilliant racers like Super 
Hang On and Buggy Boy, there had been a 
dirge of terrible racers (Out Run, Chase HQ 
1-2, Power Drift and Crazy Cars | & 2) that 
made gamers (such as myself) begin to regret 
our expensive 16-Bit upgrade, and would be 
better served dusting off our respective 8-Bit 
computer, and have done. 


So when Gremlin and developer Magnetic 
Fields (formerly of Kikstart fame) released a 
smooth, playable, two player racer, that could 
give the aforementioned arcade originals, a 
run for their money. I and countless other 
racing game lovers whooped with joy. 


Sure it was always half screen in single 
player, but you didn’t care about all that. It 
had good championship racing, smooth and 
fast gameplay, and solid music. Making this 
the ultimate Amiga Racer. In fact much what 
was changed in the sequel, lost the purity of 
what made this so much fun. In fact the only 
critique I can give, is without the weather 
effects of the sequel, the tracks get a little 
samey. 


But for two player action this I think is far 
more enjoyable than its more highly regarded 
(by some) sequel. 


LOTUS esPrnT 

TURBO 

CHALLENGES 
CBM AMIGA 


1990 Gremlin Graphics Softwore 
All rights reserved 


The game moves blisteringly fast 
and makes you wonder why 
arcade racing ports on the 
Amiga like Out Run were so 
terrible. ? 


Tongue 
SUSPENSION 


STEERING: 
BRAKES 


LOTUS ESPRITj 
TURBO SE 


WHEELS /TURES 


POWER! WEAB WEIGHT 


The intro specs shows the lovely 
car you will be driving in the 
game. Oooh! it’s red and shiny. 
All I need to know. 
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‘ Lotus Esprit Turbo 
Challenge is the best 
racing game yet. Ina 
world filled with Out 
Runs and Chase HQ’s 
it takes pole position 


without a doubt.’ - 


Amiga Format 


Meognclic riclc> 


Hearing the stirring orchestral 
chords of Siegfried's Funeral 
March from Act 3 of Wagner's 
opera Gotterdimmerung. 
meaning it’s a Magnetic Fields 
production, still thrills me to 
this day. 


The game shows only half a 
screen in single player, with 
the other car left in the pits. 
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The game gives an awesome 
introduction to the supercar 
you are about to drive. 


WHAT THEY THOUGHT 


‘Lotus Esprit Turbo Challenge's emphasis is on speed and realism, 
with highly detailed vehicles, roadside signs, track hazards, hills 
and bends whizzing past at an in-credible rate, creating a real sense 


of screaming around a track at gut-wrenching speeds. 


The sound is excellent, with four thumping tracks which blast out 
along with the roaring effects, which only serve to enhance the 
atmosphere. Along with all this, Lotus is full to overflowing with 
game options, which give heaps of lasting appeal. Challenging 
gameplay (especially with two players) and astounding audio- 
visuals combine to make Lotus Esprit Challenge a brilliant game, 
and one that demands immediate purchase.’ 


95% - CVG- Issue 108 - Nov 1990 - Robert Swan 


‘This just has to be the fastest racer yeti The cars rocket along at 
exhilarating, arcade-standard speed. It immense fun to weave 
through the pack, dodging past the slowcoaches, cursing the fellow 
driver as his Lotus overtakes you and then laughing as he comes 
to grief and you roar past. This makes it instantly, compulsively 
addictive. 


However there is a negative side: the graphic variety isn't extensive 
and with only fuel to worry about, strategy is rather limited. 
Tunnels, weather conditions, worn tyres or at least different colour 


computer-controlled cars, would have helped it dramatically. 


Lotus works brilliantly as a two-player game; on your own it loses 
quite a lot of its entertainment value. It's technically excellent but 
in the gar stakes doesn't advance the racer idea an awful lot 
(Pitstop II has mare depth). As to differences between the two 
versions, like Phil I found the C64 game toughest, but both are 
technically stunning with all twenty cars appearing on screen on 
the Amiga (twice over, in fact due to the split-screen), and the C64 
managing a respectable five of six cars per screen. Such big, fast- 
moving cars mean the C64 collision detection isn't always 
immaculate, but the sheer spectacle more than compensates. Great 


fun on both machines. 


90% - Zzap! 64- Issue 72 - April 1991 - Stuart Wynne 


Vinnie 


‘Lotus Esprit Turbo Challenge delivers the things most driving 

fans want. Sexy sports cars, great graphics and pure speed 
combine to make it one of the best road games to appear on the 
Amiga for yonks. The screenshots may look ordinary, but the 
speed at which the track and scenery scroll is breakneck and very 
smooth in-deed. Some of the games features are dead groovy - 
particularly the two player split screen perspective. 


Both players can check out their respective race positions, lap 
times and whether they need a pit stop to refuel. The engine 
sounds are excellent too. Listen with glee to that turbo roar as 
you hit the downhill straight! Wince as you skid off a bend and 
smack into a track side tree! There are also manual and automatic 
gear options, and even an in-car Stereo CD Player with a choice 
of several tunes (if you're going to crash, it might as well be to 
a racy bit of music). My only niggle - being the psycho that I am 
- is that there's not enough destruction: when I hit a tree, a pile 
of boulders, or another car at 140mph, I want exploding fireballs 
and bouncing hub caps; an element of fear might have given a 
delicious extra thrill to the action. Having said that, overall Lotus 
Esprit is a very good game and destined to become the new lap 
leader in straight-forward, no-nonsense racing games. Well 
presented, fast, and great fun.’ 


90% - Zero - Issue 13 - Nov 1990 - Ian Hawksley 


‘Lotus Esprit Turbo Challenge is the best racing game yet. In a 
world filled with Out Runs and Chase HQ’; it takes pole position 
without a doubt. The car itself, in real life, is in a class of its 
own and the game captures that hand-crafted quality too. it is a 
complete racing exercise with high-quality sound and pictures: 
but without the ability to adapt the car, or the curse of permanent 
crash damage, Lotus remains simply a two player race game. 
Even so it’s a race game that leaves all corners trailing in its 
tyre smoke.’ 


89% - Amiga Format - Issue 17 - Dec 1990 - Trenton Webb 


‘There are two factors no race game can do without: realistic 
3D and tough track designs. Lotus Esprit Turbo Challenge has 
both. The first thing you notice is how well the hills, bends and 
obstacles twist and turn. There's no on-screen circuit map because 
you don't need one track-side pointers give you all the information 
you need to anticipate problems well in advance. 


The 3D is smooth and fast, and the controls are crisp and 
responsive. But what makes Lotus so much fun to play are the 
imaginative track designs. All those hairpin bends, lethal 
chicanes, oil patches, barriers and rockfalls give the circuits 
extra bite. 


The only thing it could do with is a little extra presentation: the 


front end is polished, with Lotus technical screens and a choice 


of four on—track tunes, but when you compete with the world's 
best it would be nice to have extra atmosphere (such as track 
layouts) and the option to save your records to disk. Even without 
them, it all adds up to a slick, technically impressive package. 
One of the best driving games of the year.’ 


89% - The One - Issue 26 - Nov 1990 - Kati Hamza 


The intro graphics with the 
fantastic music by Shaun 
Southern, really gets you in the 
mood for some arcade racing. 
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The game has pit-stops, to re- 
fuel your car on longer races. 
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The game really comes into its 
own as a 2 player game. 


LOTUS ESPRIT. 
TURBO SE 


The intro, really tells you all 
about the car you are driving. 


The game has some beautiful 
horizons to race over. 
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This racer has in-game 
music sorely lacking from 
the second game. You even 
get to tune in the radio to 
choose your music, just like 
Out Run. 


. 
p @-. 


One slight negative, is the 
tracks are very similar. This 
is China, but you wouldn’t 
know it, looking at it. 


Finland has lots of hazards 
on the road to avoid. 


The game displays an incredible 
amount of sprites on the screen 
at blistering speeds. 


Gentleman start your engines... 
No rolling starts in this game. 


The Australian 
COMMODORE 
and AMIGA REVIEW 


‘The second I laid my eyes on Lotus it immediately reminded me 
of the old 64 classic Pitstop I. The gameplay is simply amazing 
and from the second you pick up the joystick you'll be playing the 


game non-stop. 


The two-player option makes it even better and the addictive 
qualities are so high that I just simply couldnt stop playing it. 
Whatever you do, make sure you have enough money for Lotus, for 
it is a must and should be bought as soon as possible, if not sooner.’ 


88% - Amiga Action Issue 14 - Nov 1990 - Doug Johns 


‘Overall speed has to be seen to be appreciated (even when the 
screen becomes crammed with sprites the game does not slow), and 
although enjoyable as a single player game, Lotus Turbo Esprit 
enters another class all together when played against a "friend". 


The addictive frustration experienced when an attempt to over-take 
is thwarted by either a drone or a purposeful opponent is immense. 
The frustration level of beginners is also reduced (at the expense 
of realism), in that collision with other vehicles does not cause 


damage to your car, but merely slows you down. 


A substantial range of different tracks and the unavoidable mounting 
determination to achieve first place, ensure that Lotus Turbo Esprit 
will, whilst perhaps not achieving the classic cult status of 
Pit Stop II, nevertheless revive pleasant memories for some and 


ignite new flames of enthusiasm in many others. 


Over-endorsed and over-priced? Most definitely not - and a big 
slap on the back to Gremlin for proving that endorsement needn't 


be associated with second-rate software.’ 


875/1000 - ACE- Issue 38 - Nov 1990 - Alex Ruranski 


‘Vrooorn. I was wondering why people kept saying Lotus Turbo 
Espirit knocked the socks off Indianapolis 500 Now I know. The 
latest Mindscape roadster is hot indeed - and very nicely detailed, 


as well. 


Title screens strut their stuff nicely, with neat touches like a track 
selector that looks like a fancy car stereo system - press a button 
and the music changes, and so do the track details. Neat, with the 
side benefit that you drive each circuit to the beat of a different 
soundtrack. And they're all good. 


You start out in position 20 on the grid, and your task is to overtake 
as many cars as you can. There's a two player option, so you can 
play head to head with a friend. Graphics are crisp and sharp, 
control is positive and firm, and the overall feel is one of speed 
and precision. Nothing has been sacrificed in what's clearly one of 
the best race games to date.’ 


87% - ACAR- Vol 8 No3- March 1991 


‘No doubt a fair few of you have already seen Lotus in action at 
this year's CES Show, but for the benefit of those who didn't, here 
is a brief description of how the game looks and plays. Brilliantly. 


Graphically, the game creates on of the most impressive feelings 
of high speed movement yet seen. and it's sprite based. The most 
No DISK amazing thing is that even with both halves of the screen 


ATTACHED? 


chock-a-block with sprites (and there's a fair lot on-screen) the 


game doesn't slow down at all. The controls are very simple. Left 
turns you left and vice versa. Gears are controlled either by the Some of the billboards are great 
computer, or manually by pushing up or down and accelerating in the game as you Zip past. 

by pushing fire. 


The feel of the game is arcade quality. Joystick response is smooth 
and fast just like the car, and as the controls are so basic, this is 
definitely a game you can dive right into and get on with the thrill 
of the chase. 


One player, it's a great racer that will probably become dull with 
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age. Two player, though, its a timeless classic that'll be played for 


years to come (as well as causing many a fight with friend and 


family!).’ Despite the different hues, the 
game does suffer a little with 
87% - CU Amiga - Nov 1990 - Tony Dillon lack of variety to the stages. 


‘Later tracks introduce hairpin bends, hills with poor visibility, 
lane closures and other hazards. The road itself is one of the 
best of any Amiga racer. with convincing hills, dips and bends. 
The cars are also pretty realistic, with the help of proper 3D 
sprites instead of the usual flat cardboard cut-outs. Played in 
one-player mode. the game zips along at an impressive 50 frames 1 1 i 
per second most of the time, making it the smoothest game of 


its type on the Amiga. 


Things are a little less silky in the two-player mode, which isn't The becomes quite a challenge 
surprising as the program's having to work twice as hard, but as you progress through the 
it's still faster than just about any of its rivals. Pre-game stages. 

presentation is another high point. A series of superbly-drawn 
animated title screens get you in the mood. The music selection 
screen for example, goes one better than that of Outrun. with 
a digitally-tuning in-car stereo system acting as the options 


screen, 


Although at first the Lotus can be a bit of a handful to drive. 
with the steering feeling a little as if your tyres were flat. a bit 
of patience and perseverance will have you streaking home in 


first place before long. The one addition I would have liked to 
see is some added variety in the races, which tend not to stray Why couldn’t Magnetic Fields 
too far from the accepted norm. Maybe a more interactive have done the Amiga ports of 
pit-stop section. a turbo-boost, tunnels or bridges could have Outrun & Chase HQ? 

spruced up the single-player mode a little. 


Still, as it is. Lotus Esprit ranks among the best of the Amiga's 
racing sims. far better than the majority of those released last 
Christmas. The two-player element means it should last longer 
than most, and with three difficulty levels for solo players there 
should be enough to keep anyone going for a good while. Get 


= 
[aee) 
WZ 
He 
De 
~ 
EE 
° 
= 


hold of a copy as soon as possible.’ 


86% - AUI- Vol 4 No 11 - Dec 1990 - Tony Horgan 

Graph me up baby! This 
[Other Reviews: G: 95%, JK: 93%, D: 9/10, J: 86%, graph shows combustion usage 
R: AFC: 96%, AA: 90%, AF: 87%, AM: 82%] and stuff. 


CHEATS 


Type player one’s name as “FIELDS OF 
FIRE” and then enter player two’s name 
a S 
“IN A BIG COUNTRY” and you will 
always qualify. 


For the hidden game. type player one’s 
name as “MONSTER” and player two’s 
name as “SEVENTEEN” and you get a 
hidden shooting game 
called Rox. 
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Lotus III: The Ultimate Challenge 


£34.95 - GREMLIN - MAGNETIC FIELDS - 1992 


- 2 PLAYERS (S) - 2 DISKS [ M | 


I have never understood the dislike for the third 
game, with many always ignoring, or actively 
disliking the third in the series. In my mind it takes 
the best of the first two games. In Lotus III, you 
can choose either checkpoint racing like in Lotus 
II or Pole Position racing like in Lotus 2, It adds 
in a third car the M200, a concept car. It brings 
back the in-game music with Pat Phelan doing some 
of his best work. 


Hell it even has a RECS auto track generator, 
allowing you set some parameters like how hilly 
or twisty and then have a new track to race on. 


Also there is lots of cool extra weather effects and 
tracks changing widths this time adding to the 
racing fun. 


It is missing the 4 player link up to Amiga option, 
and it does feel slightly slower than the the first 
two. But overall I personally think its my favourite 
of the three, and I think its only crime, was it came 
out later, and so had less of an impact (and so 
nostalgia) on Amiga gamers. 


So give the third in the series a play again, crank 
up your stereo and revel in one of the best Amiga 
racers out there. DRISK 
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Mixing the best elements of the 
first two in the series. Lotus TT 
needs a lot more love showered on 
it by people. Give it a try. 


In Lotus ITI you also have to 
deal with cross winds blowing 
your car. Hey as long as I can 
hear that awesome in -game music 
by Pat Phelan...blow baby blow. 


The ultimate driving force........... 
We've saved the best for last. Following the 
phenomenal success of Lotus 1 & Lotus 2, the best 
selling racing game trilogy is now complete. 

i rporatin: 
RECS wcorormts Bg 0 


the awesome power of 
RECS a revolutionary 
concept giving you the 
power to generate a 
virtually infinite number of 


unique racing scenarios. 
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‘It certainly stomps all 
over such recent 
offerings as Titus’ Crazy 
Cars 3 and Core's 
Jaguar racer. Overall. 
Lotus 3 is streets ahead 
of the competition and 
deserves a place in 


anyone's software 


collection.’ - CU Amiga 


foooo0s090 


So] 


Two player split screen makes 
a welcome return, although the 
link up two Amigas for four 
player games, is sadly absent. 


Lotus 3 has the variety of the 
second game, even adding more 
snazzy weather effects and cool 
ideas to the stages. 


HIGH 
SCorRes 


EASY LEVEL SCORES 


1ST HF LTO sooooo0o 
2N0 SHAUN 4000000 
3RD ANDREM 3000000 
4TH PETER 2500000 
STH CHRIS 2000000 
6TH ANDY isoo0000 
7TH OOUG i1odo0000 
8TH OAVE soooo0 
STH LUGAR 200000 
LOTH MICHELANGELO 100000 


At the end of each race, you 
can see the high scores and 
car that was used. 


WHAT THEY THOUGHT 


‘High performance driving at its best, brought down a gear by 
being too similar to Lotus II. Even so, this can be regarded as the 
ultimate arcade racing package, taking the wheels from beneath 
Jaguar XJ220 and Crazy Cars 3. The percentage has suffered only 
because Lotus II owners won't fin their money's worth in Lotus III 
but others will give it one big, sloppy kiss.’ 

90% - Amiga Action - Issue 37 - Oct 1992 - Alan Bunker 


‘What can I say? It’s just the best racing game yet seen on the 
Amiga. It's well designed, well presented and plays perfectly The 
only criticism I can level at the game is an over-riding sense of 
Déja vu when playing it. 


The been there, done that' sensation is hard to ignore as most of 
the elements have been seen in the previous two games. If I already 
owned a copy of either title. I'd be slightly wary of splashing out 
on what is essentially more of the same. But then that's your decision. 
It certainly stomps all over such recent offerings as Titus' Crazy 
Cars 3 and Core's Jaguar racer. Overall. Lotus 3 is streets ahead 


of the competition and deserves a place in anyone's software 


collection.’ 


86% - CU Amiga - Oct 1992 - Tony Dillon 


SWEET SWEET MUSIC... 


Of the three game, for me the third has by far the best 
music. Pat Phelan is one of my favourite video-game 
musicians, and for Lotus II he has done some of his best 
tunes. First credited with the music for the game 
Nigel Mansell's World Championship Racing and 
Premier Manager before doing Lotus III: The Ultimate 
Challenge. After Lotus III he did the music for Zool, 
Top Gear 2 (SNES), Premier Manager 2, Litil Divil, 
Utopia: The Creation of a Nation, Zool 2, Monster Truck Wars (Game Gear), 
K240, Retribution, Shadow Fighter, Premier Manager 3, Actua Soccer (VR Soccer 
'96 in US), Fatal Racing (Whiplash in US), Slipstream 5000, Loaded, Normality, 
Realms of the Haunting, Fragile Allegiance, Judge Dredd, Hardwar, Soulbringer, 
Micro Machines (PS2, Xbox), Fightbox, Doctor Who: City of the Daleks, 
Doctor Who: TARDIS, Doctor Who: Shadows of the Vashta Nerada, Alien Swarm, 
Xbox Fitness, Forza Horizon 2, LittleBigPlanet 3, Scorched, Snake Pass, 
Forza Motorsport 7, Crackdown 3, Team Sonic Racing, Spyder, 
Zool: Re-Dimensioned and Top Racer Collection. 


Alongside doing music and audio, Pat has been Creative Manger on other great titles 
such as Hardcore 4x4, UEFA Euro 96 England, Re-Loaded, Actua Soccer 2 & 
Club Edition, Sandwarriors, Actua Golf 2 (known as Fox Sports Golf '99 in US), 
Premier Manager 96, N20 Nitrous Oxide, Men in Black: The Game, 
Actua Ice Hockey 1 & 2, Motorhead, Actua Soccer 3, Hogs of War, PGA European 
Tour Golf (N64), Alone in the Dark: The New Nightmare and UEFA Challenge. 


Wow what a body of work on some of my favourite video-games. 


‘1+2=3, right? Well, it seems the same arithmetic works with 
driving games. Magnetic Fields have basically pulled out the 
best bits of the first and second Lotuses, stuck them together 
and - bingo! - Lotus Il. But The Ultimate Challenge? Hmmm, 
I'm not so sure. 


I know what you really want to know and the answer is "Yes"; 
Lotus III IS the best of the series - but only just. What we have 
here is essentially a re-run of Lotus 2, but with all the good 
ideas from the first one restored. The result is a game that's 
faster, slicker and more playable than any Lotus game that's 
gone before but is, ultimately, just more of the same. It's a shame 
that the limitations of the Lotus tie-in have restricted MF from 
doing anything really different; ideas that made games like Crazy 
Cars III really stand out from the crowd and would have made 
a big difference here. 


Apart from what you'd expect - extra tracks, more choices and 
a new car - the most notable new feature is the RECS track 
designer, but I'm not at all sure about how useful it really is. 
Sure, it's flexible and easy to use, but you really don't get THAT 
much control over how the finished track will actually look - 


all you can do is give a rough idea of how much you want of 


each variable. It may not be as accessible, but give me Jaguar's 
infinitely more rewarding system any time. At the very least, 
however, RECS is a handy way to generate new challenges once 
you've exhausted the preset circuits and so adds greatly to the 
games lastability. 


At the end of the day, though, Lotus III is a goody. It's more 
polished and playable than 98% of the competition (for the 
record, it's better than Jaguar, but hasn't quite got the the edge 
over the superb Crazy Cars III), has the best soundtrack I've 
heard in many a month and on the whole fans of the series won't 
be disappointed. But make no mistake - you HAVE seen this all 
before, and It's good to see that Magnetic Fields and Gremlin 
are making the sensible move of quitting while they're ahead.’ 


9 - The One Amiga - Issue 49 - Oct 1992 - Gary Whitta 
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The menu is just as easy to use 
as the Lotus I. In Lotus TI 
you also have the option to race 
checkpoint like Lotus 2 or 
Racing as in Lotus I. 
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The game’s levels have lots of 
variety to the stages this time. 
Although the speed is marginally 
slower on this third iteration. 
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Wanderlust and desert dust, this 
game has it all. 
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When this baby hits 88 miles 
per hour, you're gonna see some 
serious sh*t. 


The third game includes a 
concept Lotus car called the 
M200. 
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‘There's the wind where side-winds try and blow the Lotus off the 
track, also at the same time the winds blow obstacles across the 
road. If you hit them (or if they hit you). it shows up as a unit on 
the damage scale. The more the car gets damaged. the worse it's 


performance gets. Now that's original! 


There's also a roadworks level, which, although not new to the 
Lotus family, has been seriously changed. You can go through the 
"thinned" road. or not bother and knock down all the signs. choice 


The cliff-side tracks are is yours; you have the best of both worlds! There's a mud rally 
particularly cool to race on. level, which is extremely slippy. and very muddy. The mountain 


level has lots of hairpin turns and cliff edges to hang on to. The 
future level is quite fancy. with lots of snazzy sound effects and 
dazzling graphics. 


The sound effects. unfortunately have hardly been changed. except 
for on the new levels, where the higher standard is noticeable. It' 
s still the same tinny sound when the car hits a sign and the dull 
thud when it hits a tree. An exceptional gimmick is without doubt 
the car CD player. which has six different tracks available. On the 
other hand, they're almost all identical, and are monotonous after 
a while, which is a great shame. Selecting track 0 will leave the 
music off. allowing you to concentrate on the sound effects. The 
graphics haven' t chanced much. but the new levels are quite 
impressive. One thing's for certain: it's faster. They scroll without 
flickering, which really is a pleasure to watch, and are almost 


comparable with some arcade games. 


They could have changed the player's view though. perhaps from 


Of course the game still has the cockpit'? Apart from this small difference it really is a 
the Lotus Esprit and Elan graphically superb game. A good game. with lots of motivation to 
cars to choose from. do well, and lots of courses to do well on. A few things could have 


been changed for the better. such as the view. but a lot of things 
have been greatly improved. This is most definitely the best racing 
game around.’ 


85% - Amiga Mania - Nov 1992 - Damo Spendel 


‘These stages vary between checkpoint races and circuit races, and can take place in a variety of conditions, 
including the old favourites, wind, fog and rain The graphics are pretty much the same as in the two previous 
games. and they move at a fairly zippy rate, although one amusing thing we noticed is that for some reason, on 
some tracks it can look like you’re reversing the car along. 


Apart from that slightly strange quirk, the game looks fairly good, with colourful back-drops and sprites. The 
car is quite responsive and easy to handle, and with a bit of practice you'll soon find yourself managing to stay 
on the road on those tough icy corners. 


One thing that Lotus games have never been is realistic. When you hit an obstacle or another car, you simply 
slow down by about 15 km/h. Still, if anything, this adds to the playability, as you don't find yourself out of the 
game, just because of one slip-up. 

This also produces some excellent two-player frolics as you fiercely battle to be the first to the finishing line. 
While Lotus 3 isn't original, and certainly isn't the best game in recent months. It s nevertheless a playable 
product with a fair bit of depth. There are lots of levels to go through, and the facility to design your own adds 


a great deal to the game. 


I think it’s the best game in its field. because it manages to combine the best elements of the previous games 
and adds a few new ones too. Shell out for this and you won't be too disappointed.’ 


84% - Amiga Computing - Issue 54 - Nov 1992 - David 
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CHEATS 


In the enter code section type “GAMESMAST” 
to play the special stage designed for the TV show 


GamesMaster. 


Enter both the player names to 
“BAKTOTHEFISH” and you will always 
qualify of beat the check point. 


Type “CU AMIGA” in the code section and you 
will unlock a free hidden 
game called POD, a 
frantic and addictive little 
blaster, this is a great free 
mini-game shooter. 


‘In man#u) ways. Lotus II is a game which borrows the parts 
from its two predecessors and compacts them into one game. For 
example. in Lotus 1 it was necessary to refuel quite often on your 
way around the course, while in the sequel there was no fuel. and 
the concentration was all on the game itself. Lotus II of course, 
had several tracks to race upon, a fact which made the game a 
lot better in many people's eyes, so it was included in Lows III. 


This idea of using the best features, breaks down a little however, 
when you consider that the link-up feature has been left out, and 
the two- player option is slow in companion with the previous two 
games. 


OK. the bottom line If you own Lotus LI, I would definitely think 
twice before parting with your cash, 25 quid's a lot of money. 
especially when all you're really getting is a course designer and 


some extra tracks. They are just too similar to warrant buying 
both. 


In as own right, though. Lotus Ill is a pretty good game with loads 
of options. For a single player who hasn't got a racing game, then 
I’d recommend it without question, if only because of RECS. For 
someone who is looking to race with their mates, though. I would 
have to rate Lotus II more highly. simply because its faster and 
as the feature on multiplayer games (Page 66) says. you can't beat 
being hooked-up.’ 


76% - Amiga Format - Issue 40 - Nov 1992 - Andy Nuttall 


‘Lotus II turned up showing all the potential of a speed animal, 
but when I put my foot down it felt more like the engine of a 
Skoda. The track designer makes it worthwhile, but really, Lotus 
has been surpassed by the likes of Crazy Cars 3, and no amount 
of extra features will change that.’ 


74% - Amiga Power - Issue 18 - Oct 1992 - Matthew Squires 


[Other Reviews: D: 94%, J: 85%, S: 79% R: O: 70%] 


POD published by 
Mastertronics, was 
a port from Shaun 
Southern’soriginal 
C16 and C64 game. 


It was 
originally given on CU Amiga 
in September 1992 issue on 
cover-disk 42. But CU Amiga 
got in trouble with Mastertronic 
and ELSPA, banning them to 
share any further conversions 
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The radio and in game music 
make a welcome return. Also 
the music by Pat Phelan is 
stunningly good. 
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Roadworks are a lot tougher 
to negotiate this time. 
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The game has future tracks 
with turbo zone sections. 


Fog weather stages makes a 
welcome return to the game. 


Windy stages with blowing 
tumbleweeds is a new cool 
weather effect in Lotus III. 
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THE FINAL € 
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A 
racing 
game 
from 
the 


“future » 


ae” FCS 


racing environment construction system 


Lotus Ill is the ultimate racing 
experience. incorporating the 
awesome power of RECS , 

a revolutionary concept 

giving you the power to generate 
a virtually infinite number 


of unique racing 


4 OT Ue scenarios, The Final 


Challenge is ready to 
give you the drive of your life. 
@ A vast range of landscapes and 
weather conditions. 
@ Race the Esprit, Elan or 
futuristic Lotus M200. 
@ Choose racing circuits or stages. 
@ Test yourself over 64 built-in 


courses or use the power 


of RECS. 


Approved and Licensed product of Group Lotus PLC 1992 Gremlin Graphics Software Ltd, All rights reserved. 


AMIGA CD?" 


aise A COLLECTION OF THE THREE GREATEST |) 


RACING GAMES 


macnn]? EEE 


CARACTERISTIOUES. © 
‘ 


The ultima 
Following the pre 
Lotus 2 ana 


FEATURES. © 


. 
CARACTERISTIOUES: © £ 
' 
SPIEL MERKMALE © Ge 
CARATTERISTICHE. © 
’ 


FEATURES: © 


The Classic Lotus Trilogy 


£29.99 - GREMLIN - MAGNETIC FIELDS - 1994 
- 2 PLAYERS (S) - 1 CD (CD32) [ M | V ] 


In 1994 on the Amiga CD32, they released the three 
Lotus games in one handy CD. To my eye it doesn’t 
really change anything although the music on 

Lotus I has definitely changed, Lotus III sounded 
different and worse to my tone deaf ears. 

But you know for Amiga collectors this is an 
awesome compilation to own. 


RACE ito tHe "Nth" 
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THE ULTIMATE RACING MACHINES 
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BOTH AVAILABLE ON AMIGA CoO32 
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The first Lotus games music has 
definitely been changed for the CD 
compilation. 
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Lotus II, switches the game to 
checkpoint Out Run style. The 
CD32 version can’t do link up 4 
player sadly. 
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Lotus III, mixes the first two 
games together. 
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WHAT THEY THOUGHT 


‘Look, that's what they call it, alright? Nothing to do with me. We've 
reviewed the various games on this compilation, ooh, seven or eight 
hundred times already, but lust in case you’ve never bought the 
magazine before or something. here's a recap on the party line. 


Lotus Esprit Turbo Challenge (the first game in the series) is a 
brilliant laps-based racer, with a negligible flaw in that in one- 
player mode, you only play on half of the screen. 


Lotus Turbo Challenge 2 (no 'Esprit' this time, because you could 


TEE CLASSIC LOTUS COLLECTION ; . . . : ; os 
Unrest rated ters a drive three different kinds of Lotus, to little discernible effect) 


cS abandoned laps in favour of a racing-through-checkpoints system, 


co oo 


which was less fun in itself (it's much harder to learn the tracks 
and hence get any worthwhile feel for them), but also a complete 
nightmare in two-player mode, where one player could be left 
twiddling their thumbs for most of the game if they missed a 


checkpoint. 
— 
St Also, hitting things in Lotus 2 results in practically no apparent 
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speed loss, which feels a bit silly. The atmospheric road and weather 
conditions Introduced in this sequel were little compensation. (Oh, 
and the null-modem-link four-player version of the original Amiga 
version has been lost from this incarnation too). Lotus 3 - The 
Ultimate Challenge (words were dropping out of the title like flies 
by this stage) attempted to rescue matters by reinstating lap races 
as an option, as well as an interesting (if flawed) course designer. 


But driving games had moved on somewhat by the time it came out, 
and the likes of Crazy Cars 3 left Lotus looking sadly dated. Lotus 
1 is still the best of the three, but at 10 quid each on CD this set 
is well worth having in your collection. Incidentally, the press 
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release with this claims 're-styled graphics' in addition to the 
predictable CD music track, but I couldn't say I noticed. And is it 
my memory playing tricks on me, Of were the Lotus I sound effects 


always this bad? 


Slightly overpriced in this format, but easily the best driving action 
you can get for your CD32, even if only for the sake or Lotus I.’ 


- Amiga Power - Issue 36 - April 1994 - Stuart Campbell 
[Other Reviews: CU: 92%, AF: 90%, AD: 88%, 


ACAR: 85%, AL 85%, AUI: 84%, CVG: 82%, 
\FC: 82%, AA: 81%, J: 70%, AG: 70%, CD32G: 60%] 
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WHO ARE GREMLIN GRAPHICS? 


It’s the early 80s and in Sheffield in Alpha House Carver Street. Here a 
converted Victorian office block sits a vibrant computer store called 
Just Micro. This store, drew like minded souls, drawn to this new medium 
of computers, and programming upon then. Frequent visits were by 
Anthony Crowther, a kid already making a name for himself with games 
like Loco, Son of Blagger and Killerwatt. Peter Harrp a University kid, 
who had first originally come in to complain his Currah Micro-speech 
had blown his Spectrum up! Chris Kerry, Shaun Hollingworth and 
Christian Urquhart, were other programming talent, who walked through 
the shop door, to buy stuff. But stay around, almost as a club, learning 
from each other this wonderful new world of computing and computer 


games. 


The shop was owned by Ian Stewart and Kevin Norburn, and as they 
started to see the talent of these young people, they realised that they 
could work with them to release games to this new gaming market. 
Owning this computer shop, they would see what games worked and what 
didn’t, so armed will such gaming talent and business acumen, they knew 


they were on to a winner. 


So reaching out to Geoff Brown, from Birmingham and the owner of 
successful game publisher U.S. Gold and his distribution wing called 
Centresoft, who was bought in with his distribution expertise in this new 
fledgling game development house. 


So they had the talent, they had the distribution, they even had a place, 
with the Just Micro shop having lots of extra space, with a warren of 
prison like corridors. As we walk up this Gremlin’s den, full of maroon 
and cream painted that led upstairs above the shop, with two two rooms, 
soon to be full of computers and talented people making gaming magic 


for gamers everywhere. 


Now they needed some games: Peter Harrap (aged 19) who was by now 
a regular visitor to the shop, and despite to antagonising visits, cross 
about some things, Ian and Ken had become firm friends with him. Seeing 
his talent as programmer, they suggested he write a video game. That 
game was written in three months and was called Wanted: Monty Mole, 
a miner mole, who must get lumps of coal himself, to warm his house, 
due to miner strikes, and avoiding Arthur Scargill the union leader behind 
the strikes. 


It was a great game, but including these political overtones, meant it even 
got a spot on the national UK news at ten, advertising you simply couldn’t 
buy for a new publishing house. Gremlin Graphics was on its way. 


Gremlin Graphics, Alpha House, 10 Carver Street. Sheffield SI 4FS. Tel: (0742) 753423 
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Just Micro computer shop in Carver Street, 


Sheffield, in the UK. In the early 1980s 


was the thriving establishment, where like 
minded programmers would meet and 
Gremlin Graphics would begin. 
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Inside Just Micro circa 1984. Mole 
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For amazing graphics and outstanding sound effects run a Gremlin through your micro. 
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The original Gremlin team: Shaun Hollingworth, Kevin 
Norburn, Tan Stewart, Chris Kerry, Peter Harrap and 
Christian Urquhart. 

“pn Anthony 
- _ | Crowther 
is a 

| prolific 
game 
developer 
on the 
C64, that 
helped in 
Gremlin 
Graphics 
success. 
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Soon Gremlin Graphics had a string of young 
chaps writing games for them. The original line 
up was Tony Crowther, Shaun Hollingworth, Chris 
Kerry, Peter Harrap and Christian Urquhart. All 
beavering away on new game for the publisher, so 
in 1984 alone, they released four games, ported 
by the team, to all the popular 8-Bit computer 
systems of the day. 


A particular hit on that first year was Percy the 
Potty Pigeon by Tony Crowther on the C64 and 
ported by Shaun Hollingworth to the Spectrum (a 
totally different game). In both it was all about a 
pigeon, diligently finding twigs to build a nest for 
his family. There was Xargon Wars, a simple 
shooter for the Commodore 16 by Anthony Clarke. 
Finally Tony Crowther made another game called 
Suicide Express, a blisteringly fast train shooter, 
that still impresses today. 


Soon there were hits after hits in those early years 
(but I must remind myself this is an Amiga book... 
Highlights on the Spectrum were the sequels to 
Monty Mole with: Monty Is Innocent (1985), 
Sam Stoat: Safebreaker (1985), Monty On The 
Run (1985) and Auf Wiedersehen Monty (1987). 


But there were fantastic new game characters and 
games created as well such as Grumpy 
Gumphrey: Supersleuth, Bounder, Thing On A 
Spring, Highway Encounter, Trail Blazer, Jack 
The Nipper 1 & 2, Avenger, Future Knight, 
Footballer of the Year and Krakout created in 
those first few years. 


They also did license work, with home ports of 
Gauntlet 1 & 2 for U.S. Gold, Death Wish 3, 
Masters of The Universe, Mask, Basil The Great 
Mouse Detective to name but a few on the 8-Bits. 


Gremiin Graphics 
buy ese games at your peril! 


Two new games to drive you as potty as Percy, as mad as Monty packing in as much excitement and nerve 
racking tension as anythi you can buy. The first launch from a new company aac apa: team have 
already shown . m themselves to be masters of games planning, graphic and sound effects 
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If you 

more about the 8-Bit 
years of Gremlin 
Graphics then our 
part one of the three 
stages of Gremlin is 
well worth a listen. 


You can use the QR 
code or use the link 
here. 


PART ONE: _ 
THE 8-BIT ERA 


GREMLIN IN THE 16-BIT ERA... 


With such a name made for itself in the 8-Bit era they continued their success 
expanding in both Sheffield and their Derby Office, making classics for the 
new computers alongside the older machines. | Now know simply as 
Gremlin, with a fancy new logo, early hits such as Deflektor, 3D Galax, 
Mickey Mouse: The Computer Game all impressed. 


But it was by 1990 that they began to really make their stamp on the Amiga, 
with such classics as Venus The Fly Trap, Simon Phipps’ brilliant 
Switchblade, Magnetic Fields (formerly Mr Chip Software) new game 
Supercars and Turbo Lotus Esprit all coming out this year. Showing the 
world they still had what it takes in this 16-Bit World. 


The following year in 1991 would see them go from strength to strength 
with Lotus Turbo Challenge 2, Pegasus, HeroQuest and Switchblade 2 
(many of which made our own top 50 games). 


By 1992 they introduced the world to Zool, who became the Amiga’s 
unofficial mascot, in a bid to go up against Sonic and Mario. It also saw 
Space Crusade, Nigel Mansell's World Championship Racing, Lotus 3: 
Ultimate Challenge, VideoKid and Harlequin. It was 1992 when they 
looked to also release their own titles with the Top Gear racer on the SNES 
console being a resounding success. 


In the tail end of the 16-Bit era they continued their Premier Manager 
series, Top Gear with 2 and 3000 and K240. Combine that with former 
Gremlin Derby office now shut down, but reborn as Core Design (more 
on them later) in 1988 and you can see the massive impact Gremlin had 
had on the gaming world. 


But with 32-Bit and CD systems looming on the horizon, would Gremlin 
be able to succeed in this whole new world? Or would they go to the wall 
as so many other successful publishers did at this time... 


platformer, 
Zool (1992) 
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GREMLIN IN THE LATER YEARS... 


Now calling themselves Gremlin Interactive (ooh fancy!). Now it was the 
world of PC. Sony PlayStation, N64 and Sega Saturn. It was a time most 
of the famous Amiga publishers were struggling. But Gremlin, ever willing 
to adapt went from strength to strength. 


Starting on PC in 1995, they released the awesome futuristic racer 
Slipstream 5000, and created the first successful 3D football game called 
Actua Soccer (or VR Soccer ‘96) in the US), Fatal Run (known as 
Whiplash in US) and the amazing Gauntlet like game Loaded and its sequel 
Re-Loaded. 


Then in 1996 they did the impressive true 3D adventure game Normality 
and the fantastic Doom with adventure elements, Realms of the Haunting. 
Along with the continuation of the the Actua sports series (Golf, Tennis 
Football), Hardcore 4x4 and Premier Manager games. 


In 1998 they continued their success with the Tony Crowthers, tunnel shooter 
on PSI and PC called N20: Nitrous Oxide. With The Crystal Method 
music providing the soundtrack. Motorhead a great arcade racer by the 
people who would go on to do the Battlefield and Mirrors Edge games and 
Hardwar. 


It was in 1998 Gremlin bought up DMA Design and published their N64 
games Body Harvest and selling DMA a year later for a much bigger price 
to Take Two Interactive, which had DMA after the N64 game Space Station 
Silicon Valley, start to make games as Rockstar Games and making a certain 
game called Grand Theft Auto (but that’s a story for another time.) 
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If you want to know 
more about the later 
™ years of Gremlin then 
our part three of the 
three stages of Gremlin 
is well worth a listen. = 


You can use the QR 
code or use the link 
here. 
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THE LATER YEARS... 


This was also when we started 
to video versions of our podcast 
(Look Ma! Tha pruddy pictures 
are movin’). This gives in game 
footage along with all our podcast 
nattering. 


You can use the QR code or use 
the link here. 


By 1999 with development costs and time, massively ballooning. Ian and 
the other stakeholders, decided to sell up Gremlin to French publisher 
Infogrames for £24 million. They would rename them Infogrames Sheffield 
House and made such games as Wacky Races on the Dreamcast in 2000, 
Hogs of War, Soulbringer and Micro Machines released in 2002 on PS2, 
Xbox and GameCube. 


Gremlin, and the team you hold a special place in all our hearts. 


CORE DESIGN... 
One cannot mention Gremlin, without their Derby Office, that became after 
it was shut down, Core Design. 


Located in Derby in the East Midlands. The Gremlin Derby office first 
came to be, with the game Bounder. This created Derby office would work 
on further classics like Jack the Nipper, Skate Crazy and Footballer of 
the Year, but around this time Gremlin now 75% owned by Geoff Brown, 
was becoming more corporate, with a drive to do licensed games, as opposed 
to original. This had resulted in Peter Harrap and Shaun Hollingworh, 
leaving Gremlin and start there on publishing and development house Teque 
(Pac-Mania port) and Krisalis Software (Soccer Kid, Arabian Nights). 


So in 1988 with the Lincoln office shut, things were looking concerning 
for Gremlin, and so when the building lease came up for renewal, the 
management at Gremlin, decided to close the office and concentrate on their 
Sheffield site. 


Understandably pretty peeved, the core of the Derby Office, decided to 
make their own development house calling themselves Core Design. So 
the founding members Chris Shrigley, Andy Green, Rob Toone, Terry Lloyd, 
Simon Phipps, Dave Pridmore, Jeremy Heath-Smith, Kevin Norburn and 
Greg Holmes, decided to go it alone. 


Their first game was the Amiga, Atari ST, Amstrad CPC, Commodore 64, 
ZX Spectrum port of the SEGA arcade game Action Fighter. They then 
did the SEGA port of Dynamite Dux. Their first original game however 
that put them on the gaming map was Rick Dangerous. Spoofing Indiana 
Jones, it was a cute platformer, that had Rick raid tombs and escape the 
Coolu tribe. According to the creator Simon Phipps on his fabulous site 
SimonPhipps.com their design document for Rick Dangerous was as 
follows: 


Rick Dangerous! Vertically scrolling climber game, basically climbing 
down for the majority of the time. Each level linked with a cartoon 
sequence to tie story together. 


The game follows the adventures of Rick Dangerous (a hero) through 
numerous Indy Jones style predicaments with numerous bad guys pursuing 
him (soldiers, Casablanca/Maltese Falcon-type enemies). By having the 
enemies chasing Rick it is hoped that a more natural feel will be given to 
the game, with the need for having abstract Jet Set Willy- type floating 
heads following a constant movement pattern being reduced. Rick may 
stop his pursuers by many devious means, fundamentally by activating 
traps around the level using his weapons... 


It may have had trial and error playing. but Rick Dangerous’ cute squished 
cartoony graphics and addictive game-play, made it a massive hit for Firebird 
and Core Design. 


Wacky Races (2000) on the Dreamcast, was 
a great use of cartoon style cell shading. 


The Core Design office started off very 
bare bones in the late 80s. 
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They followed it up with a fun football quiz game called Saint and 
Greavsie, and for their old bosses at Gremlin they published 
Switchblade, Skidz and Axel’s Magic Hammer.The games were 
coming thick and fast and with such hits as Rick Dangerous 2 and 
Monty Python's Flying Circus: The Computer Game. But also 
publishing their own games as well, beginning with Torvak The 
Warrior, but then Corporation and Car-Vup, tending now to only 


work on the Amiga and Atari-ST. 


For the Amiga, 1991 and 1992 were a golden era for Core Design as 
both a developer and publisher. Doing such amazing games as Chuck 
Rock, a wonderful rock throwing platformer, Warzone a good Mercs 
clone, Heimdall, a fun action RPG with amazing graphics and a fun 
axe throwing mini game. Then you had Frenetic, Doodlebug, Chuck 
Rock Hl: Son of Chuck ,Hook, Premier, Thunderhawk and 
Wolfchild. 


They even did a licensed racing game to go up against their own boss 
Gremlin, with Jaguar XJ220 in 1992. This may have run slower than 
Lotus, but had the immensely talented Sarah Jane Avory (formerly 
Mark Avory), putting a whole host of wonderful wizzy touches to the 
game. It also had some of the best music on the Amiga by Martin 
Iveson. 


Core Design at this time, were doing a lot of their games on the Mega 
CD (SEGA CD in America), for Amiga lovers of their games, these 
are wonderful, with Chuck Rock, Chuck Rock 2, Wonder Dog, 
Jaguar XJ220 and Wolfchild, being fully reworked with CD music 
remasters, extra levels and cleaner pixel art. So these versions are the 
best way to play these games today. They also did Battlecorps, AH-3: 
ThunderStrike, BC Racer and Soulstar making good use of the Mega 
CD platform. 


In 1993 and 1994 they continued with Asterix and the Great Rescue 
for the Mega Drive, Master System and Game Gear. And on the Amiga 
they did Blastar, Blob, Cyber Punks, Universe, Heimdall 2: Into 
the Hall of Worlds, Dragonstone, Banshee and Darkmere. 


For me the highlight in 1994 was Bubba 'N Stix a puzzle platformer 
by Simon Phipps, that had every conceivable way you can stick or 
use a Stick (well, not all the conceivable ways - Ed), to solve puzzles 
to a wonderfully drawn cartoon graphics. 


In 1995 The Big Red Adventure, Skeleton Krew, Thunderstike 2 
(on PS1). But it was 1996 that Core Design would hit worldwide 
acclaim with the 3D platformer Tomb Raider starring Lara Croft. So 
much can be said about this amazing series, but this is an Amiga and 
not a PlayStation book...So suffice to say its awesome, and deservedly 
put Core Design on everyone's lips. 


In 1996, with longer development times and cost, they decided to sell 
Core Design to Eidos Entertainment. This saw games like Tomb 
Raider III under the Eidos umbrella. 


However outside of Tomb Raider sequels, Core Design failed to 
capture the world with their other games such as Shellsock, Swagman, 
Fighting Force 1 & 2 and Ninja: shadow of Darkness. By the PS2 
Era with Tomb Raider games not as popular and other games like 
Thunderstrike: Operation Phoenix, Project Eden and Herdy Gerdy 
not finding a big enough audience, they were beginning to show signs 
of trouble. 


By the time that 
Tomb Raider was 
written, Core 
Design had moved 
its offices to its 
own manor house. 
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In 2003 after the commercial failure of Tomb Raider: The Angel 
of Darkness, Eidos decided to take Tomb Raider from Core Design 
and give the franchise to American developers Crystal Dynamics 
instead. 


Core Design limped along with some PSP games like Smart Bomb 
and Free Running, but with most of the key developers having left 
the company, it really wasn’t the same studio. In 2006, Eidos sold 
the assets (but retained the game IP’s and Core Design branding) to 
UK developer Rebellion . 
and in 2010 the office and the formerly known Core Design shut its 


Here they were called Rebellion Derby 


doors for good. 


Core Design, you will be missed. 
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Sometime during the last century, an experimenter with time, space and early computers 
created a bizarre machine 
The inventors name was Baron Fortesque The machine was.. 


JHE (HAOS F NGINE 


Although primitive the machine became incredibly powerful and went crazy, turning ordinary 
humans and household pets into razor toothed, armour-plated killing machines 
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ES r six hard nailed mercenaries for hire. The Thuq, Preacher, Mercenary, Gentleman 
Navvie and GBriqand. These ball breakers are armed to the teeth with over 25 weapons and a host of 
special, destructive devices peculiar lo their class. Select two characters to form your party and entet 
the Worid of Chaos, The sprawling adventure covers four qraphic worlds and 16 levels loaded with fiendish 
traps, puzzles and secret passaqes. Gel your hands on sawn-oll shotquns, molotov cocktails and a hudae 
amount of armament and buy, blaq or blast your way through hordes of different monsters Lo do 
battle with the ullimate killing machine, THE CHAOS ENGINE. 


¢ The Bitmap Brothers ° 


MADE IN ENGLAND 
Cl, Metropolitan Wharl, Wapping Wall, London £1 9SS. © 1992 The Bitmap Brothers. Published by Reneqade 
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£25.99 - RENEGADE - THE BITMAP BROTHERS - 1993 - 2 PLAYERS (S) 
- 2 DISKS (1MB | AGA Version | CD32 Version) [M | V V-CD32 ] 
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The game has some story about mad scientists, turning people to 
slobbery beasties and six hardened mercenaries and blasting 
everything. This is basically Gauntlet, tarted up for the 90s, and looking 
and sounding gorgeous, with Dan Malone and Richard Joseph knocking 
it out the park again. 


Known in the US as Soldiers of Fortune, one thing unique in the game 
is that it’s always two player. Fail to have any mates around, and the 
computer will take over the other player, so you always have a fellow 
reprobate watching your back. Even better, as you progress, you can 
up your players stats, making your pixelated pal, who’s fun to be with 
get smarter. Meaning that actually become a lot more useful as you 
progress. 


Incidentally the AGA and CD32 versions are more colourful and the 
CD32 has remastered some of the music. 


Overall, the game is basically a lot of fun, and a deserved classic, with Open the door, get on the floor 
only its lack of variety (both in graphics and missions), stopping it everybody kill the dinosaur 

from rating higher. Still for short burst and with a fellow “real world” Boom, boom, acka, lacka, boom, boom 
buddy to go blasting, you are in for a grand-ol time. (Stop that - Ed) 


= WHAT WE THINK? JHE (HAOSg{NGINE = 


eS 


DRISKY SAYS: 


I adore this Bitmap shooter, from the opening track by Joi brothers, as 
it sets the scene, to the pumping in-game beats of Richard Joseph, all 
set to the detailed art-work of Dan Malone, this is a game for the ages. 


Nostalgia draws me to the Amiga 500 original, with its grittier colour 
palette. But the faster and more colourful AGA and CD32 versions are 


definitely the prettier. GAMEP LAY 


Looking back at it today, the game does get a little samey, and missing 
the variety of missions, that you get in the Alien Breed games. But 
undeniably this is a premium Amiga shooter, and well deserving on its 
position of our RGDS top 50. 


RETRORIC SAYS: 
Quite simply the best game the Bitmap Brothers ever made. From the 


excellent steampunk styled arcade graphics to the pumping soundtrack 


from the legendary Richard Joseph. The Chaos Engine has all the AGA/CD32 
swagger of a quality console game, even being ported to some of the 
biggest machines of the time. I prefer the ECS version to be honest, as GAMEPLAY 


I feel the AGA version loses a bit of the vibe of the source material, 
making the game seem too colourful for the sake of adding colour, rather 
than staying within the stylistic aesthetic. 


| 32 The light RPG elements help to increase the sense of progression as you 
go through the levels, and the choices of characters you use can help to 
compliment each other, one's strengths can hide the weaknesses of the 
other. The levels and enemies are quite varied too, giving the game a 
real arcade feel. On paper The Chaos Engine has all the ingredients to 


make this game higher up my list, so why is it not? Even in 2 player 
mode, which avoids having a rather idiotic CPU controlled companion, 
the game still suffers the same problems. Easy things to get out of the 
way are cheap deaths by enemies that spawn right near you, or jump 
towards you at angles you cannot fire in. You have very limited health MANUAL 
so cannot take many hits, and lives are at a premium which makes it a 
very difficult game. I still love to throw this one on though and attempt 
to get further, but ultimately I end up losing interest. The first levels 
are great, but it doesn't seem to carry that promise to the later levels. 
One I tended to throw on more to hear the music, especially the intro 
tune and the level one music. 


KINGY SAYS: 


We're really getting into the AAA realms with this title. This is one 


of the Bitmap Brothers' most prominent and revered games. It features 
some fantastic pixel art, and the game is a must-have top-down shooter. 
Let's focus on sensational music by the late but great Richard Joseph. 
The game contained adaptive music that dynamically changed, 
depending on what was happening at the time - this was mind-blowing, 
and I thought this is how all game music should be from that point. 
Yes, I think I played this more for its music than the game itself. 


RGDS AMIGA TOP 50 GAMES 


WHAT THEY THOUGHT 


‘In one-player mode, you are supported by an "intelligent" 
computer-controlled play-er (CCP). By choosing your characters 
carefully at the outset, this support player can be of invaluable 
assistance. It is also possible to increase the abilities (in particular, 
the wisdom) of the CCP, along with your own sustenance, at the 
end of each level. 


The CCP will even transport himself back to your side, should he 
become trapped off screen, complete with Star Trek-style sound 
effect. According to the Bitmaps, the programming of this CCP was 
one of the most difficult tasks in the games creation. Once again, 
however, they seem to have found just the right balance. A CCP 
(with his wisdom bumped up) can be a formidable ally, intelligently 
placing himself in order to most effectively combat the droves of 
meanies. 


“For me, however, nothing beats an all-out two-player assault! 
From our own experience of playing and designing games, it's 
become clear that the simple idea of running around killing monsters 
and nothing else is simply not enough," confessed Bitmap Brothers’ 
chief designer, Eric Matthews, during the games final stages of 
production. 


Never fear - the Brothers have certainly outdone themselves with 
this little gem, once again distinguishing themselves from the crowd 
in the world of Amiga arcade-game outfits. The Chaos Engine is a 
purely delightful addiction. ’ 


9.5/10 - Amiga Down Under - Issue 3 
- Jul-Aug 1993 - Matthew Buchanan 


‘One look at this and it's obvious that the Bitmap Brothers' sole 
intention is to get back up on the award-winners podium. The game- 
playing world has been waiting for the blazing trail set by Xenon 
2 and Speedball 2 to continue, and this is just the vehicle. You LI 
notice all the Bitmap trademarks - stunning graphics. electrifying 
sonics and music creating the most convincing and absorbing 
atmospherics I have ever experienced in a game. Superb.’ 


92% - Amiga Action - Issue 42 - March 1993 - Jason Spiller 


‘Chaos Engine is the latest in a long line of smash hits from the 
famous Bitmap Bros. It's a view from the top baddie-smashing romp, 
with beautiful graphics and a top class sound track. What else can 
we say’ 


90% - ACAR- Vol 10 No7- July 1993 - David Sanna 
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‘Superb arcade adventuring 
antics from the Bitmaps, 
combining innovation, tried- 
and-tested ideas, technical 
achievement, but most 
importantly, a truckload of 
fun. A spectacular return to 
form, and an us unmissable 


game.’ - Amiga Power 


The menu letting you choose your 
mercenaries, gets you in the 
action quickly. 
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The A500 original game is darker 
and has grittier colours. 
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The AGA versions are much 
brighter and more colourful. 


< The later mazes have two level 
rock corridors. Making the 
gameplay more claustrophobic. 
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THE (HAOS ENGINE 


- THE STORY - 


“The Chaos Engine... is a machine that's 
screwed up time. And space. Me? I'd 
form a Party to find Baron Fortesque, the 
nutter who invented the machine, 
and blow ‘em both up.” 


There are four huge Worlds, each with 
four Levels to explore. The Engine’s 
somewhere in the Hall Of Machines 

which is hidden in the dank, dark cellars 
of the barmy Baron's mansion. Activate 
the Nodes on one Level to open the 
Exit to the next. 


“Sure, I'd waste anything I saw. And 
wouldn’t think twice about it either.” 
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* THE NAVVIE « 


The strongest of the six Characters. A 
good fighter with heavy weapons. 
Although he has limited abilities they are 
very destructive. 


STAMINA: High 
SPEED: Low 
INTELLIGENCE: Low 
WEAPON; Cannon 
AMMUNITION: Large Single Shells 
MAXIMUM POWER: Hiah 
MAXIMUM SHOT: Quadruple 
SPECIAL ABILITIES: Two; Dynamite + ? 


THE (HAOS ENGINE 


* THE THUG + 


When it comes to characteristics, the 


Thug could pass for the Nawie’s brother. 


The Thug is a mammoth of a man, a 
little stupid but very powerful. 


STAMINA: High 
SPEED: Low 

INTELLIGENCE: Low 

WEAPON: Shotqun 
AMMUNITION: Multiple Small Shells 

MAXIMUM POWER; High 
MAXIMUM SHOT: Wide Scatter 

SPECIAL ABILITIES: Two: Mololoy + ? 
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* THE BRIGAND + 


Another well-rounded talent, and a 
cut-throat bandit to boot. That is all, 


STAMINA: Average 
SPEED: Average 
INTELLIGENCE: Average 
WEAPON: Rifle 
AMMUNITION: Single Bullets 
MAXIMUM POWER: Medium 
MAXIMUM SHOT; Quadruple 
SPECIAL ABILITIES: Three: 
Shot Burst + Molotov + 
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MrmonrenTnt RWAN 


* THE GENTLEMAN »* 


A lean and clever character, he is a 
dapper chap without a doubt. What he 
lacks in muscle he makes up with wit, 


STAMINA: Low 
SPEED: High 
INTELLIGENCE: High 
WEAPON: Flame Pistol 
AMMUNITION: Flame Bursts 
(Pass Through Monsters) 
MAXIMUM POWER: Low 
MAXIMUM SHOT: Double 
SPECIAL ABILITIES: Four: 
Map + Attract + ? + ? 
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* THE PREACHER 
The smartest of the six Characters. But 
then, he has God on his side. Beware! 

The preacher's perverse nature is not to 
be trusted. 
STAMINA: Low 
SPEED: High 
INTELLIGENCE: High 
WEAPON: Lightning Gun 
AMMUNITION; Eneray Bolts 
(Pass Through Monsters) 
MAXIMUM POWER; Low 
MAXIMUM SHOT: Single 
SPECIAL ABILITIES: Four: 


First Aid + Map + ? + ? 
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e * THE MERCENARY : 


A good all-rounder, he's quite mad, you 
see, and he enjoys nothing more than 
experimenting with his collection of 
unsavoury weapons, 


STAMINA: Average 
SPEED: Average 
INTELLIGENCE: Average 
WEAPON: Gatling Gun 
AMMUNITION: Multiple Small Bullets 
MAXIMUM POWER: Medium 
MAXIMUM SHOT; Wide Scatter 
SPECIAL ABILITIES: Three 


Bomb + Mines + ? 


THE (HAOS FNGINE 


From the horse’s mouth 


* PLAY ADVICE - 


Do note (hat (he death of some Monsters may have @ peculiar effeet 
from time to time. It might be advantageous, Of not 


Bo keep ‘em peeled for the unusual There may be more than meets 
the eye to those strange markings or geometric pattems. 


Picking up some objects may trigger events, A creaking sound always 
indicates that something has happened somewhere so listen out bor 
tt. Do beware of booby traps, pot all the things which happen are 
good for your health 

Don't fret. The computer-controlled Player 2 Characters aren too 
greedy, They will help you oul willy the action, leaving the clever stuff 
to you, 


Don't worry about falling Into the bolling mur, of being destroyed by 
any other piece of the scenery for that matter ~ you cant 


Th © many hidden routes through the game and many hidden 
areas to discover, In all levels there is always an obvious route to the 
exit, Always use the map when you first play the game to help you 
discover where It Is. There are two different sets of keys In the game 

silver & gold Keys. 

Keys can do many the things : move walls, create stairs and produce 
treasure to name but a few 

Silver keys always help you lo fled a route towards the exit Minding 
them Is cructal to compteting the game 

Gold Keys are special: they reveal routes to rooms whieh are mot 
necessary to completing the level but will be rewarding If you are 
brave enough to explore them. They can aise open up short cuts and 
routes (o additional exits that will benefit you Later on fn the ganve 


Dont be afraid to experiment. Remember that everything in The 
Chaos Engine bs (here for & purpose 


THE (HAOS ENGINE 
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‘Graphically Chaos Engine pretty flawless - no matter what all 
the other magazines say about it looking typically Bitmap-esque. 
The screen scrolls excellently around your character, plus you 
don t have to put up with waiting for your partner if he goes off- 
screen. If you leave your partner well behind he will materialise 
next to you after a couple of seconds. This doesn't apply If he is 
a human character - if he wanders off-screen, you have to wait 
for him to catch up. To get through the levels, not only do you 
have to find all the silver keys but you have to activate the nodes. 
These are large monolith-like things which seem rather 
uninteresting until you shoot them a bait. Then they turn Into 
massive pulsating mar-ital aids. You have to activate all of these 
to get the exit open to the next level. On later levels there is more 
than one exit so it can get a little confusing, but this doesnt 
detract from the fun.’ 


90% - Amiga Computing - Issue 59 - April 1993 - Ben Styles 


‘Superb arcade adventuring antics from the Bitmaps, combining 
innovation, tried-and-tested ideas, technical achievement, but 
most importantly, a truckload of fun. A spectacular return to form, 
and an us unmissable game.’ 


89% - Amiga Power - Issue 23 - Feb 1993 - Stuart Campbell 


‘There's a lot going on here you know, its the classic tale of a 
mad scientist messing around with a time machine which then 
turns against its creator and sends chaos across the land. For 
your part in the game there are six meaty-looking characters who 
are positively desperate to get out there and turn evil into good. 


Which characters you select is quite important because each has 
separate abilities and weaponry, so you will have to carefully 
balance the two characters you control simultaneously in the game, 
so that you get a mixture of talent and abilities. 


Chaos Engine is a hardcore shoot-'em-up much akin to Gauntlet 
in play-stakes. Yet, it's rarely a case of mindless blasting because 
there's an exploratory angle too, and with that a quest for 
collectables. Let's see how it all melts together...’ 


89% - C+VG - Issue 154 - Sept 1994 - Deniz Ahmet 
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It is a shame the game doesn’t 
have more visual variety or mission 
variation, as you progress. 
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The game involves shooting the 
outer shell of these rather phallic 
nodes. 
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I wish also there were more 
differences to the creatures. 


< Gigorsces) F E j 
If it moves shoot it! If it doesn’t 
move, Shoot it anyway. 


In between levels, you can use 
your loot to improve your stats 
and weapons. 
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Some of the worlds have rock 
hurling ogres, and weird Thing 
like hands from the Addams 


family. 


It is just a shame that there 
isn’t different things to do in 
all the levels. 


The dynamic sound changing, 
between the on screen action. 


The final Chaos Engine boss is 
a little disappointing. 


‘So, should you place your order for Chaos? (Geddit?) There's no 
doubt that it looks terrific. The 'Steam-punk' graphics are 
wonderfully imaginative and the frenetic rate that everything shifts 
at is certainly adrenaline-pumping. 


Aurally it's even better - I'd even go as far to say that the game 
has the best music and sound effects I've yet heard in an Amiga 
game. The way the in-game tunes subtly alter to reflect where you 
are in the game and the state of play is amazing and adds to the 
atmosphere tremendously. Although it's been tried before in games 
like Wing Commander it's never worked so well as here; you've 
really got to hear it to believe it. 


The actual games great too, but despite the Bitmaps' protestations 
to the contrary I'm really not that sure that it really is that much 
more than Gauntlet for the 90s. Sure, there's a bit more inking 
involved in getting from A B, and the many secret rooms and paths 
provide a certain incentive to return and re-explore oft-trod areas, 
but the core game task still monster-bashing and this, no matter 
how much it's polished up, can get a little tiresome. 


Although it's normally the case that two-player games are more fun 
an one-player, the opposite's true for The Chaos Engine. If one 
player is lagging behind then because of e way the scroll works the 
other player is forced near he edge of the 'window', meaning it's 
easy for nasties to appear on top of them without warning. You 
could argue hat both players should stick close and move together, 
but that's not a very natural - or exciting - way to play. 


The Chaos Engine is a classy slice of guns-blazing, gritted-teeth 
action, but even so it's unlikely to convert anyone ho doesn't already 
like this sort of thing.’ 


85% - The One Amiga - Issue 53 - Feb 1993 - David Upchurch 


‘Overall, The The Chaos Engine is a competent. eight-way scrolling 
blaster with enough in it to keep you coming back for more. The 
graphics are up to the high standards we've come to expect from 
Dan Malone, as is the excellent in-game tunes, which keep tempo 
with the pace of the action, slowing down to a more subdued sound 
when there's little to blast and speeding up to a thumping rave beat 
when the screen is flooded with nasties. 


If you liked Gauntlet or Alien Breed. then you'll also like this. Its 
by no means the best that the genre has to offer, but it’s a frantic 
blast all the same. - well crafted Gauntlet tribute, with extra pizzazz.’ 


81% - CU Amiga - Feb 1993 - Dan Slingsby 


[Other Reviews: D: 97%, S: 92%, J: 88% 

AGA: AP: 91%, O: 90%, AF: 89%, AD: 86%, J: 85% 
CD32: D: 5/5, AF: 92%, O: 92%, AP: 91%, AD: 91%, 
AD: 91%, CU: 88%, J: 83%, CD32G: 72%, AUI: 70%] 


< It may be nostalgia. But I think the sombre 
tones work better in the game, in my opinion. 
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Eric Matthews - Designer 

One of the founders of the Bitmap 
Brothers, and the one who always wore 
the cool shades in the photos. 


His first Amiga game was 

Amiga Karate, where he met the other 
Bitmap founders, in the early days he 
tended to do smaller bits of work. But 
with Speedball 2 : Brutal Deluxe he 
really came to his own, with his nose 
for good design. He then continued 
with the concept and design of 
Cadaver. Following with the design of 
Gods, Chaos Engine and after the 
Amiga Z and its sequel Steel Soldiers. 


After The Bitmap Brothers he joined 
Sony and worked on designing the 
more casual games such as Singstar, 
Eyetoy and Wonderbook games. He 
also was Creative Director on 

24: The Game, Heavenly Sword, 
Resistance 3, inFAMOUS: Festival of 
Blood, Little Big Planet 3 and 
Matterfall. 


Simon Knight - Designer 


Perhaps best known for his involvement 
with the Chaos Engine games, giving 
initial inspiration for the games style when 
he read the Steam Punk novel by William 
Gibson and Bruce Sterling (in fact the book 
starting the steam punk 

called the 


Difference Engine and in which it has 


is credited 
genre). The book is 
Charles Babbage kick-start the computer 
age in the Victorian age, with his analytical 


machine. 


The games he has worked on its design 
are Interphase, Chaos Engine, The Chaos 
Engine 2 and Z. 


Richard Joseph - Music 


Perhaps best known for creating the music to RoboCod. Richard 
started at Palace doing The Sacred Armour of Antiriad (or also 
known Rad Warrior) with Dan Malone and Cauldron II: The 
Pumpkin Strikes Back. Staying with Palace to do 
Stifflip & Co., Barbarian 1 & 2 and RimRunner. 


After Palace he worked on the game Wicked, Voodoo Nightmare, 
James Pond: Underwater Agent and International 3D Tennis. 
After so many hits, he was invited to join the Bitmap Brothers 
for the games Speedball 2: Brutal Deluxe, Cadaver, Gods, 
Magic Pockets and Chaos Engine. Whilst also doing the music 
for other games such as Knightmare, James Pond 2: 
Codename: RoboCod, Mega-Lo-Mania, Moonstone: A Hard 
Days Knight, Moonshine Racers, Lure of the Temptress, Putty, 
Wizkid: The Story of Wizball and Sensible Soccer series, to 


name but a few. 


Dan Malone - Graphics 


He started his career making intro 
screens for Palace with games like 
His first 
actual game with Super Thief and The 


Cauldron 1 and 2 and some . 


Sacred Armour of Antiriad (or also 
known Rad Warrior) on the Spectrum. 
He then joined the Bitmap Brothers to 
finish all the art on Cadaver. For his 
first Bitmap Brother game though, he 
of the park with 
Speedball 2: Brutal Deluxe, wowing 


knocked it out 


everyone with his graphical over haul 
on the first game. He continued with 


Chaos Engine, Chaos Engine 2 and Z. 


After the Bitmap Brothers he did 
Constructor, Harry Potter and the 
Chamber of Secrets on the GBA, 
SSX character design on the Wii, 
Brain Voyage (DS), Broken Sword: 
Shadow of the Templar’s - The 
Director's Cut, Horrid Henry games 
on DS and Tropical Stormfront. 


Stephen Cargill - Graphics 


Starting out on the Spectrum and the 
fantastic game Sir Lancelot. Steve 
would continue on all the 8-Bits with 
Fighting Warrior, Shadow Skimmer 
and Garfield: Big, Fat, Hairy Deal (on 


Spectrum and Amiga). 


He joined the Bitmap Brothers for the 
games Chaos Engine 1 & 2, and also 
did Z. 


MikeMontgomery - Additional Coding 
One of the founders of the Bitmap 
Brothers, he started his gaming career, 
converting Steve Kelly’s Computer 


Scrabble for the C64. 


After doing Amiga Karate and founding 
the Bitmap Brothers, Mike did the 
graphics for Xenon on the Amiga and 
did the coding for Speedball, but on 
later games took on a more managerial 
role, 


doing additional programming 


where required on all the Bitmap games. 


Graeme Boxall - Project Manager 
Has project manage, 
help design or produce 
such games as the 
Amiga & ST ports of 
Teenage Mutant Hero 
Turtles, Killing 
Cloud, Speedball 2: Brutal Deluxe, 
40 Winks, Driver and Flight of the 
Amazon Queen. 
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The Chaos Engine 2 


£24.99 - TIME WARNER INTERACTIVE - THE BITMAP BROTHERS 
- 1996 - 2 PLAYERS (S) - 3 DISKS (A500 & AGA) [M | V ] 


138 Releasing in December 1996, the gaming 
world had moved on to shiny Japanese CD 


consoles and Quake PC death matches to be 


AMIGA 500/600 
DIsK 1 


buying Amiga games. It also didn’t help that 
The Bitmap Brothers an their publishing 
division was going the financial turmoil, 
eventually selling to Time Warner Interactive, 
but delaying the game’s release still further. 


Even though this had the original team 
working on it and everyone else at Bitmap 
contributing to the game, it was a stressful 
time with the team developing and focusing 


on the game Z instead. And it shows with a 
rushed non balanced game, that was the Everything feels slapdash and 
Bitmap Brothers first true misstep. What we rushed in Chaos Engine 2, despite 
have here is the first game, with split screen. it years of development time. 

But putting the focus on two player modes 
and death-match competition. But in single 
player, the computer player is too brutal and 
good, to make the game any fun. 


Both the OCS and AGA version were included 
in the box, and it garnered good reviews from 
the last few Amiga magazine survivors (that 
were happy to review any game at this point). 
Sadly though, the game is quite rare with sales 


being terrible, and if rumours are true many 

of the games went the way of Atari ET and Whereas the sequels offer more, in 

ended up in a landfill somewhere in the UK. terms of playable characters, only 
four players are available. 


RGDS AMIGA TOP 50 GAMES 


A sad and disappointing swansong for the 


Bitmap Brothers on the Amiga. 


WHAT THEY THOUGHT 


‘It's a couple of years since the Bitmap Brothers released its smash 
hit The Chaos Engine and the game sold like hot-cakes because 
of the blend of playability, superb graphics and sound. The long 
awaited sequel, cunningly entitled The Chaos Engine 2, will be 
released this Christmas, virtually assuring the Bitmap Brothers 
another runaway success. 


The story is simple enough. Professor and mad bloke extraordinaire 
Baron Fortesque builds a time machine which he christens The 
Chaos Engine (it's got to sound sinister and scary—you couldn't 
he calling your time machine The Luv Bug could you now?) This 
cowboy contraption blows up because he's been using dodgy spare 
parts or something and four hapless characters are lost in time. 
The only way they can get back is to help Fortesque rebuild his 
dodgy machine. 


The one who makes the greatest contribution and gains the most 
points is granted his freedom. You can choose to be one of four 
characters: The Gent — a pretty swish looking character with a 
pony tail (always a sign of quality) and a trench coat. Despite 
being armed with a pistol, he relies more on his sense of cool to 
keep him out of danger. Then there is the Navvie — a bloke who 
looks like Bob Hoskins with a Zapata moustache and a lanky mop 
top. The slightly boring Brigand just looks shady and nondescript 
and finally, there is the Mercenary. It's not easy describing this 
guy because he just looks plain bizarre. The closest I can think of 
would be a grown up Charlie Brown with a psychotic grin and a 
pair of extremely thick Coke bottle bottom glasses. 


Many things remain relatively unchanged from the original Chaos 
Engine. However, unlike the original, CE2 puts more emphasis on 
having two players competing for the same prizes which adds 
considerable pressure and excitement to the game. The aim is also 
pretty much the same as the original — pick up as many bonus 
points as possible and find the key that enables you to leave that 
level and exit before your opponent. Sounds simple? Well it's 
anything but—when you're going head to head Quakewise with 
another opponent in a battle arena already packed with bad guys, 
the game gets very challenging. 


Your success in the game is now much more dependent on tactics 
— you can play the game with all guns blazing making sure your 
opponent is constantly under so much fire he won't pose much of 
a threat. Alternatively you can hide and mug the guy when he steps 
in your direction. Chaos Engine also includes a number of those 
little touches that add to a game. For instance, when your character 
runs out of ammo and you press your fire button, the little bloke 
faces the screen and gives a big comical 'ah well' type shrug. If 
you are trying to dodge enemy fire, the characters can flatten 
themselves against walls in a 'Starsky and Hutch in a gunfight’ 
fashion. Another touch differing from the original Chaos Engine 
is that you can run up stairs and jump down from parapets, adding 
(literally) another dimension to the game. 


Chaos Engine 2 is a great game. If you don't have the original, 
go and buy this. If you do, it differs sufficiently from the original 
to make it worth the money, so go and buy it anyway. There is 
everything you'd want from a game here. The graphics are smooth 
and flowing, the action non-stop and there is a huge amount of 
playability. ’ 


92% - Amiga Computing - Issue 109 - Feb 1997 - Hugh Poynton 


‘It’s good but not brilliant, 
Ts lots of fun with two players, 
and worth a look if you loved 


the first version.’ 


- Amiga Format 


The OCS/ECS version plays the 
same, just slower with more 
sombre graphics. 


Fans of Extreme Violence (or 
Atari Combat) will enjoy this 
versus split screen sequel. 


A psycho killer talking head, tells 
you where and what to do, on your 
road to nowhere. Let’s go and Burning 
down the house, baby. 
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Hulk smash, some levels are arena 
battles going full screen. 


The game has some much needed 
visual variety, lacking in the 
original game. 


At the end of each level you are 
given a tally of your loot and 
score, compared to your opponent. 


With two players this game really 
improves. It still feels incomplete 
game to me however. 


‘It's split-screen shenanigans ahoy, as you compete against either 
a second human player or a (bloody intelligent’) CPU-controlled 
opponent. And what fun' Just when you think you've collected the 
necessary objects. along comes Johnny Amiga. who shoots you in 
the back and nicks all your items! Of course you can do the same 
back, or - if you're feeling particularly clever - make use of the 
various power-up icons that appear around the level. Trap doors 
(anyone remember Spy vs Spy?) turn invisible, teleport the annoying 
sod all over the shop, and even freeze him to the spot while you 
kick him in! 


Looking at the screen shots you might be tempted to think that being 
able to see your opponent would spoil the surprises in store, but 
the reality is that you're generally too busy to watch what they're 
up to. and because the level decor is consistent, even if you do take 
a peek. you're not always sure exactly where they are anyway 


Probably one of the most commendable things about Chaos 2 is the 


fact that, though it works at its best as a cracking two-player game, 


the single-player game is lust as absorbing and thrilling Of course, 
you'll never enjoy trapping. tricking and cheating a CPU-controlled 
character as much as a mate. but believe me, you'll shout and swear 
with just as much fury when the CPU does you up like a kipper' So 
there we are, after all this time Chaos Engine 2 — an excellent 
game that proves the Amiga is still capable of producing products 
the 'wonder-consoles' and PC snobs will only ever be able to dream 
of Cool. 


Instruction face appears to tell you about the task that lie ahead 


for the coming match, There will usually be a number of different 


sections to work through in order, with the completion of one opening 
the door to the next. And remember, it's not lust about who gets out 


first, but who has the most points, so don't think you can let your 


opponent do all the work and then simply nick the key at the end 
— you're gonna' have to get your hands dirty too!’ 


90% - CU Amiga - Jan 1997 - Matt Broughton 


‘Despite the fact that you've four characters to from, you'll find the 
computer manages to control its character with consummate ease. 
The Navvy, for example, is supposed to be thick, slow and hard to 
kill, After just a couple of games on the early levels you'll realise 
that he seems to know where all the keys are and where all the 
short-cuts to the keys are as well. And as for slow, well, he manages 
to zip around the place well enough! 


In one player mode Chaos Engine is very very tough. That means 
plenty of challenge for you, but unfortunately I found the enjoyment 
dissipating sooner than I expected, simply because the computer 
seemed to have way too much of an unfair advantage. Two player 
mode? Great fun. 


OVERALL VERDICT: It’s good but not brilliant, Is lots of fun with 
two players, and worth a look if you loved the first version.’ 


85% - Amiga Format - Issue 93 - Jan 1997 - Andy Smith 
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SOME DAY, ALL SPORT WILL BE 
PLAYED THIS WAY 


it's two years since the tast ba’ was thrown on 
a Speedball pitch There are new teams, sew 
stadia and new rules. The arena is bigger. the 
players are tougher and the action is taster 
than ever before. 

The challenge is this. Take contro! of Brutal 
Deluxe, the worst tearn in Speedball history, 
and turn them into champions. 


SPEEDRALL 


BRUTAL DELUXE 
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Two divisions and |5 teams stand between you and the championship 


Take no prisoners 
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: Speedball 2: 
Brutal Deluxe 


£24.95 - IMAGE WORKS - THE BITMAP BROTHERS - 1990 
- 2 PLAYER (S) - 1 DISK [ M | V | V_CD32 ] 
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Speedball 2: for me personally, this is the best video sports game created. Mixing 
in American Football with the 1975 film Rollerball works so well, as the amazing 
Dan Malone artwork draws you in. Its presentation is up to The Bitmap Brothers 
best, with Nation XII providing the title track and Richard Joseph on hand to 
bring it to the Amiga. In game the sound is great as well, with you feeling every 
crunch and thump as your player combatants battle their way through, to the 
roaring of the crowds, with vendors shouting out their ice cream wares. 


But what makes Speedball 2: Brutal Deluxe is the complexity and multitude of 2 
winning, set it apart. A true champion wont go for the goal, but to the side of on the combatants. This is easier to 
the arena. Here there are stars, which if you throw the ball at one lights up for distinguish, but looks a lot uglier in my 
points, light up all five and get even more points. There is also the electrifier to opinion. 

charge up the ball, making it orange and sending anyone unlucky enough to be 
in the balls path tumbling. But the most important part of the arena is the multiplier 
wheel, throw a few times around this and when you do finally score, it will give 
you multiplied points. Of course the multiplier and stars, can be taken away of 
your opponent so it becomes a real battle. 


And that is whats so amazing about the game, is not only is it a highly polished 
game, but incredibly in-depth, making it so compelling for both two player and 
single player battles. So ignore the nay-sayers, or the shameful fact we put it at 
position 17, and play this gem today on the Amiga, with proper joysticks and 
like-minded souls, to have one of the best things two people can do together. 


All the players you can buy in 
Speedball 2 : Brutal Deluxe > 


|_| WHAT WE THINK? 


DRISKY SAYS: Paes 
ince 


AMIGA 


Of all the changing positions from my personal top 50, after it went 
through the meat grinder of Ric and Kingy’s choices, this one raised my 


eye-brows the most. You see on my original list, it was my number 
one Amiga game, yet after Kingy (who detests the game, and Ric who 
is pretty indifferent to it), the game dropped down to number 17. 


I personally think, those who don’t rate Speedball 2, either don’t get it 
(such as its not about scoring direct goals, but getting the multipliers) 
or they got their ass handed to them when playing the game, and decided 
it was the game being crud, as opposesed to their lack of Speedball 2 
gaming prowess. So don’t listen to the nay-sayers, don’t play the inferior 
Mega Drive or ST versions, and play Speedball on the Amiga, with two 
proper joysticks and with two human players, then come and join me 
revering the ultimate Amiga game (and proving Ric & Kingy wrong). 


RETRORIC SAYS: 


I do like the quality of Bitmap Brothers’ games on the system, and I 
can understand why Drisky has so much love for this one. As for it being 


the best video sports game, that might be true on the Amiga perhaps 
(SWOS cough cough), but I can think of a lot of games that are much 
better on other systems like Windjammers or NBA Jam for example. 


1 4 4 I just don't think there's much fun here in the 1 player mode, it feels a 
bit lifeless and has very stiff controls. If it had more of an arcade quality 
about it, I would be singing its praises. Rollerball is an OK film, not 
one I go back to if at all, but I'd rather re-watch Rollerball than play 
Speedball 2. Two Player mode is where this game shines and would 
elevate the experience to something much more enjoyable, but I tended 
to play Amiga games in single player mostly, and this wasn't in the 
rotation of games I did play with friends back in the day. 


KINGY SAYS: 


Speedball wasn't a series I played much - aside from Sensible Soccer, 


I steered away from sports titles. At this point, Amiga gaming was 
more about my solo gaming experience. I socialised with non-gamers, 
and when I came home, I indulged in my Kingy-no-pals hobby, which 
I just loved. Speedball 2 is meant to be played with mates and feels 
rather soulless against the computer. I can't take anything away from 
how good this game technically is - from an objective point of view, 
it's an original and highly addictive (so I'm told) futuristic sports title. 
Can I get into this? No, not even to this day. The ship has sailed, so 
even if I play it with mates, I get bored and insist it's overrated. 


RGDS AMIGA TOP 50 GAMES 


NO DISK 


LATTACH EDS "| 


WHAT THEY THOUGHT 


‘Incredible! The ST version was good. but the Amiga version has 
everything! Smooth scrolling, a new 32 colour pitch and totally 
amazing sound (you can even hear the icecream vendor in the 
crowd). And there's taboo intro music composed by new band Nation 
12. For sheer playability and depth, Speed-ball 2 is probably the 
best sports game ever seen on the Amiga! Go for it, or alternatively 
feel rather stupid. ’ 


97% - C+VG - Issue 112- March 1991 


‘While I liked the original, I can't say I was crazy about it. The 
rapid action and lightning deflections made for some superb two- 
player games but the league got a bit repetitive. With II there should 
no such problems with a comprehensive management option and, 
most importantly, a much more sophisticated game. 


Reactions and sheer aggression are no longer enough (although 
this is a terrifically violent game); the bonus features are critical 
for winning matches. If your opponent's dumb enough to only bother 
about the goals, you can easily dummy him into defending the wrong 
direction, while you rock up the points off the walls. 


The bigger pitch — which seems a lot larger than simply twice the 
size of the original — gives a roomy feel which makes passing 
essential. My only real disappointment is the lack of a radar scanner 
and multi-player league, but this apart, Speedball II is a magnificent 
game. It plays superbly, generating more aggression and excitement 
than half a dozen wars and the presentation is excellent. 


For once, a games graphics, in this case a kind of neo-fascist 
brutalism, generate exactly the right atmosphere — ominous and 
realistic, they completely outclass the set designs for the Rollerball 
movie. Without doubt the best two-player game since Kick Off II, 
packed with violence and speed, this can't fail to be a hit.’ 
96% - Zzap! 64 - Issue 71- March 1991 - Stuart Wynne 


‘Summing up Speedball II is an almost impossible task. It retains 
the basic gameplay of the original, but expands on practically every 
part of it. The managerial side is easy to get into and the various 
stats of each player do actually make a difference to the gameplay. 


The new enlarged pitch makes for a faster game which involves 
more passing and dodging skills, and the new pitch-side features 
add even more variety — as does the improved violence! In fact. 
there is absolutely nothing to fault in Speedball II, the people 
involved have produced a sequel which far exceeds any of my high 
expectations and, in the process. have created a game which is 
without a doubt a classic.’ 


95% - CU Amiga - Feb 1991 - Steve Merrett 


‘Without doubt the best 


two-player game since Kick 
Off IT, packed with violence 
and speed, this can't fail to 
be a hit.’ - Zzap! 64 


The goalies are particularly tough, 
so running at them to score a goal, 
isn’t going to work. 


in between matches, you can 
cybernetically enhance your 
combatants, to improve certain 
abilities. It’s important to be 
tactical with what you do here, 
to succeed. 


Play begins with the ball being fired 
up in the air by a machine, this 
makes it always a fair beginning. 


Slide tackling is a great way to 
win the ball from the opponent. 
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You start off with pretty 
ordinary looking players, but as 
you buy better players, then they 
become a lot cooler looking 
along with far tougher and 
Skilled. 


Using the stadium walls, to 
ricochet a pass to out-wit the 
goalie and defence, is pure joy. 


Passing the ball and capturing it 
in mid-air, is the key to scoring. 

Fast attacking is the only way to 
beat the goalie and defence. 


Using the elecro-bouncers to turn 


the ball orange, means its extra 
destructive and will knock players 
in its path out the way. 


Seeing the players celebrate the 
goal, with an up-close camera 
image, is a neat touch. 


bes 


EXPOSED 


eo), 


Viz 
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‘The game can be played in a number of ways. You can play as the 
team, trying to climb up the divisions and win the league; as the 
team manager, giving training and coaching decisions then sitting 
back to watch the team in action; or just play in a straight knockout 
competition to win the Speedball Players Association Cup, 


Whichever section you decide to choose, you need to get to grips 
with the training section. This involves spending money on various 
pieces of equipment for your team members to train with. You can 
train.up a single player, a group formation or the whole team. If 
you want to add some spice to your team, then check out the transfer 
market to get yourself a star player.’ 


94% - Amiga Format - Issue 20- March 1991 - Maff Evans 


‘ST Main Review: The original Speedball is regarded by many as 
a bit of a mixed bag. It's tremendous fun to play, attractive to the 
eye and has lots of original touches, but at the same time you 
couldn't help but think that something more could have been done 
with it. In creating this sequel, Bros has very wisely left intact 
everything that made the original great - primarily the basic premise 
of the gameplay - and expanded and improved everything that didn't 
work too well or was missing. 


The most notable improvement, the size of the pitch, opens up a 
whole new world of gameplay and strategy, with the ability to make 
long passes, cross-court throws, and develop more elaborate tactics. 
The extra pitch features, particularly the Double Playfield ramp, 
also serve to make matches more frantic and enjoyable without 
distracting you from the overall objective - Both Management and 
Gym sections are welcome additions (one of the things that most 
Speedball players asked for was more flexible control of the teams} 
and, for once, do have a noticeable effect on the game itself - just 
try buying one of the Star Players and see what happens! 


Dan Malone's stunning visuals give the whole thing the polished 
look it deserves, and presentation i s flawless, right down to the 
wailing sirens of the Medic Droids as they transport an injured 
player off the pitch | Speedball II is a tremendous improvement 
over its illustrious predecessor. You simply cannot do without it. 


On Amiga: With 32 colour graphics and ei4ianced sound on the 
cards, Amiga Speedball II promises to be marginally more 
impressive than its ST counterpart.’ 


94% - The One Amiga - Issue 26- March 1991 - Gary Whitta 
‘So the question is: Is Speedball 2 better than the original 
Speedball? The answer, of course, is: who cares? Both games stand 
up and crap on most others from a great height. I'd look on the 


original as a good way of weaning yourself onto the sequel. 


All the tactics of the first can be used in the second, as well as a 


few sly, underhand, cunning, new ones as well, especially the 'after- 


touching’ of balls (rugby shower-rooms again you see) and actually 
killing other players (rugby yet again). 


The new instant replays, the massive league system, the ability to 
really nurture your teams - with all these features, the Bitmaps 
should've taken a leaf out of SWIV's book and named the sequel 
something like Speedball 69. (At least then I could have a rude joke 
to finish on.)’ - ATARI ST REVIEW 


93% - Zero- Issue 15- Jan 1991 - David McCandless 


‘Artist Dan Malone has really done the business with the graphics. 
The front-end presentation. game over screens and the like are 
stunning. Its not often that an artist of this standard manages to 
master the medium of computer graphics. When it comes to the 
games themselves. there's no downturn in the quality of the visuals. 


Now you get far more explicit views of the players beating each 


other up. with some great touches like the 3D effect as a player 
leaps up. enlarged palm at the ready. to grab the ball from the The intro screen gives a great 
air. Kick Off 2's goal celebrations are rivalled here as the scorers feeling of scale, of the 
drop to their knees. fists aloft, wearing a cheesy grin to rival that Speedball 2 stadiums. 

of George Formby. 


The standard of original game design seems to be on the up. 
Almost everyone seems to think they can design a game. but in 
reality. design talents are a rare commodity. Apart from its highly 
addictive gameplay, Speedball 2 is one of the most interesting 
games I've seen in ages. Dan Malone's comic book background 
seems to have inspired a far more involving game than a simple 
sport simulation, with the "Souvenir Programme" included in the 


package taking the idea further still. Whatever the reasons behind 
its appeal. Speedball 2 has plenty of it, and must be the first What’s is so awesome _ about 
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essential buy of this excitingly palindromic year.’ Speedball 2, is there are multiple 
ways to score. Hitting the stars can 
91% - AUI - Vol 5 No3 - March 1991 - Tony Horgan build up extra points. 


‘Few the ST version was great, but the Amiga version is little 
short of amazing. The pitch seems to scroll more quickly and 
smoothly, and play seems faster (although the Bitmap swear that 


both versions am identical speed-wise. 


The Amiga ’s graphic superiority is utilised to produce better pitch 
detail and the support screens are drawn in 32 colours. But the 


most impressive improvement is the sound. The crowd roars, 
players grunt and groan as they get beaten up, and the Player injuries, are carted away 
commentator shouts out "Replay” and “Get Ready”, there's even by medical bots. 

a vendor in the crowd yelling ice cream! Ice cream! It’s one of 
the best examples of how great sound, can really add to a game, 
and easily makes this the future sports sim to buy.’ 


903/1000 - ACE - Issue 43 - April 1991 


‘Before I rant on saying how good Speedball II is, I'd like to say 


that the original Speedball used to be my favourite, but I hasten 
to add that now the superb sequel has taken up its throne. ' . TNT PN at a , 
Everything about the second version is bigger and better (apart Goooaaal!!! In your face! JON- 
from the price!), and I'd even say that Speedball II is by far the A-THAN. JON-A-THAN. JON-A- 
best game to appear on the Amiga for a long time. I don't care THAN. JON-A-THAN. JON... 
what you do, even beg, borrow or steal a copy of this excellent (That’s Rollerball you dolt - Ed) 
game.’ 

87% - Amiga Action - Issue 15 - Dec 1990 - Alex Simmons 


Shades: Increase Bottle: Boosts the Gloves: Improve Power Elbow: 
players agression. old stamina. throw accuracy. Stonger throws. 


& <2 
bal “¥. The real secret to winning in 
=? Speedball 2, is using the 
multiplier wheel. This means 


Boot: Collect for Chest plate: More Helmet: Increases Shoulder Pad: i 
extra speed barge resistance player intelligence Barge strength when you do score a goal you 


get loads more points per goal. 
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‘In the year 2095 the sport of Speedball was cirri/en under-ground. 
In a desperate attempt to regain public support. a Speedball council 
was set up. New rules were brought in to make the game more 
appealing. Teams were renamed and stadia rebuilt, Speedball 2 was 
born! 


Soon 16 teams were contesting the coveted Speedball 2 trophy. One 


of the new teams is Brutal Deluxe. You are their manager and as 


Despite easier to differentiate the 2105 season begin, your hopes are rig high. the pitch has 
between teams, I never could changed, its now 100 per cent larger! In addition to the usual goal- 
get used to the bright body mouths. there ore now four ways in which to accumulate points. 
armour in the AGA and CD32 Scoring goals will earn your loom ten points. Hitting one of the 
version of the game. two bounce domes will earn you two points. Illuminating one of 


the stars on the side of the pitch will gain you on extra two points. 
while lighting all five will provide an additional bonus of ten. Taking 
out an opposing player will also score you ten points. The game 
also features a score multiplier. Every time you throw the ball Into 
the multiplier the points you score will be increased. Naturally, if 
the opposing side has control of the multiplier you can reduce his 
score by using it yourself. 


Speedball 2 also sees the inclusion of pick-ups. Should one of your 


players collect a pick-up he'll gain a special ability. These range 


Pick-ups are randomly strewn from freezing your opponent and reversing his joystick controls. to 
around the arena. This gives giving your team members maxi-mum attributes and making your 
you combatants extra powers or players immune to all tackles. In addition to the pick-ups, players 
money to spend on upgrades for may also grab other goodies. Tokens will help you pay for extra 
the next game. training players. Armour and weaponry will increase Individual 


player's attributes. 


There are two play modes in Speedball 2. The first, Ike the original 
Speedball, sees you controlling the team. The second puts you in a 
managerial role. You train and coach the players while the computer 
controls them during the actual match time. 


There ore three competition modes - a knockout tournament, the 
league and the cup. A special practice mode lets you perfect special 


moves and tactics. However. your team won't find their way to the 


The teleport holes are a good top easily. As well as skill, you'll also need cash. Using the tokens 
way to pass the ball from one you can increase your players' attributes. In addition you can also 
side of the arena to the other. peruse the transfer tables for prospects. 


At the end of the day it's goals that count. Only the elite will win 
the way to the top. but in the cup games its anyone's bet. What are 
you waling for? Pod up and head for the tunnel. Speedball 2 is 
here.’ - THERE WAS NO REVIEW SCORE GIVEN IN THIS PERIOD 
OF THE MAGAZINE. 


NO SCORE - Amiga Computing - Issue 34- May 1991 


Bounce domes are another way 
to get additional score in the 
game. 


Timing your jumps to catch the 
ball is key to your success. To see more the fantastic Read Only Memory site 
and book has loads more 


‘It's the football game that could only ever exist on a computer 
screen and that not only dazzles the eye, but also sets your heart 


pumping. The two-player option fills my head with the son of 


superlatives that most reserve for Sensible Soccer. Speedball's 
conversion onto loads of different machines and consoles shows 
what a winner it is, but we had it first on the Amiga, and now 
we've got it for a tenner, so ner-ner-ner-ner-ner to them. A 
complaint? Oh alright then. The players only have a thin coloured 
headband to show who's on which team. Since everything's 
whipping about at such a pace. it's hard to see which are your 
guys, which gets a bit annoying. Other than that, it's one of the 
tip-toppest games of all time.’ - RE-RELEASE BUDGET REVIEW 
- £9.99 


92% - Amiga Power - Issue 35 - March 1994 
- Mark Winstanley 


‘The one-player game puts you in control of 'Brutal Deluxe' — 
the worst team in Speedball history, kind of like a 21st century 
West Bromwich Albion. From here you can play a knockout 
competition playing against progressively tougher teams ‘til you 
lose. There's also a cup option played over four two-leg rounds 
but the main challenge is in the full league. In this, Deluxe begin 
in division two with their eventual aim being to win promotion 
and go for the title. 


Should you prefer you can elect to manage the team, buy and 
sell players and let the computer handle events on the pitch. 
Now, hang on a mo... Ah, crash me another ten minutes lads, I'll 
finish the review in a second... ha! Stitch that ya funk wit! What 
makes Speedball 2 so addictive is its frenetic pace. It's full-on 
from start to finish with hardly a moment to breathe. This doesn't 
mean it's a no-tactics free-for-all; skillful passing, manipulation 
of on-court devices and, most importantly, gaining control of the 
points multiplier call for a measure of method amid the manic 
madness. I must say the management option's a bit pointless, 
though. 


The fun's in the game, and its challenge will keep solo speedsters 
happy for ages. With this in mind, the superb two-player mode 
just serves as the icing on the cake and provides a great 
alternative to Sensible Soccer for head-to-head action. Speedball 
2's a not-to-be-missed experience at an unmissable price.’ - RE- 
RELEASE BUDGET REVIEW - £9.99 


o - Amiga Force - Issue 16 - March 1994 - Miles Guttery 


Do well enough in the league and 
you will be promoted from Division 
Two to Division One. 


Corporate society is an inevitable destiny. 
A material dream world. Everything man 
touched became attained. (Are You 
quoting Rollerball again? -Ed) 


Thunder Thighs are Ho!...Building up 
key members of your team are important 
in your future games’ success. 


At the end of the match, those left standing 
hobble to the centre of the arena. 


- LIF 
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fl. two years since the 

; last ball was thrown on a 
‘ Speedball pitch. There are 
new teams, new stadia and 
new rules, The arena is 
bigger, the players are 
tougher and the action is 
faster than ever before. 

The challenge is this. 
Take contro! of Brutal 
Deluxe, the worst team in 
Speedball history, and turn 


them into champions. 


Take no prisoners 


Srotnees 


1@@0 THE MITMAr BMOTHE MS 
1900 MNMONGOrT LTO 
PAAOE WOHIR BE Tete HOE 
tee SOuriweem Greet 
LONDON S41 Ow 

Te OF GPR ven 


I's a goal! Celebrate that moment ef glory ia style 


A Publishing 
Partnership 


The US box art by Konami, is different to the European version. 


‘Some games don't age. They might start to look old. And, while 
playing, you might say to yourself, "Hmm. that scrolling's a bit 
dodgy: But underneath they're as timeless as sensible trousers or 
a Lagavulin 16-year-old. Speedball 2 Is like that. And now is on 
the CD32. 


And although in most respects it's exactly the same as Its keyboarded 


You have done it, Brutal 
Deluxe is top of the league. alteration —your opponents are now a different colour. Taken out 
of context this might sound a bit odd, but anyone who's played the 


cousin, the CD32 version has a small but intensely significant 


original game can't help but be overjoyed that Instead of having 
differently coloured headbands, the combatants (and not players as 
most people call them) are completely different, colour wise. And 
that's it apart from the sampled crowd noise that gets really annoying 
(really quickly) and some music that plays when you load the game 
up. Other than that. Is great. Its violent. Its fun. And Its a challenge. 
So get it. 


THE BOTTOM LINE its a great game. And at a bargain 93 'budget' 
price. : No-one should resist it.’ 


- RE-RELEASE ON CD32 REVIEW - £14.99 
93% - Amiga Power - Issue 50 - June 1995 - Paul Mellerick 


[Other Reviews: G: 94%(ST), D: 9/10, J: 90%, 
ACAR: 82%, JK: 80% (ST), PP: 72% (ST) 

R: O: 95%, O: 90%, AF: 9/10, AUI: 85%, AA: 83% 
CD32: AUI: 93%, CU: 93%, AA: 92%, AF: 91%, AC: 
90%, O: 83%] 


Some people are born to lift heavy weights, 
ey, some are born to juggle golden balls. 

- Max Beerbohm Dan Malone - Graphics 
P He started his career making intro 
WHO MADE IT screens for Palace with games like 
Cauldron 1 and 2 and some . His 
Eric Matthews - Designer first actual game with Super Thief 
and The Sacred Armour of Antiriad 
One of the founders of the Bitmap (or also known Rad Warrior) on the 
Brothers, and the one who always wore Spectrum. He then joined the Bitmap 
the cool shades in the photos. Brothers to finish all the art on 


Cadaver. For his first Bitmap Brother 


His first Amiga game was game though, he knocked it out of the 


and Wonderbook games. He also was 
Creative Director on 
24: The Game, Heavenly Sword, 
Resistance 3, inFAMOUS: Festival of 
Blood, Little Big Planet 3 and 


Amiga Karate, where he met the other park with Speedball 2: Brutal Deluxe, 
Bitmap founders, in the early days he wowing everyone with his graphical 

~n tended to do smaller bits of work. But over haul on the first game. He 

<a) with Speedball 2 : Brutal Deluxe he continued with Chaos Engine, Chaos 

= really came to his own, with his nose Engine 2 and Z. 

N for good design. He then continued with 

i) the concept and design of Cadaver. After the Bitmap Brothers he did 

S Following with the design of Gods, Constructor, Harry Potter and the 

an Chaos Engine and after the Amiga Z Chamber of Secrets on the GBA, 

Q and its sequel Steel Soldiers. SSX character design on the Wii, 

2 Brain Voyage (DS), Broken Sword: 
After The Bitmap Brothers he joined Shadow of the Templar’s - The 

NS Sony and worked on designing the more Director's Cut, Horrid Henry games 

2 casual games such as Singstar, Eyetoy on DS and Tropical Stormfront. 

= 

x 

~n 

.) 
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7 Robert Trevellyan - Coder 

After Speedball 2, Robert did port 
conversions for Cadaver (DOS), Chaos 
Engine (AKA Soldier of Fortune on 
SNES). He then did Gameboy Advance 


(GBA) games for Saban's Power Rangers: 


Time Force, Spider-Man: Mysterio's 
Menace, Crash Bandicoot: The Huge 
Adventure, Crash Bandicoot Purple: 
Ripto's Rampage, SpongeBob, 
SquarePants: Battle for Bikini Bottom, 
Bruce Lee: Return of the Legend, X2: 
Wolverine's Revenge, He also coded 


Disney games on the GBA such as Finding 
Nemo, The Lion King 1 %, Brother Bear. 


He then did the coding on many of 
Dreamworks titles on the GBA such as 
Shrek 2, Shark Tale, Shrek 2: Beg For 
Mercy, and on Nintendo DS and GBA: 
Madagascar, Madagascar: Operation 


Penguin, Over the Hedge and Codename: 


Kids Next Door - Operation: S.O.D.A. 
He also did the GBA version of Ultimate 
Spider-Man. 


Richard Joseph - Music 


Perhaps best known for creating the music to 
RoboCod. Richard started at Palace doing 
The Sacred Armour of Antiriad (or also 
known Rad Warrior) with Dan Malone and 
Cauldron II: The Pumpkin Strikes Back. 
Staying with Palace to do Stifflip & Co., 
Barbarian 1 & 2 and RimRunner. 


After Palace he worked on the game Wicked, 
Voodoo Nightmare, James Pond: Underwater 
Agent and International 3D Tennis. After so 
many hits, he was invited to join the Bitmap 
Brothers for the games Speedball 2: Brutal 
Deluxe, Cadaver, Gods, Magic Pockets and 
Chaos Engine. Whilst also doing the music for 
other games such as Knightmare, 
James Pond 2: Codename: RoboCod, Mega- 
Lo-Mania, Moonstone: A Hard Days Knight, 
Moonshine Racers, Lure of the Temptress, 
Putty, Wizkid: The Story of Wizball and 
Sensible Soccer series, to name but a few. 


Mike Montgomery - Additional Coding 


One of the founders of the Bitmap 
Brothers, he started his gaming career, 
converting Steve Kelly’s Computer 
Scrabble for the C64. 


After doing Amiga Karate and founding 
the Bitmap Brothers, Mike did the graphics 
for Xenon on the Amiga and did the coding 
for Speedball, but on later games took on 
a more managerial role, doing additional 
programming where required on all the 
Bitmap games. 


Steve Kelly - Additional Design 
One of the founders of The Bitmap 
Brothers and a real hero of mine, first 
working for Psion, doing the amazing 
Spectrum racer Chequered Flag, he then 
did the awesome Computer Scrabble also 
on the Spectrum, then Backgammon, 
followed by the stunningly good tennis 
game Match Point. 


After doing a virtual book called Magic 
on the Spectrum, Steve’s next game was 
Karate on the Sinclair QL and Atari ST. 
It was the Amiga port of Karate. Here he 
finally met Eric as well as Mike and they 
found The Bitmap Brothers. At The 
Bitmap Brothers he worked on Xenon, 
Cadaver, Cadaver: The Pay Off, 
Speedball 2: Brutal Deluxe, Chaos 
Engine 2, and Steel Soldiers. 


Graeme Boxall - Additional Design 
Has project managed, help design or 
produce such games as the Amiga & ST 
ports of Teenage Mutant Hero Turtles, 
Killing Cloud, Speedball 2: Brutal 
Deluxe, 40 Winks, Driver and Flight of 
the Amazon Queen. 


- LIF 


AXQTAd TVLOUG °C TIVEdCddds 


153 


RGDS AMIGA TOP 50 GAMES 


The pitch has undergone a lot of changes for the 
new league, including a larger arena and a whole 
host of scoring methods: 


NA 


Sr i ow 
-— - 


* 


cz GOALS 
The basic method of scoring. 
Scores: Ox - 10, 1x = 15, 2x - 20. 


ELECTROBOUNCE 
Charge the ball up so that opposition players are” 
automatically tackled when they try to pick the 
ball up. The charge lasts until the apposition gain 
posession or the ball stops moving. The effect 
can be increased so that more players are 
tackled with the Multiplier, 
Effect: Ox = 1 tackle, 1x - 2 tackles, 
2x - 3 tackles. 


WARP GATES 
Transport the ball to the warp gate on the 
opposite side of the pitch. 


SCORE MULTIPLIER 
Throw the ball up the ramp to increase your 
scoring-rate first by 50% (1x) and second by 
100% (2x), The opposition can cancel the muiti- 
plier by throwing the ball through themselves 
before boosting their own rate. 
See the scoring methods to see the effect of 
the Multiplier, 


STARS 
Give 2 devious method of scoring extra points, 
since @ useful bonus is gained for hitting all five, 
Scores: Ox - 2, 1x - 3, 2x-4, 
Bonus: Ox- 10, 1x - 15, 2x - 20. 


BOUNCE DOMES 

Send the ball flying away and give a 
bonus score when hit, 

Scores: Ox —2, 1x -3, 2x-4 
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Imoge Works, Hi y House, 66-73 Shoe Lane, 
London, EC4P 4AB, Tel: 01-377 4645 


Speedball 


£24.99 - IMAGE WORKS - THE BITMAP BROTHERS 
- 1988 - 2 PLAYERS (S) - 1 DISK [M | V ] 


(Py) 


Speedball plays a lot differently to its sequel. 
Here it is a much smaller arena, and so it all 
moves at a blistering pace, feeling more like 
five-a-side football, than more open sequel. The 
game is still a huge amount of fum, with some 
nice ideas, like bribing the ref, and nice nods to 
the 1975 film Rollerball. I am also quite a fan 
of David Whittakers title track music along with 
Mark Colemans metallic art. It definitely got 
outdone in every way for the sequel. But this 


is still a lot of fun, being well worth your time. 
DRISK 


The game looks a lot more basic 


——$————————— to the sequel, but on its release, 
the game looked mighty 
impressive. 


ONE PLAYER KNOCKOUT 


70 PLAVER GAME 
OME PLOVER League 
DEMO GeMe 


I love the spiked metallic gauntlet, ' (SAVE GAPS 
impatiently knocking on the led in : Lone KNOCKOUT 


the menu. This is a cheeky nod to 
the 1975 film Rollerball. 


I love the spiked metallic gauntlet, 
impatiently knocking on the led in 
the menu. This is a cheeky nod 
to the 1975 film Rollerball. 
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‘It’s the most compelling, 
addictive and fun footy- 
combat hybrid I've ever 


played Period.’ 


FREE! 


- Commodore User 


I do enjoy the metallic clean 
artwork of Mark Coleman in the 
Speedball game. 


At the beginning of each new 
kickoff, a machine randomly fires 
the ball out in a direction. 


The much smaller arena, makes 
the game a lot more frantic than 
its sequel. 


COUN OPS: JAPAN'S HEV WAVE 


WHAT THEY THOUGHT 


‘Question What do you get if you cross foot-ball with rugby, 
Rollerball. and throw in a bit of Brooklyn Ultra Cricket for good 
measure? Answer. Speedball. Probably one of the best games yet 
to grace the Amiga (Brooklyn Ultra Cricket?! - Ed). 


In Speedball, you control a gang of five 'ballers, in what is the 
game of the future (where have I heard that one before?) The basic 
rules are pretty straight-forward. The play area is a steel-wall 
encased arena with a goal at either end Two teams compete, and 
the aim is to get the ball into the opponents goal more often than 
the opposing side. ‘Sfunny game. you say, isn't that just like football? 
The ball is carried, and after that there are no rules as such because 
once you get the ball, you've got to try and stop your opponent 
from robbing you, and basically he doesn't care how he gets it. The 
best way to go about this, and in effect one of the only two ways 
to do it, is to slug the nearest opposing player right across the 
chops. This effectively gets him out of the way for a few seconds 
and gives you a bit of breathing space. After that you should belt 
up the pitch and whizz the ball in the back of the net. 


Speedball is amazingly violent. You can beat up other players to 
make it just that little easier to get to the goal. The off-the-ball 
tackling makes Paul Davies look like Ronald McDonald. More 
importantly, you can beat up the goalie, which makes it easier to 
score than aiming a half chance at Bobby Mimms. Naturally, of 
course, the opponent will do the same thing to you, which lust adds 
to the fun. 


In a game as warped and violent as this one, corruption naturally 
fits in quite nicely. and corruption there is. At various points, items 
will appear on the track These range from weapon tiles, which 
basically turn the ball into a weapon. effectively knocking out any 
opposing players who try to catch it, through to an item that reverses 
the opponent's control — just like a tab of ecstasy. 


You can also pick up credits and this is where the dodgy dealing 
comes in. Credits are useful things, credits can be used to buy extra 
time, a useful investment if you are just one goal behind at the end 
of a game. They can also be used to buy extra goals, bribe officials, 
reduce the opposition's skill, and increase your own. Speedball also 
comes complete with a wide and extensive set of options. These 
range from starting a league or knockout championship against the 
computer, or playing a two player league, that can last anything 
up to 100 weeks Thankfully there's a full save/load option. 


Graphics are fab The vertical scrolling of the pitch is amazingly 
smooth and the full screen format works really well. The definition 
of the characters is very clear, and the photographs you get of the 
leader of each team, and the fist which impatiently pounds an 
armoured leg whilst the game waits for you to make a decision is 
comic book quality. 


Sound takes the form of a particularly boppy tune and some nice 
sampled effects for ricochets, tackles and goals. Its all pretty 
atmospheric stuff, and the horn which sounds at the end is a gas. 
If you haven't got an Amiga this could provide the incentive to go 
out and buy one. It’s the most compelling, addictive and fun footy- 
combat hybrid I've ever played Period.’ 


92% - Commodore User - Dec 1988 - Tony Dillon 
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‘By the looks of things, the Bitmap Brothers are becoming a force 
to be reckoned with, what with Xenon already under their belts 
and now this! Speedball is brilliant — superb graphics, excel-lent 
gameplay and wonderful presentation. What more could you ask? 


Let's start with the visuals ... well, Bitmap certainly know how 
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to program graphics, that's for sure! Everything looks as if you 
could reach into the screen and touch it. Playing the game is as 


much of a joy as looking at the graphics. The action is fast and 
competitive and will keep sports fans playing for a long time: 
what I really liked was the fact that there are no real rules — Before each match, you put on your 
you can bribe people for extra time or to change the result, or spiked metallic gauntlet, ready to do 
you can simply punch somebody in the gob to get the ball off _ battle. 

them! No questions — just buy it!’ 
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91% - Zzap 64! - Issue 45 - Jan 1989 - Gordon Houghton 


‘Fouling features prominently in the game, and is an essential 
tactic. There two basic methods. Hitting the fire button while 
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running launches your player into a violent sliding tackle that 
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should release the ball. Far more experienced pugilists opposing 
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players meeting 


normally results in a heated fist fight. Again the fire button causes 
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your player to land a dough-boy onto the face of his opponent. 
One punch Is enough to put a player out of action for a few 
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seconds (remember, part of a Speed-baller's armour consists of 
a deadly spiked metal gauntlet!). In addition to the dirty game 
tactics. the opportunity to nobble your opponents even further Bounce domes appear in different 
is provided by the novel 'power-up' weapons system. From time locations for arenas. They can be 
to time, floor tiles in the arena release round spinning tokens. used to deflect the ball. 

Collect these, and they can be traded in at the intervals for extra 


157 


features and advantages in the next game.’ 


90% - The One for 16-Bit Games - Issue 2 
- Nov 1988 - Gary Whitta 
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Credits randomly appear around the 
arena, to buy upgrades and bribe 
the ref for future games. 
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PEDUCE STeMINA 


After the game, you can spend your 
credits, to improve your players or 
bribe the ref. 
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The intro screen of a metal 
gauntlet fist punching through the 
screen, is iconic. 


Power-ups are also randomly 
strewn around the arena to give 
you combatants a variety of 
actions. 


Some versions comes with a cool poster. 


THE FUTURE IN YOUR HANDS@ « 
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‘One of the first 16-bit shoot-'em-ups to make any impact was Xenon, 
whose transformable combat vehicle was featured in the Get Mucky 
game of ITV's Get Fresh. The highly-acclaimed blast was program- 
med by the bizarrely-named Bitmap Brothers, a memorable moniker 
which hasn't appeared on the shelves since. Now, snapped up by 
Imageworks, their future looks bright — and violent. 


Speedball is a future sport - society has become bored with its 
humdrum day-to-day existence and is constantly searching for new 
ways of stimulation. Anything goes in Speedball, so the involved is 
an exciting addition to sport. Taking place in a shiny sports arena, 
two teams of five players -two attacking. two defending and a 
goalkeeper, fight it out. Their aim is to get a metal ball into the 
opposing team's goal zone as many times as possible within an 
allotted period. There are no real rules, and players can barge, 
tackle and punch their opponents. Options are set up before a match 
commences. A single player can compete in a league or knock-out 
championship (against computer-controlled teams), or two human 
players can face each other for fierce rivalry over ten to 100 weeks 
(a week is a single match). Human players select teams from the 
three available. Match statistics follow, plus the skill. stamina and 
power of team captains. 


The match commences with the ball being spat out in a random 
direction by a centrally positioned launcher. The ball is picked up 
by guiding a player over it, then charging along the vertically- 
scrolling pitch towards the opposition's goal. The player currently 
under control is highlighted by a square sight, and can punch, slide- 
tackle, and jump into the air to catch a thrown ball. When in 
possession, the ball can be thrown at a height determined by how 
long the fire button is depressed, but its flight-path can be hindered 
by hemispherical arena features. 


Help comes in the form of icons. which can be picked up from the 
arena floor. Identified by their letter, they give: increased stamina. 
decreased opponent stamina, tackle protection, automatic 
possession, reversed joystick control, a single- or 8-direction 
stun-mine, temporarily frozen or slowed-down opponents. 


Credits are collected and allow post-match alterations of a similar 
vein to temporary match icons, but also allow you to bribe officials. 
Extra time can be awarded and even scores altered if you're so 
inclined. Speedball takes the general for-mat of computerised team 
games and adds gratuitous violence and speed. 


Result: things go at a hectic pace, the ball rebounds all over the 
arena and game-flow is only hindered by the computer occasionally 
selecting the player who isn't nearest the ball. Interest is added by 
the icons and bribes, and go to make Speedball an extremely 
playable sport. 


Finely detailed team captain graphics introduce the game, which 
features beautifully shaded players and arena features. Their 
convincing metallic sheen is matched aurally by the sampled sound 
effects, which include a great car horn to signify the end of a match. 
A grim hi-tech tune and smooth full-screen scrolling round off the 
vindictive sport.’ 


86% - The Games Machine - Issue 14 - Jan 1989 


‘The Bitmaps couldn t resist getting a little plug-in to their shoot- 
‘em-up Xenon. One team captain being named after the game. 
As well as the trading element with the coins, there are also 
eight letters and a question mark. When picked up these range 
in their effects from reversing the joystick direction, decreasing 
your opponent's stamina, getting the ball automatically, freezing 
your opponent and making you tackle proof. 


Off the ball gamesmanship includes a feature where you can 
punch an opponent if neither of you are In possession and my 
notes on the game include this charming little tip -'Another ploy 
is to lob the ball towards the opponent's goal from halfway up- 
field, then foul the goalie with another player as he attempts to 
catch it". The real key to Speedball is mastering the art of passing 
and catching -the ball can be plucked from the air by making 
your player leap by pressing the fire button. There are a number 
of moves that can be implemented with the joystick which all 
add up to making Speedball much more than a mad dash around 
the pitch in an attempt to score goals Playing against the 
computer in Speedball is fun but is really only for practice. This 
game comes into its own as a two player challenge. It is difficult 
to fault Speedball. You know as soon as it boots that you have 
a piece of quality software in your computer. 


If I were to pick on anything I would say that the sound effects 
could have been improved together with the method of picking 
up and using lettered power ups That said, Speedball Is going 
to be a monster hit. It turns the well worn Sci-Fi theme of future 
sports Into a thumping good computer game.’ 


85% - C+VG- Issue 85- Nov 1988 - Eugene Lacey 


‘One of the few problems encountered in Speedball is that at 
first it can very hard to tell exactly what is going on. Stick with 
it and it all becomes a lot clearer with practice. The game really 
grows on you, and its pull is fortified by the league and knockout 
competitions that are simple enough to get straight into, and act 
as goals beyond simply beating the computer opponent. This 
game together with the success of Xenon, shows The Bitmap 
Bros. are headed for big things. They already look a class above 
other Amiga arcade-style programmers. Speedball is one game 
certainly worth catching up with, make sure you're not left 
behind. Highly recommended. ’ 


8/10 - AUI- Vol3.No1 - Jan 1989 - Tony Horgan 
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I actually prefer the US box art 
over the Europe version. 


NES US box art called the game 
Klash Ball 
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Timing your player jumps to 
catch the ball mid-flight is an 
essential skill to master. 


Ladies and gentlemen, will you 
stand please for the playing of 
our Corporate Hymn. 


‘Clearly Mirrorsoft are hoping to capitalise on me massive success 
of Speedball 2 with the re-release of this. its predecessor The game 
follows the same basic principle but is simpler in most respects, 
with a smaller pitch. fewer players, and no management elements 
Whereas Speedball 2 was in essence a future soccer game. SI is 
more like five-a-side - with the action zipping from end to end with 
incredible regularity. 


The most interesting aspect is probably the bribery feature, where, 
by collecting tokens on the pick you can gather together enough 
cash to persuade the referee to give you a goal-lead at the start, 
or to extend the previously-finished game, giving you a chance to 
recover from a losing position You can also use the tokens to increase 
your team's skills and stamina, or reduce those of the opposition. 
The gameplay itself is easy to pick up, and the graphics are the 
usual rather pretty metallic Bitmaps fare, but the sound is rather 
out-of-place. and would be much better suited to a shoot-'em-up 


Generally the feel rs of Something nice. but a bit dated Speedball 
ts a fun game, but In one-player mode it gets easy (and hence 
boring) very quickly If you play in two-player mode is brilliant but 
then so are most two-player sports games Mirror Image also seem 
to have rather misunderstood the concept of budget software, and 
pricing this game at £10 puts It rather too close to its vastly superior 
big brother for my liking. 


THE BOTTOM LINE: A fine game, but (if you can afford it), you 
find Speedball 2 is well worth the extra investment.’ 


- BUDGET RE-RELEASE - £ 9.99 


80% - Amiga Power - Issue 1- May 1991 - Stuart Campbell 


‘Now, the game that launched a thousand sprites, namely Speedball, 
can be put to the test, as it gets a budget outing. Speedball was a 
mould-breaking future-sport sim where the Cyberpunk image was 
played to the hilt, using outrageous ‘reflective steel' backdrop 
graphics and digitised sound. 


Two teams go head-to-head in a handball/ice hockey hybrid, where 
the loser goes home in an ambulance. For the first time a sport 
sim on the 16-bit machines looked like it belonged there, play was 
fast and the skill-development potential immense. Since then, sport 
games have changed radically, there has been the Kick Off 
phenomenon and even Speedball It. These younger titles steal their 
thunder from Speedball, which is starting to show its age but remains 
a great competitive game.’ - BUDGET RE-RELEASE - £7.99 


79% - Amiga Format - Issue 23 - June 1991 


[Other Reviews: ACE: 862/1000 (PC), 
ACE: 834/1000 (ST), D: 3.8/5, R: AUI: 85%, O: 5/5] 
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MIRA 
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HEIGHT: 1.84m 
WEIGHT: 80kg9 
STAMINA: 026 
POWER: 100 
SKILL 048 


VELA 

CAPTAIN: TYCHO 
HEIGHT: 2.21m 
WEIGHT: 112kg 
STAMINA 036 
POWER: 200 
SKILL 163 


AURIGA 


CAPTAIN: 


HEIGHT: 
WEIGHT: 


STAMINA: 


POWER: 
SKILL 


TUCANA 
CAPTAIN 
HEIGHT: 
WEIGHT: 
STAMINA: 
POWER: 
SKILL 


SIMION 
2.23m 
101kg 

028 
100 
O71 


BROD 
1.74m 
BOkKg 
038 
200 
186 


CASTOR 
CAPTAIN: 
HEIGHT: 
WEIGHT 


STAMINA: 


POWER: 
SKILL 


ANTLIA 
CAPTAIN: 
HEIGHT: 
WEIGHT 
STAMINA 
POWER: 
SKILL 


VOLANS 
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WEIGHT: 72k9 
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PAVO 

CAPTAIN: RUBYCON 
HEIGHT: 1.82m 
WEIGHT 88kgq 
STAMINA: 042 
POWER: 200 


SKILL 232 


DORADO 


CAPTAIN: ROONEY 


HEIGHT 
WEIGHT: 
STAMINA: 
POWER 
SKILL 


PERSEUS 
CAPTAIN: 
HEIGHT 
WEIGHT 
STAMINA 
POWER 
SKILL 


2.01im 
Bikg 
034 
100 
140 


KEPLER 
2.42m 
132k9 

044 
200 
254 
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RIBBON (BLACK) FOR SWIFT 9 OR 1200+ 6.99 DUST COVER FOR AMIGA (CLEAR PVC) 4.99 - 
y ae a aa DUST COVER FOR MONITOR (CLEAR PVC) 5.49 TALL PRICES INCLUDE UK POSTAGE & VAT | £ | 
a. 590 2 3 F ISK F 3A { T t —_— J 
KICKSTART, SOCKETS FOR 2 MEG OF RAM, SCS! Soper Age ray Any b AND sabe Cheque/P.O/Access/Mastercard’'SwitchVisa Sivitch issue No_ 
1 284 « . bd = 
INTERFACE FOR PERIPHERALS CONNECTION) 284.99 nani cs WITH MUSIC X JUNIOR 50.90 L T ial Ul ia Ll 
AMIGA TO SCART LEAD (G MONITOR QUALITY ON I 
Ty WITH SCARTIRGB NDOT TOR QUALITY ON g99 _. COMMODORE CDTV. REMOTE CONTROL, WELCOME Credtcad 
CLEANING KIT FOR COMPUTERS (INCLUDES VACUUM) 19.99 DISK, HUTCHINSONS ENCYCLOPEDIA AND LEMMINGS expiry dale Signature_ 
FREE MEMBERSHIP 
= -/7 
A501 (WITH BART) AMIGA 512K RAM 469. 99 Cheques payabie to: SPECIAL RESERVE 


P.O. BOX 847, HARLOW, CM21 9PH 


Overseas Orders: EEC software orders « no extra charge 
World software orders please add £1.00 per iter 
Non-software terns please add 10% EEC or 25% Worle 
Oversees orders must be paid by credit card. 


EXPANSION TO 1 MEG PULL RANGE CO's FOR 
GENUINE ITEM WITH CLOCK IN OUR CATAL 
FREE BART SIMPSON GAME 49.99 


i 
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6-8 4 
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‘OFTWARE CITY 


P.O. Box 888, Wolverhampton WV1 ITP Tel: 0902 25304 Fax: 0902 712751 
Call us on: 24 Hour Credit Card Hotline 0902 25304 Z= 


Tst Division Manager 
3-D Construction Kit 2 
A-Train 

Addams Family 

Alt Force Commander 
Alien Breed 92 
Another World 
Arcade Fruit Machine 
Bard's Construction 
Bard's Tale Trilogy 

Ba 2 

Battiehawss 1942 

8.C Kid 

Beast 3 

Biff 

Bignose the Caveman 
Bndge Player 2150 
Bubble Dizzy 
Campaign 

Captain Dynamo 
Captive 

Carl Lewis Challenge 
Camage 


719 

4 
NEW 94.99 
W9 
NEW 27.50 
99 

79 

71” 

NEW 21.50 
NEW 24.99 
24.9 
14.99 
17.9 
21.50 
NEW 7.99 
799 

21.50 
71” 

21.50 

719 

NEW PRICE 14.99 
79 
9 19 
Carrier Comenand ..... NEW PRICE 9.99 
Championship Manager 17.99 
Chaos Engine NEW 17.99 
Che - Guerilla in Bolivia (C.CS.)17.99 
Chessmaster 2100 .. NEW PRICE 14.99 
Chuck Rock NEW PRICE 12.99 
mB” 

NEW 21.50 
1.9 

NEW 21.50 
NEW PRICE 9.99 
13.9 
24.9 
79 
49 
249 
NEW 21.50 


Creepers 
Cricket Captain 
Crystal Kingdom Dizzy 
Curse of Enchantia 
Daily Double Horse Racing 
Dalek Attack 
Dark Seed 
Darkenere 
Delume Strip Poker 2 
1 Meg) SP OFFER 7.99 
Dizzy Prince of the Yolk Fok 7.9 
Doc Croc Outrageous NEW 7.99 
Dragons Lair 3 4.9 
Dreadnoughts 94 99 
Dungeon Master/Chaos Striees 
Back 
Emlyn Hughes int. Soccer 
Euro Soccer 171.9 
European Super League 99 
Bole SP OFFER 9.99 
Exodus 3010 NEW 21.50 
Eye of the Beholder 2 (1 Meg) 24.99 
F16 Combat Pilot 99 
Falcon, 14.9 
Falcon Op Counter Strike (Data 
Disk) 
Falcon Operation Firefighter 
(Data Disk) 
Fire and ice 
Fireforce 
Flight of the Intruder 
Floor 13 
Football Director 2 
Football Manager 3 
Formula 1 Grand Prix 
(Microprose) 
Frontline (CCS. 


2150 
719 


99 


99 
179 
79 
14.9 
2150 

99 

NEW 17.99 


24.99 

7.49 

NEW PRICE 12.99 
NEW PRICE 7.99 
Galactic Warrior Rats NEW 9.99 
Games Espania "92 21.50 
Gazza's Super Soccer NEW PRICE 9.99 
Golden Axe 99 
Graham Taylor's Soccer 17.9 
Grand Prix (Microprose’ 24.9 
Hagar the Horrible NEW 17.99 
Hand of St. James NEW 21.50 
Harlequin SP OFFER 9.99 
Harpoon Version 1.21 89 
Harpoon Battleset 3 or 4 10.9 
Hero Quest NEW PRICE 9.99 


Taken from Amiga Power 


NEW PRICE 7.99 
NEW 91.50 
21.50 


Hudson Haws 
Humans + Data Disc 
lan Botham’s Cricket 
indiana Jones Fate of Atlantis 
(Action) 

Indians Jones Fate of Atlantis 
(ADV) 

Indiana Jones Last Crusade 
(ADV) 
International Rugby 
Challenge 


17.9 
3.9 
49 


NEW 17.99 
tala 1990 99 
Jack Nicklaus Golf... NEW PRICE 7.99 
Jack Nicklaus Unlimited Courses 

1 Meg) 21.50 
Jack Nicklaus Unlimited Clip Art 10.99 
Jack Nicklaus Vol 2 or 4 or 5.....10.99 
James Pond, 719 
Jimmy White's Whirlwind 
Snooker 2150 
Joe and Mac - Caveman Ninja 17.99 
John Maddens Amencan 
Football 
Jones in the Fast Lane 
Kaiser 
Kindwords 3 
Kings Quest 5 
Knightmare - Hint Book 
Kyrandia 
Last Ninja 3 
Legend + Hint Book 
Legends of Valour 27.99 
Leisuresurt Larry 5 24.99 
Lemmings + Lernmings Data Disk.21.50 
Lethal Weapon 17.9 
Life and Death NEW PRICE 14.99 
Links (Requires Hard Disk 
Drive 
Links Firestone (HD) 
Lombard R.A.C. Rally A) 
Lotus Espeit 99 
Lotus 3 The Ultimate Challenge.17.99 
Lure of the Temptress 
Magic Worlds 
Man Unt 
The Manager 
Match of the Day 
Mega Fortress 
Microprose Golf. 
Midnight Resistance 
Monikey Islancd 
Monkey island 2 (Le Chucks 
Revenge) 
Motorhead 
New Zealand Story 
Nick Faido’'s Championship 
Golf NEW 24.99 
Nigel Manseil’s 
Championship. 21.50 
No Greater Glory (US Goidi/SS!) .24.99 
No Seconkd Prize 17.9 
Nova 9 NEW 24.99 
Oh No More Lemmings (Stand 
Alone) 
Omar Sharifs Bridge 
Oriental Games 
PG.A Tour golf 
PGA Courses Data Disk 10.99 
PGA Golf + Courses Disk 21.50 
Paperboy 2 SPECIAL OFFER 7.99 
Perfect General 24.9 
Perfect General Data Disk 14.99 
Pictionary NEW PRICE 7.99 
Pintoall Fantasies 91.50 
Pinball Magic 9.99 
Pipemania NEW PRICE 9.99 
Piracy 21.50 
Pit Fighter NEW PRICE 7.99 
Plan 9 Outer Space NEW 94.99 
Pool (Archer Mcleans) 17.99 
Populous 999 
Populous/Sim City 21.50 
Populous 2 (1 or 1 Meg). 21.50 


17.99 
NEW 94.99 
NEW 17.99 

HY 

97.99 

21.50 

24.99 
NEW PRICE 9.99 

21.50 


94.9 
12.99 


World 


17.99 
24.99 
NEW PRICE 9.99 
17.99 


- Issue 24 


79 
NEW PRICE 9.99 
719 
21.50 


Postman Pat 3 
Prehistorik 
Premier Manager 
Premiere 

Prince of Persia NEW PRICE 7.99 
Prophecy NEW 21.50 
Prophecy of the Shadow NEW 92.99 
Putty 19 
Railroad Tycoon 24.99 
Rainbow Islands 7.9 
RBI 2 Baseball NEW PRICE 7.99 
Road Rash 7.9 
Robin Hood Legend 
of Quest 

Robocop 2 

Rome A.D. 92 

RVF Honda. 
Scrabble 

Secret of Monkey Island 
(1 Meg) 

Secret of Monkey island 2 
(1 Meg 

Sensible Soccer 92/93 
(New Version) 
Shadoworkds 
Shoe People 
Shoot Em Up Construction Kit 
Shuttle 

Silent Service 2 

Sim City/Populous 

Sim City/Terrain, 
Editor/Arch 1 

Sim City Architecture 1 
Sim City Architecture 2 
Sim Earth 

Sleepwalker (AS00+, A600 or 
A1200) 

Space Crusade 
Spellbound Dizzy 
Stalingrad (C.C.S.) 
Starglider 2 

Steve Davis Snooker 
Streetfighter 
Streetfighter 2. 
Striker Manager 
Supercars 2 

Super Barbarian 
Super Cauldron 
Super Hero. 

Super Monaco G.P 
Sword of Honour 
Tag Wrestling 
Terminator 2 NEW PRICE 7.99 
Thomas the Tank Engine 7.9 
Tracon 2 (Aj Traffic Cortrotier) 24.99 
Traders NEW 17.99 
Trivial Pursuit NEW PRICE 7.99 
Trolls 17.9 
Tusrican 1 or 2 1.9 
Tutties 2 SPECIAL OFFER 12.99 
TV Sports Football (Not + 
Compatible! 

Ush 

Ultima 6 

Ultimate Golf 
Universal Monsters 
Video Kid 
Warriors of Releyne 
Waxworks 

Ween 

Wind in the Willows (School 

Soft) NEW 17.99 
Wing Commander 24.99 
Wizbd 17.9 
World Championship Boxing 
Manager 

World Class Leaderboard 
(UD Edition) 

World Class Rugby.......SP OFFER 9.99 
World Cricket 79 
WWE 2 (European Rampage) ..17.99 
Zak McKracken NEW PRICE 12.99 
Zool (A600 of A1200) 17.9 


NEW 7.99 

NEW PRICE 7.99 
NEW 21.50 
NEW PRICE 9.99 
NEW 18.99 


79 


5.9 


17.9 

17.99 
NEW PRICE 7.99 
99 
21.50 
94.99 
21.50 


NEW 24.99 
19 
11.9 
24.99 


171.9 

79 

A) 

7.9 

NEW PRICE 9.99 
99 

NEW PRICE 9.99 
18.99 

NEW PRICE 3.99 
99” 

NEW 17.99 
NEW 17.99 
NEW 21.50 
99 

NEW 17.99 
79 


399 

17.9 

2150 

99 

NEW 17.99 
NEW PRICE 9.99 
NEW 21.50 
24.99 

21.50 


a) 


99 


- April 1993 


EDUCATIONAL SOFTWARE 

ADI English (11-120F 12-13) 
ADI Maths (11 - 120r 12-13) 
Better Maths (12 - 16) 
Better Spelling (8-14) 
Fun School 2 (U60r6-B8 or 8+) 
Fun School 4 (US or 5 - 7 oF 7 -11) 
Junior Typist (5 - 10) 
Magic Maths (4-8) 
Maths Mania {8 ~ 12) 
Paint 'N' Create 

Playdays (BBC) 

Spelling Fair 

The Three Bears 


QUATTRO POWER 
Grand Prix, Pro Power Boat, Violator & Nitro 
Boost Challenge 7.99 


SPORTS MASTERS 
PGA. Tour Golf, Indianapolis 500, Advantage Tennis 
& Euro Championship 21.50 


THE DREAM TEAM 
The Simpsons, WWF, Wrestlemania & 
Terminator 2 17.99 


STRATEGY MASTERS 
Populous, Spirit of Excalibur, Chess Player 2150, 
Hunter & Battle Master 22.99 


SUPERFICHTER 
Pitfighter, WWF Wrestlemania & Final Fight 17.99 
THE R.T. SMITH COMPENDIUM 
Vulcan, Ancient Battles & Amhem 19.99 


DIZZY'S EXCELLENT ADVENTURE 
Spellbound Dizzy, Bubble Dizzy, Dizzy Prince of the 
Yolk Folk, Panic Dizzy & Kwik Snax 17.99 


ORDER FORM AND INFORMATION 


All orders sent FIRST CLASS subject to availability. Just fill in the 


Coupon and send it to:- Software City P.O 


---------------ORDER FORM (Block Capitals) --------------- 


POSTAGE RATES - Please add 50p for post and packaging on all orders under £5. 
EEC countries add £1 per item. Non EEC Countries add £2.50 per item 
Paying By Cheque - Cheques payable to Software City 


CREDIT CARD NO. 


| SIGNATURE 


Reg. Office: |.J.A Software Lid, 2nd Floor Offices, Hampton Walk, Queen Square, Wolverhampton WV1 ITO! 


! 
Ln nn ee ne ee ee ee 


DATE 


(School Soft) 
(School Soft) 


(School Soft) 
(Schoo! Soft) 
(Schoo! Soft) 


DIZZY COLLECTION 
Fast Food, Kwik Snax, Magicland Dizzy, Fantasy 
World Dizzy & Treasure island C 
17.99 


3.5 INCH DOUBLE SIDED, 
DOUBLE DENSITY WITH LABELS 
1 0.59 
10 5.50 
25 12.50 


AMIGA A500 DUST COVER 9.99 
AMIGA A600 DUST COVER - 9.99 


AMIGA i MEG EXPANSION WITH OR 
WITHOUT CLOCK - 29.99 


EXPANSION - 44.99 


Box 888, Wolverhampton WV1 1TP. 


Se REN Le iT 


AP24 
EXPIRY DATE 
: EUROPEAN 


ORDERS 
ACCEPTED 
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WHO ARE THE BITMAP BROTHERS? 


The three original Bitmap Brother founders, was Steve Kelly, Mike 


a Montgomery and Eric Matthews. They had all met up whilst working at 


Mike Steve Eric Virgin Leisure games, and doing such titles as Sinclair QL (a title Mike 

Montgomery Kelly Matthews Montgomery is deeply ashamed of, as he had to program it last minute), 
Monopoly, Cluedo and Computer Scrabble. 

They had found that the three of them got on really well, and were always 

going down the pub and local arcades in Wapping, in the East of London. 

The first game the trio would work on together was Karate which was a 

game Steve had worked on for the Sinclair QL system for Eldersoft. It was 


released in early 1987 for the development house Paradox Software. The 

ft others then ported across to the Amiga and ST as Amiga Karate and ST 
Amiga Karate (1987) by Paradox Software. It Karate respectively. It was a worrying start for them, with Amiga Karate 
may be a poor IK+ clone, but it’s important _ being an unplayable mess of a game, and a poor IK clone. 


as it brought the Bitmap Brothers all together. Thankfully the greatness of the team was still to come... 


= After that, in 1987 the trio decided to go it alone and set up their own 


aries: malfzahigal 


Less development house. Being offered to work on a shooter for Mastertronic 
THE COMPUTER EDITION 


(under the recently acquired Melbourne House label) The game would be 
both for the Arcadia arcade system (An arcade machine based on Amiga 
hardware) and various home ports, including for the Atari ST and Amiga. 


Hea The trio decided to take up the offer and work together, but the publisher 
IMP imen LS wanted a name for this newly formed developer... The trio only had a few 


days to decide and quickly hit on the name Bitmap Brothers. They liked 


gue” SCRABBLE the name because it highlighted their emphasis on graphics, and also that 


they wanted to give across the brotherhood in arms vibe. Not only that of 
course Bitmap Brothers was a memorable name that easily rolled off the 
tongue. 


So with a £25k advance, the game they first worked on was originally called 
Kelly-X (after Steve Kelly). A name that many gamers may have played as 
an early preview build leaked and was pirated. Thankfully the team changed 
it to the much cooler sounding Xenon at last minute. 


One of the other aspects the Bitmap Brothers wanted to change in the 
industry was the lack of focus on the developer. It seemed ridiculous to 


them that people would buy a game because it said Ocean on the box as 


was a great 
shooter and was 
a hit on lots of 
home computers 
of the day. 


Part of the opposed to who actually worked on it. 

rn Photo shoot to 

Ry raise the Kelly-X the development name As Mike Montgomery said.. 

= profile of the for Xenon was pirated and 

N Bitmap released. So many games have “You don’t go in to an record shop and ask for music published by Apple... 

i) Brothers & grown up thinking this is the You go into a record shop and ask for music by the Beatles.” 

S build their name of the game. 

oi mythos. a , ° To combat this perception, right from the beginning they paid for a 

Q al aia professional photo shoot of the team and sent it to the various gaming 

= magazines to be used. To try and create a mythos about this new developer. 
The magazines loved it, to suddenly have a human face to a developer, and 

NS they were clambering over themselves to give the Bitmap Brothers 

2 coverage. 

= i pee i Of course it helped that Bitmap Brothers’ games were truly brilliant as well. 

~ Xenon (1988) 

.) 

Oo 

Re 


After the success of Xenon (first Amiga game to reach a top 40 chart 
position) the team started work on a new game based on Real Tennis 
“Medieval Tennis”. For those unfamiliar with this old sport, it is essentially 
a mixture of Tennis and Squash with five goals. 


The team had done quite a bit of pre work on this game, but when they 
showed it to Mastertronic, the publisher had changed their mind and wasn’t 
interested anymore. This resulted in the Bitmap Brothers sticking up two 
fingers to Mastertronic and going down the pub to lick their wounds. 


It was during this drinking session, that the team tried to work out a new 

game that could utilise some of the work they had already done on the Real 

Tennis game. They knew they wanted a game with no rules, but still a sports 

game. So they decided it had to be a_ futuristic sport, and hit on a cross 

between American Football and elements from their Real Tennis concept. 
A picture of a “Real” tennis court, that had 

The guys not having any paper down the pub, ripped apart an empty box planned to be their next game. 

of Silk Cut cigarettes and scribbled their idea for Speedball on there. 

So the game can literally be said, that it was an idea written on the back of 

a fag packet. 


According to Mike Montgomery in a recent interview, the team at this time 


had never seen the film Rollerball, but they did watch it later during 
Thel 975filmRollerball 
staring James Caan, 
was an _ obvious 
inspiration to 
Speedball, although 
Mike swears it was 
only in development 
they became aware 
of the film. 


development. 


Not wanting to do undue development a second time only for a publisher 
to say no, the team turned up to another publisher called Mirrorsoft (One 
of Robert Maxwell's companies) and handed them their literal cigarette pack 
notes and explained their idea. Mirrorsoft and their Image Works label were 
only too happy to sign on the team behind Xenon and the current darlings 
of the industry. 


e RY RU Red Lion 
Traditional an come 
sis dining room, f 
Broadgate 9 ancenti 
: Fitness First i) Eldon Steet, M 
Red Lion@. yeaa as 
S ¥ 


f@yvanna 


9 


© The Loeat Ours Company 


Garron, fellow RGDS host got to meet up with the Bitmap Brothers (an event I am so jealous I missed 
out on). Thankfully through some frantic texting via Garron I got to speak to them about the pub in 
which they drank their sorrows and was the birth of Speedball. Memories of the Bitmap Brothers are 
hazy after all these years, but working with them, we managed to (hopefully) pinpoint the pub, being 
the Red Lion, not far from Liverpool tube station in London. TI actually made a pilgrimage to the still 
active pub and raised a glass to the Bitmap Brothers. 


SYHHLOUF dVNLIIG AHL AO KXUOLSIH 


167 


168 


RGDS AMIGA TOP 50 GAMES 


Around this time Mark Coleman would also be brought on board to do the 
game’s graphics for Speedball. He would do a sterling job as well, with the 
iconic look and feel of the metallic art. 


it 


a es r oe mel Bitmap Brothers were on top of the world now, and so for their next game 


~ 


i aiihaiad 3 they wanted to look to do a sequel to Xenon. One area they decided on at 
) i Pe i a I this point was to engage real chart music acts of the day and see if they 


were interested. 


Speedball (1988) was a 
futuristic sports game, way of advertising their artists. So the Bitmap Brothers went to a few local 
mixing the 1975 film gigs for some of their acts and decided that Bomb the Bass would be perfect. 
Rollerball with American The music artist (Tim Simenon) was really keen as well, as he was an avid 
Football. gamer. In fact had also had a perfect song already written for their debut 


The record label Rhythm King were very keen on the idea as it was a great 


album called Megablast. It was almost too perfect. The team started work 
designing Xenon 2: Megablast with David Whittaker on hand again to 
convert the music onto the Amiga. But for actually coding the game, they 
hired the work for hire crew the Assembly Line, with Bitmap’s own Mark 
Coleman doing all the graphics. 


The reason for farming the game out, was because the Bitmap Brothers team 
was far too busy working on another game called Cadaver. 


For this game they would use a another newly recruited graphic artist called 
Dan Malone, to help finish the art. With. Dan’s detailed 3D metallic look 
would build on Mark’s art, and become the art style that the Bitmap Brothers 


; . : ‘ : would forever remain synonymous with. 
Bomb the Bass debut David Whittaker, 
album which their song did a great 
MegaBlast was used in recreation of the 
the game Xenon 2. MegaBlast track. 


Mark Coleman’s Dan Malone also 

metallic graphical art- did fantastic art on Fr. maa Z 
style became so late Bitmap Brother Left to Right Eric Matthews, Mike Montgomery, Tom 
synonymous with games. Watson, Sean Griffith's, Rob Trevillion, Dan Malone 
Bitmap Brothers. (sitting), Richard Joseph, and Steve Kelly (Bitmap 


Brothers, circa 1990). 


< 1988. Steve i 
Kelly, Eric 
Matthews & 
Mike 

Montgomery. 


1988. Eric > 
Matthews, 
Mike 
Montgomery 
and Steve 
Kelly 


By this time, the Bitmap Brothers really was the biggest developer in 
the home computer market and was the toast of the town. Every game 
they released seemed to be the best game in its genre, and they seemed 
to be getting better and better. 


This was certainly true of their next title Speedball 2 : Brutal Deluxe, 
this took everything that was great about the original and honed it to 


pure perfection. So much so that is still one of the best multiplayer 
Xenon II 
(1989) is 
a great vertical 
= shooter, most 
remembered for 
its amazing 
Bomb the Bass 
more recognition for their products. It would also have a straight profit soundtrack. The shop’s alien 
share as opposed to a royalty percentage. is called Crispin. 


games ever made. 


The Bitmap Brothers wanted more independence now, and so discussed 
about setting up their own publishing label. So working with Rhythm 
King Records and hiring ex-Mirrorsoft man Tom Watson to run it, they 
set up their own Publishing label called Renegade Software. Their 


stated goal, was to give game developers more artistic freedom, and 


Also the developers would keep the intellectual ownership of their 
games. With such ideals they quickly won the cream of Amiga 
development houses, such as Sensible Software and Graftgold to their 
label. The Bitmap Brothers under this new publishing label, would 
continue to roll out the hits. Now with an ever expanding team and a 
whole new site in Harrogate site (as well as the original Wapping 
London site). Top titles were made in this period, such as Gods, Magic 
Pockets and Chaos Engine... 


They were the kings of the gaming world (well at least in Europe). Cadaver (1990) is an interesting 
But the world was changing, with new gaming consoles and CD isometric adventure game. The 
formats. Gone were the days where small teams were viable anymore. gorgeous detailed graphics still 


impress today. 


Speedball 2: Brutal Deluxe, 
took all that was great about 
the first and dialled it up to 
eleven. 


Tom Watson circa 1991, Mirrorsoft’s marketing manager 
who was part of the brains behind the Renegade 
publishing label. 


ol = . 
/ 
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Sean Griffiths, would do Steve Cargill Would code 
Magic Pockets and would go Chaos Engine 1 and 2. 
on to design the Rise of the 

Robots game. 


Gods (1991), a superb 
platformer, with music by 
Nation XII and the amazing 
art of Mark Coleman. 
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With the advent of CDs, development times would grow massively, as 
expectations rose to fill up the new media. Two games were developed in 
this later period, Chaos Engine 2, which adopted a whole departure from 
the original being far more focused on two player versus action (drawing 
influences from games such as Spy vs Spy.) 


The other game called Z (Zed not Zee) was an innovative real-time strategy 


game that took inspiration from Westwood’s first title of Dune 2. 


Magic Pockets (1991), has the 
Bitmap kid swell up his pockets 
to take out the enemies. 


Steve Tall who had joined the team with Gods, would work on the game Z. 
The trouble is as time progressed and CD became the main platform for 
PC’s and Consoles they found themselves filling the CDs with countless 
full motion video cut scenes to flesh out the story, all adding to the 
development time. 


Consequently by 1996 and the release of Westwood Studio’s own title 
Command and Conquer, Z would seem almost irrelevant to most gamers of 
the time, on its release. Likewise, Chaos Engine 2 simply arrived far to late 


on the Amiga to have any real impact, and also would be a poor seller. 


Incidentally Steve Tall would leave Bitmap Brothers and join Westwood 
Studios, being one of their lead programmers on the Command & Conquer 
series from Red Alert onwards. Renegade Software would sell to Time 
Warner in 1996 and the Bitmap Brothers continue to release some games 
such as Speedball 2100, Xenon 2000 (a free PC Format giveaway) and a Z 
sequel called Steel Soldiers. 


Eventually the Bitmap Brothers, would become a shadow of its former self, 


only re-releasing new versions of its older games. 


Still for those years on the Amiga when the Bitmaps were on top of the 
world, will always be how I will remember them. 


< Steve Tall, would join the Bitmap 
team for the game Gods and would 
be instrumental in the design of Z. 


Chaos Engine 2 (1996), 
Bitmap Brothers’ first poor 
game. It also was far too 
late on the Amiga to make 
an impact. 


— — 
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Speedball (2000), another misstep, 
bringing ugly 3D graphics an pretty 
poor gameplay. Clearly The Bitmap 
Brothers were a shadow of their 
former selves, struggling in this new 
3D gaming world. 


Z (1996), an interesting 
Command & Conquer 
clone. Well loved, but it 
failed to make too much 
of an impact. 
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Bitmap Brothers did release Xenon 2000: PCF as a cover CD on 
PC Format magazine in the UK. The game was average and competent, 
but missing their 16-Bit magic. 


Steel Soldiers (2001) is the sequel 
to Z. It offers a great real time 


fata, no Sete 
h a . | strategy game. But again failed to compete against more established 


. Fave 
SOMERS = games in the genre like Command and Conquer. 
3 - & : 


» World War II: Frontline 
dh ; Command (2003) was a really 


WORLD WAR ‘Il average 3D Real Time Strategy 
[FRONTLINE — —M herwwerereercan game. Again it was decidedly average. It was the last 
FRONTLINE Kx COMMAND) game to be truly developed by the Bitmap Brothers. Other 

_ * 8 ® games like Speedball HD and Speedball 2: Tournament were 
> Pe just licensed out to other developers to do. 
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Speedball 2 Tournament (2007). Not a Bitmap game but Speedball 2 HD (2013). With Jon Hare of Sensible 
was given the OK by Mike Motgomery.The game was Software fame on as director, this should have 
a disappointing glitchy mess. A shame as the graphics been great. Sadly it was another huge disappointment 
were stunning. and the realisation, the Bitmap Brothers was 

truly over. 
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JAMES POND RETURNS AS ROBOCOD - HE'S MEAN, HE'S GREEN, HE'S PART MACHINE, 
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#16: James Pond 2: _ :: 
Codename RoboCod 


£24.99 - MILLENNIUM - VECTORDEAN - 1991 - 1 PLAYER can 
- 1 DISK (OCS/ECS | AGA | CD32) [M | V | V_CD32 ] 


From its bouncy Robocop inspired tune by Richard Joseph, the bright and bold 
visual and technical wizardry of Chris Sorrell. This is one of the best platformers 
ever released on the Amiga (for me personally the best). You play our fishy friend, 
James Pond, who this time is a fish out of water, thanks to his new shiny robo-suit, 
that can also extend out to grab higher platform edges. So it’s off to Santa’s workshop 
in the North Pole to defeat the evil Dr. Maybe, who has put bombs in penguins 

and strewn them around all the different Santa departments. So having a quick 


munch of a McVitie’s Penguin chocolate biscuit (as the sponsored in the game), our 


hapless halibut, sets off to save the day. Bomb laden penguins, Bertie 
Bassett enemies, this game has it 
RoboCod, is the closest on the Amiga we got to a console quality, Japanese designed all. 


platformer. It really leaves Zool and others in the dust, and was a welcome inclusion 
back in 1991, when us Amiga owners looked on at Sonic and Mario games with 
envy. Looking at it today, some of the European style of sprawling levels, and 
pointless collectables, may not be to everyone's taste. But the vast variety of levels 
and enemies (granny hurling buses is a particular mad one), and secrets, still has 
me coming back to it today for more. 


Incidentally the AGA and CD32 version has redesigned levels and five more doors. 
Also the later released 2003 PS1, DS, GBA and current consoles versions have 
totally redesigned levels and CD music, so also worth your time. 


The AGA version certainly makes 
use of the all the extra colours. 
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WHAT WE THINK? 


PXs¢ 


DRISKY SAYS: 


lam pleased to see this so high up on our list. RoboCod, was so important 
on the Amiga on its release, with it really being a console quality 
platformer finally on the machine. It’s a technical marvel as well, with 
Chris Sorrell, filling it to the rafters with nifty effects and a ridiculous 
number of varied levels and monsters to explore. 


The game also throws lots of power ups at you, from cars and planes 
you can pootle around in, to wings to flap up to the heavens, to having 
a good soak in a bath craft. I just adore the madcap British madness in 
the game and I so still love going back to it today. 


James Pond needs to return, what could be next? Last Boy Trout? Forrest 
Guppy? Wizard of Cod? The games write themselves. 


RETRORIC SAYS: 


I remember when first getting my Amiga 500 I got hold of a coverdisk 
with a demo of James Pond 2: RoboCod. It's got such a jolly feel to it 
with some great mechanics such as the telescopic torso for reaching 
high up ledges. 


This might have been another instance where GamesMaster showcased 
this in the first series which then prompted me to buy the magazine with 
the demo. It's got great gameplay and brilliant music, however it's not 
a game I've been back to since the heyday. I think that's due to me not 
being much of a platformer fan, but in writing about it now I do suddenly 
feel the itch to go back and have a good go at it again. 


I certainly remember this as my favourite platformer on the system and 
it seems the other guys had great memories of this one as well, so no 
surprises that it's quite high on our collective top 50 Amiga games. 


KINGY SAYS: 


RoboCod is probably one of my favourite platform games on the 
Amiga. Many other console-like platformers fell short of delivering 
the polish and felt very "Amiga-like" if such a term existed. This 
game bucked that trend and gave players a well-honed game that is 
frankly flawless. It oozes British charm but still rivals anything that 
our Japanese friends were making at the same time. I played this 
game so much that the tune was stuck in my head for weeks at a time, 
and I'd go right back and play it from the beginning today. I might 
just do that. 


In a nod to 
the first 
game, James 
can go for a 
swim, and 
meet some 
vampire fish. 


WHAT THEY THOUGHT 


‘Great graphics and tunes provide the usual flashing-light lure to 
the platform addict. Fortunately RoboCod boasts stacks of top- 
notch varied game play to back up its impressive aesthetics. That 
all-important element of any good platform game control - is 
excellent, being smooth, responsive and precise. As In Mario, the 
player rarely gets killed by unfairness on the games part, 
preventing joystick-throwing frustration setting in and enhancing 
the games addictive qualities. 


RoboCod_ is huge, and 
disk-save positions, the levels are so designed that experienced 


although its not possible to 


players can traverse them pretty quickly if required, thus 
preventing forty-level boredom setting in. With its stacks of secret 
rooms to discover, RoboCod will pull you back time after time, 
even when the end sequence is a distant memory.’ 


934/1000 - ACE - Issue 51- Dec 1991- - David Upchurch 


‘It's not just the incredible playability that makes RoboCod so 
much fun, it's the variety of things to see and do. Rather than 
sticking to the same linear platform formula. there are bonus 
rooms to be found, end-of-level guardians. and literally thousands 
of goodies to be collected. The good news doesn't end there, either. 
The game is a real peach to look at, with the intricate fore-ground 
graphics lit by bright, but not gaudy, backdrops, offsetting the 
games bold look perfectly. 


The look, the playability, the control over Pond himself - make 
RoboCod one of the best games I have ever played. As far I'm 
concerned you can stuff your Magic Pockets. this is the ultimate 
in platform playability and quite simply the best game to arrive 
from the Millennium stable to date.’ 


93% - CU Amiga - Nov 1991 - Steve Merrett 


‘Not another cute platform game, you cry! Yes, and what a beauty 
it is too. OK, it's not entirely free from faults and most of the 
games good points were nicked from the console market. 
Personally. I couldn't give a monkeys about the latter point. 
because RoboCod is a graphical and aural treat that plays 
incredibly well. The revamped character and improved nasties 


ensure that James Pond is a game well past its sell buy date. If 


you can put the technical hindrance to one side, get out and buy 
RoboCod now' You won't be disappointed.’ 


93% - Amiga Action - Issue 27 - Dec 1991 
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‘RoboCod will pull you 
back time after time, even 
when the end sequence is 


a distant memory.’ - ACE 


oul sacud 


re. 
ed i | 


The game has wide range of weird 
and wonderful beasties in the game. 
All are bursting with character. 
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The game is fin-tastic (Cod you be 
any funnier? - Ed) 
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The game’s graphics are so varied, 
and just makes you beam from ear- 
to-ear as you make your way through. 


00224200 


The Plane 


Don’t give a flying fish? 
will let our halibut hero fly around 
to find those penguin bombs. 
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James Pond’s Robosuit™ is 
very versatile, on thing is the 
ability to extend up and grab 
higher platforms then shimmy 
across. 

Hu99s70U 


Some the end of area bosses 
are big and mightily 
impressive, technically speaking. 


His29900 


The wing wig, is another way to 
Sly around the levels. 


aE 


Our cod-ie hero prepares to leap 
on the run-away train. 


Bubble-bath power, James 
Pond takes a much needed 
soak. I hope he won’t go all 
rusty. 


‘TAKE A HEALTHY DOLLOP of Super Mario World from the 
Nintendo Super Famicom, add it to a liberal dose of Sonic The 
Hedgehog from the Sega Mega Drive, put it all onto a computer 
and hey presto, you've got RoboCod, James Pond H. If you longed 
after conversions of the aforementioned games ever since their 
pictures started appearing in all the console mags, you've finally 
got something to match them. There is so much in RoboCod it's 
almost unbelievable. With secret doorways, bonus points, extra 
lives, bonus levels, the term "every time you play it you discover 
something new" has never been more true. 


There are certain features that could have been improved (or ripped 
off more accurately): being able to choose from more than just two 
levels at a time, more cunningly hidden bonuses on the tower screen, 
not having to start each level from the beginning every time you 
die. Absentees notwithstanding, RoboCod is one of the most 
addictive games to date and consequently one of the best. The 
graphics are soooo cute and the tunes range from a brilliant parody 
of the RoboCop theme tune to a jolly Christmassy score. RoboCod 
may never win any awards for originality, but it does take some of 
the better features of the best of the current arcade crop and wrap 
them into an un-put-downable package. Suffice to say, if you only 
buy one arcade game this winter, buy RoboCod.’ 


93% - The One For Amiga Games - Issue 38 
- Nov 1991 - Paul Presley 


‘For the past few months. Amiga owners fuse been looking with 
envy at Sonic the Hedgehog on the Sega Mega Drive, thinking that 
this kind of game would never appear on the Amiga. However, the 
original James Pond showed that extremely good console-style 
games could be done on machines other than SEGA and RoboCod 
goes even further to bridging the console-computer gap. 


The graphics are extremely bright and colourful. making the game 
one of the best looking platform romps to appear for quite some 
time. Back this up with some highly jolly tunes by Richard 'Magic 
Pockets' Joseph and the game is an audio-visual treat. The 
presentation isn't the only good thing about RoboCod though and 
there is enough variety to keep the going interesting for weeks. 


Even if you manage to reach the end sequence. the game is by no 
means completed. There are secret rooms, hidden sections and all 
manner of puzzles to keep you coming back for more again and 
again. The Amiga version of Sonic has been mooted for a while, a 
fact that has had Amiga owners drooling. This is beside the point 
now, since RoboCod is just as cute, just as fast, more colourful. 
bigger and perhaps most importantly, more fun than the blue spiky 
one. You no longer need to worry about saving up for a console - 
RoboCod is here!’ 

91% - Amiga Format - Issue 29 - Dec 1991 - Maff Evans 


Driving in his > shiny g240 7600 
red car, James Pond 
makes the most of life. 
(Carp Diem -Ed) 


‘I might even go as far as to say that it s better than Magic Pockets. 
Scandalous? Well, I'm just a sucker for a fish in body armour. There 
are tons and tons of features and little cheats to discover as you 
go along Enough to keep you exploring for weeks on end But all 
of this begs the question -what comes next? Dirty Haddock? Pike 
Rogers? Put it this way, if you liked James Pond then you'll go ape 
over this, and even if you didn't like James Pond, buy this anyway 
or I'll come round and break your windows. Yes I will Now bog 
off, white I have another bash at the Sweeties level.’ 


91% - Amiga Computing - Issue 44 - Jan 1992 


‘One of the best games we've ever seen. It's original, without being 
clever-clever. It's funny, but with stacks of gameplay. And its 
challenging without being impossible. Good times guaranteed!’ 


87% - Amiga Power - Issue 7- Nov 1991 - Colin Campbell 


‘I must admit, despite the fear of being cast in the sexist ‘all girls 
like cutesy games' category, that I just lurved James Pond. So 
understandably, I was rather excited at the prospect of playing 
RoboCod. What I didn't expect, however, was such a complete 
change of character for our James. Where James Pond was cool 
and rather adult in his 'green' approach to saving the world, 
RoboCod seems pitched at a much younger market. Gone is the 
clever Bondy theme and the brilliant Bond-like soundtrack. Its been 
replaced by a very simple 'fish out of water' story line, with RoboCod 
saving the world in Santa's toy factory. Somehow, it lacks the neat 
inventiveness of James Pond's scenario. 


That said, if we take RoboCod for what it is - a very cutesy, platform 
game with bonuses to collect and baddies to avoid - then it really 
is rather good. It's also easier to stay alive in the sequel. Yes, every 
now and then you can gather a bonus which contains a battery and 
hence an extra life. RoboCod himself is neatly animated with various 
different moves. He can withdraw into his shell to avoid nestles, 
attain great heights in his Extendosuit™ (by zooming up on the end 
of a long, metal tube), grip onto ledges and generally boing around. 
And the way he wiggles is really quite endearing, too. 


In the sports hall level, RoboCod can, if you're as skill as I was, 
find wings which will enable him to fly. The funny thing is they 
attach to his head and make him look remarkably like Jimmy Saville. 
There's also his brill plane complete with flying Ace scarf and 
goggles, but perhaps best of all is the flying bathtub in the bath 
toys level. 


Like the graphics, the sound effects are rather good. However, the 
soundtrack is sadly disappointing. It's bouncy and catchy enough, 
yet nowhere near as good as the original's. However, if you're 
looking for a cutesy, christmassy platform game, you won't go far 
wrong with RoboCod.’ 


85% - Zero - Issue 26 - Dec 1991 - Amaya Lopez 
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Who’s up for some snakes 
and ladders? 


89507050 


It’s getting a little dicey, for 
our fishy friend (come on 
salmon had to say it.) 


Senne? Say 
a8 ee 


Outside the workshop you 

can go from department to 

department, to rescue each 
area. 
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RoboCod Tunas up, as he 
plays the scales. (I think I 
got lost at C - Ed) 
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James Pond, tries out as clown 
fish at the circus. 


Hu909200 
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Life is what you bake it. The 
cakes level sure makes you 


hungry. 


Holey mackerel, RoboCod’s 
extendo-suit™ is definitely a 
useful mechanism for getting 
around. 


CHEATS 


‘With Al200 owners still starved for software which makes use of 
their machine's capabilities, it's good to see companies such as 
Millennium producing Al200 enhanced versions of their back 
catalogue. They've taken their aquatic smash hit RoboCod and 
revamped many of its aspects for a standalone 1200 version, It first 
appeared on the Amiga over 18 months ago and was an instant hit 
thanks to its colourful graphics and masses of levels. When the 
Mega Drive version appeared shortly afterwards it too received 
rave reviews. 


The biggest single improvement on this version of the game is the 
addition of five new levels. Each level is broken down into several 
smaller ones, so you're actually getting about 18 stages Many of 
the existing levels have undergone changes and now contain 256 
colour backdrops Some of the sound effects have also been updated, 
although these are few and far between and easily passed over. 


As before there are several thousand screens to conquer, nearly all 
of which are populated with some of the strangest characters yet 
seen on the Amiga. One of the best features is the variations in the 
levels. You might be required to practice precision lumping on one, 
then at the next junction you find yourself hairing down a corridor 
at a speed that would make Sonic pack up and go home. 


There are just so many graphical touches and hidden levels that 
you can play right through the game several times without seeing 
them all, so there's always something to go back for. There aren't 
any radical changes in terms of speed and gameplay in this version, 
so if you've played the game to death on the Mega Drive or A500 
you may be disappointed. On the other hand, if you've never played 
RoboCod you're missing out on one of the finest platform games 
ever.’- AGA Version - 1993 - £29.99 


90% - CU Amiga - July 1993 - Mark Patterson 


‘There's no denying this is a great game, one of the best. But this 
is CD. So why does it cost more? Why weren't James Pond and 
Aquatic Games bunged on free?’ - CD32 REVIEW 1993 


85% - Amiga Format - Issue 52 - Nov 1993 - Marcus Dyson 
[Other Reviews: D: 96%, JK: 92%, J: 88%, 


AGA: D: 87%, J: 72%, CD32: AF: 86%, AUI: 83%, 
CVG: 83%, D: 3/5, AP: 45%] 


Invincibility Shield: Outside Santa’s workshop at the beginning of the games you will see some items. Collect them in the following 


order Cake, Hammer, Earth Globe, Apple and Tap. The more astute amongst you may notice it spells out the word CHEAT. This will 


then give RoboCod an invincibility shield. 


Infinite Lives: On the first level (Sports Equipment) after the first spikes you will see another five objects. Collect these objects in the 


following order Lips, Ice-cream, Violin, Earth Globe, and Snowman. Yes it spells out the word lives, and so it does, giving us our 


hapless halibut infinite lives. Cor-blimey! 


More Cheats: In the game at any point, type “little mermaid” then press the following keys to achieve the following: 


Give RoboCod: Wings: F, Car: C Plane: P, Bath: B 


Other RoboCod keys: Advance to exit: X, Save position: 8, Go to position: G, Kill RoboCod: K, Map selector: M, 
Toggle invincibility: [Return Key], 50 Hz screen (PAL mode): [F6], 60 Hz screen (NTSC mode):[F7] and Screen effects: [F9] or [F10]. 


WHO MADE IT 


Chris Sorrell - Designer, Graphics, 
Coding and some Sound effects. 


Starting coding at the age of 11 on the 
Atari 400 and then on to the C64 where he 
taught himself Assembly Language. But it 
was only with the Amiga and having 
completed his GCSE’s that Chris would put 
all this knowledge into commercially 
releasing a game. His first game he 
worked on was doing the graphics for 
Domarks Spitting Image on the Amiga and 
Atari ST in 1989. It was here he first met 
Steve Bak, and was a freelancer’s gig for 
him. 


It was at this point he joined Steve at the 
newly created Vectordean company, and 
he did the graphics and some design for 
Dogs of War, Bad Company and a Ghost 
and Goblins clone called Fire and 
Brimstone on the Atari ST and Amiga. 


But by 1990, Chris wanted to prove to 
Steve, he was more than just a graphics 
artist and so in 1990 converted the C64 
game Hercules. Called Yolander, it was a 
platinum hard game, but well received at 
the time. 


But it would be in 1990, that Chris would 
wow the world, with his new game James 
Pond: Underwater Agent, introducing a 
new platform gaming hero. This finally 
was coded on the Amiga primarily, and so 
could utilise all the bells and whistles, with 
the Atari ST port (by Steve Bak) doing its 
best to keep up. But by 1991 Chris would 
follow up his James Pond game with the 
sequel James Pond 2: Code Name: 
RoboCod. In 1993 he would write a 
sequel to James Pond, now principally on 
the Mega Drive, but also ported to the 
Amiga, with James Pond 3: Operation 
Starfish. This had you take to space and 
was too fast for its own good. 


After the Amiga in 1995 he programmed 
The Snowman by Raymond Briggs on 
PS1. But it was after to moving to Sony 
Cambridge, that his next game originally 
pitched as “Dead Man Dan” on the PS1 
would continue his fame. With Chris 
taking on the role of Director. This game 
became the brilliant MediEvil and its 
sequel. He would continue on PS2, 
working on Primal, Ghosthunter, 

24: The Game. After Sony he left to work 
on Prototype 1 & 2 and mod recently 
Hardspace: Ship Breaker in 2020. 


Richard Joseph - Music 


Perhaps best known for creating the music 
to RoboCod. Richard started at Palace doing 
The Sacred Armour of Antiriad (or also 
known Rad Warrior) with Dan Malone and 
Cauldron II: The Pumpkin Strikes Back. 
Staying with Palace to do Stifflip & Co., 
Barbarian 1 & 2 and RimRunner. 


After Palace he worked on the game Wicked, 


Voodoo Nightmare, James Pond: 
Underwater Agent and International 3D 
Tennis. After so many hits, he was invited 
to join the Bitmap Brothers for the games 
Speedball 2: Brutal Deluxe, Cadaver, Gods, Magic Pockets and 
Chaos Engine. Whilst also doing the music for other games such 
as Knightmare, James Pond 2: Codename: RoboCod, Mega-Lo- 
Mania, Moonstone: A Hard Days Knight, Moonshine Racers, 
Lure of the Temptress, Putty, Wizkid: The Story of Wizball 


and Sensible Soccer series, to name but a few. 


Steve Bak - Map Design 


Founder of Vectordean. Steve who grew up 
in Nottingham was a miner for 16 years, 
before an accident at work, losing him the 
tip of his finger, decided him in getting his 
compensation money and buy himself a Atom 
computer. Here he taught himself Assembly 
Language and on the Dragon 32 computer, began to make a name 
for himself with the Cuthbert series. These were blatant clones 
of famous arcade games, such as ...Goes Digging (Space Panic), 
...Goes Walking (Amidar), ...in the Mines (Frogger), ...in Space 
(Defender), but when ...in the Jungle (Pitfall) got pulled by 
Activision, he decided to stop doing clones. 
It was this period, being an early adopter of the Atari-ST that 
made Steve so prolific, doing programming feats in gaming, 
previously thought impossible. His first on C64 and Atari-ST 
was The Lands of Havoc (An Ultima style game was well 
received), Goldrunner, Orpheus in the Underworld, Gods & 
Heroes and Revenge of Defender. He also did licensed games 
such as The Karate Kid: Part II - The Computer Game and 
Fright Night, Battleships and Spitting Image on the 16-Bit 
machines. After founding Vectordean, he did Bad Company, Dogs 
of War, James Pond: Aquatic Games and ports & design of 
James Pond and RoboCod. After The Amiga he worked at 
Eurocom on Disney licensed games, Hercules and Tarzan. He 
also worked on Crash Bash. He then worked on Harry Potter 
Chamber of Secrets, Pirates of the Caribbean : Worlds End, 
The Mummy: Tomb of the Dragon Emperor, Dead space: 
Extraction, Rio and Harry Potter for Kinect. Sadly he died in 
6" Feb 2019 due to diabetes complications. 


Leavon Archer - Additional Graphics Yolander (Hercules), Rolo 
to the Rescue, James Pond 3, Mr. Blobby, Creatures (Windows), 
Frogger (PS1), MediEvil 2, 007: The World is Not Enough (N64), 
007: Nightfire, RoboCod (PS1, DS, GBA version), Pirates of the 
Caribbean: World is Not Enough,. Little Big Planet 3, Fugitive 
& Jumanji: The Video Game. 


Paul Dobson - Additional Graphics Adventures of Robin Hood, 
Aquatic Games ports, Soccer Kid and level design on most of the 
LEGO games. 
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= =4 When danger threatens in the icy deep, when hope segms lost and the end 
cal looks nigh, there's only one fish with the guts le save fhe day. Now’s the 
time to call James Pond - underwater agent. He's fearless, he's clever, he’s Ozone- 
friendly. 

James Pond, the fish with a mission (twelve missions, in fact), will take on anything, 
from retrieving radioactive canisters and plugging the leaks in oil tankers to rescuing 
doomed lobsters, mermaids and rare orchids from extinction, 


Now you can take the part of James Pond in this all-action arcade adventure. With 
twelve levels and lots of secrat creas to explore, brilliant graphics and gome design by 
Chris Sorrell , this sub-sea spectacular is not to be missed! 


* 12 momentous missions plus lots of bonus chambers 

* choice of weapons or just blow up baddies with bubble-action! 

+ somany different enemies and pickups you'll wish you hod eight tentacles! 
* superb graphics, animation ond smooth parallax scrolling 


= Wenn Gelahr in der eisigen Tiefe des Meeres lavert, wenn jede Hoffnung 

verloren scheint und das Ende nahe, dann gibt’s nur einen Fisch, der die 
Sache noch retten kann: James Pond — Unterwasser-Agent. Er ist furchtlos, intelligent 
und ozonfreundlich 


James Pond, der Fisch mit einer Mission (mit einem Dutzend, wenn man’s genau 
nnimet), dem kein Aultrog zu schlUpfrig ist: egal, ob es um die Bergung von 
strahlenverseuchten Kanistern geht, um das Stopfen von Lecks in Oltankern oder um die 
Rettung von Hummern, Meerjungfrauen und seltenen Orchideen, die vom Aussterben 
bedroht sind, Jetzt konnst Du in die Rolle von James Pond schliipfen, in diesem 
octionsgelodenen Arkaden-Adventure 


i Lorsqu’un danger menace les abysses glociaux, lorsque tout espoir semble 
perdu et que lo fin semble proche , il n'y a qu’un poisson & avoir assez de 
ran pour sauver le monde. Il est temps de faire oppel d James Pond — agent sous- 
marin, \l est intrépide, il est malin, il n’est pas nuisible 4 la couche d’ozone. 
James Pond, le poisson chargé de mission (douze missions, en fail), sait se tirer de 
toutes les situations = depuis réporer des bidons radio-octifs et colmater les fuites dans 
des réservoirs d'essence, jusqu’é empacher lextinction de la race pour des homards, 
sirénes et orchidées rares condamnés. I vous est maintenant possible de perdre haleine 
vec James Pond dans des situations extrémes dans ce logiciel style Arcade 


f Quando il pericolo @ in agguate nelle profondité marine, quando tutte le 
speronze sono perdute ¢ la fine sembra vicina, <’é solo un pasce con 
abbostonza fegato do risollevare le sorti. Questo é il momento di chiamare James 
Pond — agente sottomarino. E’ senza paura, é furbo, @ amico dell'Ozono 
James Pond, i! pesce in missione (ben 12 mission’), fard tutto do solo: recuperera 
bidoni radioattivi e tapperd i buchi nelle petroliere, ma salvera 
anche aragoste, sirene e orchidee rare minaccicte di estinzione 
Oro potete essere James Pond in questo avventura tullo azione 
stile Arcade. 


Millennium/Vectordean 1990 
Millennium 107 St Pauls Road, Islington, London N1 2NA 


James Pond : Underwater Agent 


£24.99 - MILLENNIUM - VECTORDEAN - 1990 
- 1 PLAYERS - 1 DISK[M]|V] 


Whilst bettered by RoboCod (or is that 
battered? -Ed) in every way, the pun filled 
first fishy outing of James Pond is a stunning 
debut. Themed around twelve 
environmentally themed missions, James 
must defeat Dr Maybe and save the day. The 
game bathes in its parody, from the bouncy 
James Bond renditions, replete with even a 
spoof of the MGM logo, with James roaring 
like the lion. 


Most missions involve, taking items or Agent...Licence to bubble, is ready to 
rescuing sea creatures, taking them from Ato save the world and do stuff. 

B. But it’s all done, with such charm, full on 
colour and love, that you can’t help but beam 


from ear to ear, as you play. 


Considering this was Chris Sorrell’s first real 
game, just out of school (he did ports prior to 
that), and he did all the graphics and coding, 
this is a special labour of love, and it shows 
in every pixel. 


Overall, a fish-tacular cod fuelled adventure, 

that’s often overlooked by its more famous Mission One sees our fishy hero, 

and well received sequel. save the lobsters, trapped and ready 
for being taken by the evil diver. 


WHAT THEY THOUGHT 


‘Crikey! My eyes had to be stuck back into their sockets when I 

first caught sight of the brilliant graphics and super-smooth 
scrolling that James Pond has to offer! From the super-cute sprites 
through to the brilliant scenery (check out Pond's underwater 
home!), everything is a graphical feast to behold! The playability's 
fab as well, with plenty of different missions to keep you going 
(with groan-worthy titles as well - a View to a Spill is my fave!), 
and even stacks of hidden bonuses and rooms to find. This is a 
brilliant arcade adventure with a loads of laffs guaranteed. Go 
on,dive in!’ 


90% - C+VG - Issue 109- Dec 1990 - Richard Leadbetter 


‘Wow! That s all you can really say when you see James Pond. 
The graphics and sound are stunning, and the overall gameplay 
is both original and absolutely amazing. The twelve fun packed 
levels keep you ' occupied for ages, and dire great fun to play. 
There are also tons of bonuses, warps and special items to keep 
you glued to the set from the second you start playing. Whatever 


INFTDV YHLVYMYHUNA -CNOd SANVS 


you are thinking of buying, forget about them; James Pond is the 
only sensible choice.’ 


o - Amiga Action - Issue 15- Dec 1990 - Doug Johns £ >| 
my 


Pei“ @ 
iA 


‘James Pond is one of the cutest games ever seen. The animation 
of James and the other creatures is superb and often amusing. 
The action is essentially ‘of the collect the objects to escape the 
level while avoiding adversaries’ variety. Secret rooms and 


variations on the basic theme (like leading beleaguered fish and 

seals to safety) add to the appeal. And four different ditties or The cute MGM lion parody, shows 

suitably silly sound effects help jolly along the proceedings. the care, love and fun, gone into | 8&3 
the game. 


The difficulty level is just about right to start with but some of 
the later missions require some pretty impressive joystick juggling 
and will probably need several attempts to complete. James Pond 
won't hold your attention once all 12 missions are successfully 
completed, but for a few weeks at least you should be hooked.’ 


86% - The One - Issue 26- Nov 1990 - Laurence Scotford 


James, can temporarily jump out of 
the water to grab things. Watch 
LEVEL GUIDE out for those pelicans though. 
1. LICENCE TO BUBBLE — Pick up keys to release trapped lobsters 
2. FROM SELLAFIELD WITH LOVE — Save fish from radioactive waste 
3. A VIEW TO A SPILL — Blow up a leaking oil platform 
4. THE FISH WITH THE GOLDEN BAR — Retrieve gold bars from a sunken 
wreck 
S. FOR YOUR FINS ONLY — Locate toxic waste canisters and place in the path 
of a marauding lager lout 
6. FISH-FINGERS -- Hidden contraband must be found 
7. THEY ONLY LIVE ONCE — Rescue seals from vicious Eskimo dwarfs 
8. LEAK AND LET DIE Stop leaking oil-tankers before the sea become polluted. 
9. ORCHIDS ARE FOREVER — Protect a tropical rain-forest from 
construction workers. 


10. MONEYRAKER — Salvage priceless vases from the lost city of Atlantis. in between missions you can nip home 
11. THE MERMAID WHO LOVED ME — Save mermaids from mad scientists. to select items and go watch the TV 
12. DR. MAYBE The scientists turn on Pond. You must escape. show Tuna and a Half Men. 
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J 
UNDERLUATER AGENT 


James Pond has the fish babes, 
the tux, his bubble gun, and he’s 
ready for action. 


+3 
the Stee tte 


0/0|3/ 1/6/35] 7/0) 


Gold-fishy, he’s the fish, he’s 
the one. The one with the golden 
bubble gun. 


roe ety 


emote tne ett ee 


6/8) 10) 1/5]6/9/4) 1/0 


Our halibut hero, can use his 
bubble gun to trap the naughty 
sea creatures. 


SAE te A 
917) 210) 1/65] 1[9]6/0) 
IT am not sure why there is 


a dog swimming around 
(perhaps he’s a dogfish? -Ed) 


Licence to gill. 


‘Great! Action, suspense and a macho hero even if he is a fishy 
character! Aside from the simply superb attention to detail in the 
graphics, the many jolly little tunes and the smile-inducing watery 
sound effects, James Pond is a challenge-and-a- half with 12 
missions. The wonderful thing is that the missions are widely 
different in style and gameplay. 


Whether you're dynamiting oil platforms, saving fishes or liberating 
lobsters, its all done with the emphasis on fun! Add to this a great 
variety in the graphics and you're playing one of the most 
entertaining games for a long while. You certainly face a new, 
absorbing and highly humorous challenge with each new level. It 
reminds me of Scuba Dive but it’s all so much better as there's 
decent, Amiga-quality graphics and fast paced action, all very 
professionally done. 


What's more it's all so rewarding as the programmer has thrown 
in loads of effects (the secret bonus screens their own pieces of 
musk, there's hidden lives, mega-bonuses, secret objects to collect 
and countless other effects to discover) and this really mode the 
game for me. I love this one LOADS! Admitted it's not totally 
original as you can't realty get away from the Bond-ness of it all: 
the mood, the action, the tench-sion, the Jimmy Bond soundalike 
tunes, it's all here. I could carp on about this one for ages, water 
ace game! (Aaaarrrgghh! Ed),’ 


85% - Zzap! 64- Issue 69- Jan 1991 - Robin Hogg 


‘James Pond has always been a bit of a hit with the girls but will 
he be a hit with the gills? The answer is - yes! Nobody does it 
wetter than me - unfortunately when it comes to James Pond, eel 
admit it - I'm crap! I managed to complete the first mission but got 
carried away releasing lobsters just for the halibut and ran out of 
time. 


Having tried again I got onto the second level and was promptly 
turned into fish fingers. But even if you take into account this 
reviewer's lack of talent, it's got to be said -James Pond is a touch 
on the hard side. The trouble is that you've got a time limit to 
contend with as well as only having three lives. And when you 


finally kick the bucket you go all the way back to mission one which 


is a real pain in turbot. 


Criticism aside, I really enjoyed James Pond for what it was - a 
simple, addictive, fishy frolic with superb, animated graphics. In 


‘act it must be said that graphically it's stunning - all the creatures 
. grap y & 


and objects are beautifully animated and the backgrounds on every 
mission are completely different. But to the best bit: the sound 
effects - they're fab! The title music is amazing and whilst playing 
the game you can select either a catchy little Bond number or the 
sound FX. Both are really effective and add to the whole ambience. 
On a scale (groan) of one to ten, James Pond has got to be worth 
an octopi. It's brill) And not a fish gag in sight! 


85% - Zero - Issue 14- Dec 1990 - Teresa Maughan 


< The name Pond, James Pond. 


ADVANCED COMPUTER ENTERTAINMENT 


» 


‘James Pond is a massive improvement over Kid Gloves, 
Millenniums first attempt to board the cutey bandwagon, although 
it probably won t do as well as it deserves to, up against all the 
big names re-leased for Christmas. The easy opening levels and 
superb cartoon graphics will make it a favourite amongst younger 
garners, and there s enough in the gameplay to make it just as 
much of a success with just about every-one else. Get a copy now, 
it s fin-tastic! Whoops!’ 


82% - AUI- Vol5 No1- Jan 1991 - Tony Horgan 


‘James Pond is the first of the Christmas cuties. He looks good. 
plays well and sounds spilling too. The cute tone is backed with a 
sense of fun, which is what it is all about. Gargantuan brain-twisting 
games have their place. but so do the amusing tests of joystick 
control. Pond treads that 'fin' line between overt cuteness and tough 
game design: play it and you're ensured a 'whale' of a time!’ 


81% - Amiga Format - Issue 17- Dec 1990 - Trenton Webb 


just float around, bubbling baddies and bagging bonuses. He will 
be told before each level about the mission that must be completed 
before access to the next level is permitted. If James has time, he 
may go over quota on mission minimum requirements and earn 
bonus points. Haste is vital - if the time limit expires and the mission 
has not been completed then James will be 'retired' by a energy- 
draining raincoat-clad assassin. The Green-tinged missions seem 
varied (e.g. find keys to free caged lobsters, recover treasure from 
Atlantis, find dynamite to lay at the base of a leaking oil-rig) but 
boil down to the same thing: take a number of items from one place 
to another. Since James can only carry one item at a time, there's 
a lot of (sometimes tedious) tooing and froing. 


PROS: Presentation is classy. Sounds and graphics are top-notch. 
Excellent playability. Send commendations to the lab boys, Q. 


CONS: Each level looks and plays pretty much like the last, therefore 
there's little urge to see what features and graphics appear later 
on. 


FINAL ANALYSIS: Initially lots of fun, but the repetitive nature of 


the game is ultimately its downfall.’ 


780/1000 - ACE - Issue 40- Jan 1991 - David Upchurch 


By using the helmet, James Pond 
can go above ground for extended 
periods. 


8)2) 5 10/3/4/8/9]2|0/0) 


Considering its mostly 
underwater, James Pond does 
a fantastic job of visual 
variety between levels. 


I’ve heard of a sword fish, but 
a chainsaw fish! That’s a new 
one. 


(0/3)8/0/9/8/S]o: 


Caught between a rock, and a 
Shark place. You better watch 
out, or this loan shark will make 
you sleep with the humans! 


Mission Eleven has you rescue 
sick mermaids (from the pollution) 
and all the evil scientists. 
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In the final mission, our 
flipper-tasic fishy spy, must 
escape from the evil Dr. 
Maybe’s lair. 


Finding the ten pairs, before he 
can put his flippers up for a well 
worn rest. 


.: - 
918) 75 910]2|014/2/5)4/0) 


So we sailed on to the sun 
'Til we found a sea of green 
And we lived beneath the waves 
In our yellow submarine 


9}2)e'0]5]3]2/9/6)8/0) 


Some sections take our trouty 
traveller above the sea. Better 
hold your breath James. 


03|719/6l6/5I0 


The full on colour in the game, 
really wins you over. 


NO DISK 
ATTACHED? 


‘James Pond is populated by a weird and wonderful cast of 
characters, some helpful and others out to turn you into shark bait 
Most enemy fish can be rendered harmless by encasing them in a 
big bubble which, when run over, kills the fish and releases the 
contents of its stomach. Old boots, I LOVE NY mugs. Rubik cubes. 
carrots, jam-pots and even stuffed Garfield dolls abound and these 
can be collected for extra points. 


A lot of imagination has gone into thinking up so many weird and 
wonderful objects. You start with three lives. The control panel 
indicates how many objects or tasks you still have to complete and 
an angry looking Pond holds up his fingers to show how many lives 
you have left. Throughout the game there are various objects to 
collect and store away. 


A top hat, a goldfish bowl, a pair of sunglasses, a ray gun and 
dynamite are all scattered around for you to find and have various 
properties. For instance, the sunglasses allow you to see poisonous 
jelly fish when exploring the shipwreck in level four. Out in 
November. JP is certainty amusing, but at £24.99 and with only 
12 easy-to-complete levels, it doesn't represent good value for 
money. Still, a good game which should provide several hours of 
fun and enjoyment.’ 


77% - CU Amiga - Nov 1990 - Dan Slingsby 


‘After the ronnygazoo over the wit-less Greenpeace game. which 
did the environmentalists more harm than good, its refreshing to 
see that most puerile of game formats, the so called 'cutie", being 
used to promote simplistic environmental messages. James Pond is 
a fish with a mission. Twelve missions In all, which range from 
rescuing lobsters to helping fish to safety before radioactive 
canisters send them on a mad feeding frenzy, plugging leaks in oil 
tankers and rescuing mermaids and orchids. 


Well the music is suitably aquatic and impressively jolly. but it’s 
the excellent graphics which really deserve a mention You really 
feel this is on Amiga you're playing on. rather than the Sega-like 
graphics of games like Pang. Incredibly colourful, they also feature 
eel-smooth parallax scrolling. 


As well as the nasty humans seeking to stop our fishy hero. there 
ore nefarious aquatic foes to combat. which con either kill or stun 
poor James, costing him valuable time. To these he can blow 
bubbles, which encapsulate said foe. Swimming over the bubble 
destroys the enemy within There are secret caverns to explore for 
bonus points, and plenty of surprises along the way. If you are 
looking for a bright and colourful. but most of all hugely 
entertaining game to play, then check out James Pond, 
environmental messages and all. He's far more tasty than Haddock 
and Chips.’ 


NO SCORE - Amiga Computing - Issue 32 - Jan 1991 


lats. and even in 


be well above 'C' 


BUB’N’BOB 
ARE BACK! 


a: 


[Other Reviews: JK: 93%, AM: 90%, J: 78%, G: 89%, 
J: 88%, S: 70%, AC: 91%, AF: 90%, Z: 86%,] In Leak and Let Die, our spy, 


CHEATS 


Pause the game and type “junkyard”, the screen will flash if 
done correctly. Now in game you can use the following keys: 


Cheat Mode On/Off 

RETURN KEY (Makes you Invincible) 
Flashing Borders F10 

Increase Speed F7 
Level 03 Z 

Level 04 x 

Level 05 Cc 

Level 06 Vv 

Level 07 B 

Level 08 N 

Level 09 M 
Level 10 I<] 
Level 11 [>] 
Level 12 [?] 
Unlock all locks D 
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James Pond sprites, in all their glory. 


avat 
‘Colourful. ingenious. humorous. easy to play - Pond is a lorra | toe | 


stand-out game If we had to give it a -. grade, it would certainly 


83% - Amiga Power - Issue 12- April 1992 - Matthew Squires 


a month of great budget re-releases a clear 


level.’ - BUDGET RE-RELEASE - £7.99 


who holds a plaice in all our 
hearts, must plug the oil leaks. 


ae 
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In the frozen arctic ocean, James must battle Eskimos to 
save the seals. 


167 


iat rH 


Our barnacle boy James, even goes up against vampire 
fish, on his quest to save the day. 


THE WORLD IS SAVED (FOR NOW!) 


Another successful mission Pond, now go and put your 
flippers up and rest. 
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£24.99 - MILLENNIUM - 
- 4 PLAYERS (S) - 1 DISK [ 


The only James Pond game Chris Sorrell had 
little to do with it being Steve Bak’s game. 
So really this is more a spin-off, cashing in 
on the popularity of the character after 
RoboCod. 


In this game it’s a Track and Field style 
Olympics game where you play James and 
his fellow Aquatic Aquabat chums, in a series 
of fish related events. These involve your 
more traditional joystick pummellers, like 
100 yard splash, Hop, Skip and Jump, Leap 
Frog and Tour de Grass. And your 
imaginative, Kipper Watching, Feeding Time, 


Bouncy Castle and Shell Shooting. 


As with all games of this type, it mostly 
comes into its own, when you have fellow 
chums around and play it multiplayer. With 
the single player really being your chance to 
practice, for when they do come around. 


Sure its not got the staying power of the other 
James Pond games, but it takes a cold heart 
not to love the bouncy rendition of 
Beethoven's 9" Ode to Joy by Richard Joseph 
and eight imaginatively themed sporting 
events. 


It may not be so-fish-ticated, but don’t trout 
yourself and shell out for this today.” DRISK 


VECTORDEAN - 


Join Pond and his pals for 
some fun and games before 
their next big mission! Pond 


needs fo stay at peak fitness to tackle 
the dastardly Dr, Maybe 
limbers up in the wildest sports game 
ever! It's side-splitting, butting bashing. 
fin-wiggling action all the way! 
Features the famous fishy sleuth 
James Pond and his pals 
8 silly sports events - plus bonus 
events! 
Practice mode or championship 
mode 
© = Multi:player option 
~ 1-4 players 


copains se 

| MP tancent, avant leur prochaine 

mission importante, 

dans une vaste partie de 
rigolade sous forme de 
jeux visant 4 maintenirc & 
James Pond au sommet de 
sa forme pour affronter 
Vabominable Dr Maybe 
C'est done parti pour des J 
exercices d'assouplisse- 
ment qui font de ce jeu le 
plus désopilant de toutes tes 
simulations de sport, avec une actiogy 
A se tordre les nageaires de rire jusqu at 
point de coté du début 4 ka fin ! 
© 8 épreuves sportives complétemenif 

loufoques, plus des épreuves de 

bonus ! 
© 4 nouveaux personnages fntastiqual 
Mode entrainement ou championiiat 
Option plusieurs joueurs de | aug 


1992 
| 


A really fun Olympic style game, with 


a fishy twist. 


James, patiently waits for the lights to 


change, for the 100 Meter Splash. 


i James Pond et ses LG Taare 


2 FOurde Grass 


MOOG coe DISrren 


Quo AGU Mie 
Cott 


~~ 


Am 


ia 


“Aquatic 
Games 


_ Starting James Pond & The Aquabats 


MILLENNTOM PRESENTS 


Vor ihrer nachsten grofen 
Mission brauchen James 
Pond und seine Kumpel cin 
wenig Spaf und Spiele! Pond mu8 
sich fit halten, um es mit dem 
niedertrichtigen Dr. Maybe auf 
zunchmen — deshalb bringt er sich 
mit dem verricktesten Sport- 
wetthewerb aller Zeiten in Schwung! 
Ein Gespritze und Geplansche wie es 
im Buche steht! 
© 8 lustige Wettkiampfe — plus 
Bonuswettbewerbe 
® i tolle neue Figuren 
® Obungs und Meisterschaftsmodus 
© Option fiir 1-4 Spicler 


Unitevi a Pond ¢ ai 
divertiryi un po’ 
giocare prima 
BM ciclia loro prossima ed 
importante missione! 
Pond deve essere nel 
pieno della forma per 
affrontare il codardo Dr. 
Maybe; quindi, si allena 
BEM nicl gioco dello spon pit 
Bl pazzo che sia mai esistito! 
I non plus ultra del 
divertimento ¢ della velocita! 


8 gare assurde - pil) gare bonus! 
® 4 nvovi formidabili personaggi 
Modalita allenamento ¢ 
campionato 

® Opzioni con pit giocatori 

da 1 a4 giocatori 


= J Diseribured by Fleet: Avis Lad 
= =n 90 Herom Drive, Laniley 
berkshire SES EXY 


180311xD 


01992 Mlbeoiom 


Get the most 
from DPai: 


int 


WHAT THEY THOUGHT 


‘Here's the framework: the Games comprise eight (plus two 
bonus) separate events. Some require timing and forethought, 
some require lightning-fast reflexes and some merely require an 
embarrassingly quick wrist action. Either one. two. three or four 
players can play at any one time, although there's no actual 
head-to-head option (each player takes it in turn to have a bash 
at each event, the scores and/or times are compared and then 
it's on to the next). In a multi-player game. each player gets to 
control one of four learns, they are The Swamp Bay Splashers 
(coached by Steve Clam), The Hilly Island Hoppers, Flappy's 
Flyers and The Deep Sea Dippers. 


Each team comprises a selection of wacky characters suited to 
each particular event. So is this game as good as RoboCod, 
James’ last game? Well it wouldn't be right to compare them — 
they're both excellent examples of two completely different 
genres. The only connection between the two games is Pond 
himself and the appalling puns that litter the instruction manual 
and game presentation. RoboCod was a classic. expansive 
platform-'em-up: The Aquatic Games is a completely different 
kettle of fish (sorry). 


But each event is well designed, the graphics are truly excellent. 
the multi-player element is always a welcome insertion (although 
it's a shame there's no real head-to-head dual-player model and 
there are records to be broken and high-score tables to be 
nurtured. So yes. The Aquatic Games comes almost as highly 
recommended as RoboCod did in Amiga Format's December 
Issue last year. but for completely different reasons. If you are 
a sociable type of person who likes to play games with your 


riends. then you really shouldn't miss-out on the chance to tr 
: y ‘vy oy 


test your sk-gills with James and friends.’ 
86% - Amiga Format - Issue 40 - Nov 1992 - Neil West 


‘The Aquatic Games continues the tradition of the previous two 
Pond games. The graphic style here is, quite simply, excellent and 
the all the cartoonish characters are completely lovable. (Especially 
the fluffy seals in the Kipper Watching section with their wriggling 
noses and waggling tails. Ooh, I could take them to bed.) 


I'm impressed with the way that Millennium have managed to hang 
stuff around the James Pond character and, although the in-game 
puns and jokes are groaningly terrible, I think that this tackiness 
is quite appealing in the same way that some old 'B' movies are. 
Although these type of games are well out of date (let's be honest, 


joystick wagglers went out with the Ark). Millennium has tried to 


inject some life into the old game design and has, to some extent, 
succeeded. The weakest events are the 100m Splash and the Lap 
Frog but that may be because they are overshadowed by the Feeding 
Time and the Kipper Watching parts. The beauty of these two 
sections is that the gameplay is so simple and the control just 


perfect. 


There has been some debate here at The One over this game. 
Opinions vary - some say that the game is too simple. others that 
it holds together nicely in a well-balanced, fun package. Fortunately 
I belong to the latter camp and although some of the events are no 
more complex than the Waggle-O-Mania game we gave away a few 
months back, I think that The Aquatic Games has enough humour 
and nice touches to warrant a purchase by all but the most 
sophisticated garners.’ 


84% - One Amiga - Issue 49 - Oct 1992 - Simon Byron 


‘Tf you are a sociable type 
of person who likes to play 
games with your friends. 
then you really shouldn't 
miss-out on the chance to 
try test your sk-gills with 
friends.’ 


James and 


- Amiga Format 


The game lets you play up to four 
players, and has three levels of difficulty 
in the practice modes. 


James must race against F-Fortesque 
Frog in the 100 Meter Splash. You 
need strong wrists (and joysticks) here 
(So RetroRic should be good. -Ed) 


Kipper Watching. Here you play Cecilia 
the Seal, and must bounce away those 
beach balls, away from the kipping 
seals. 


Sprites ripped by Fatty McGee 
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Hop, Skip and Jump. Another 
joystick pummelling event. This 
is actually a lot like the long jump 
in Track & Field. 


Bouncy Castle. Here James must 
bounce between the two sponges. 
Points are awarded for in air 
acrobatics and height achieved, by 
hitting the shells. 


Feeding Time. Here you play 
Freddie Starfish, and must fill up 
your bowl with food and feed the 
fish, before the hooks take them 
away. 


Shell Shooting, James must jump 
on the edge of the shells to make 
them flip into the air and pop the 
air and pop those balloons. A really 
tough event. 


‘It s nice to see a company that has thought of a different way to 
produce a sequel to a game instead of adding the usual III's after 
the name of the old game. Millennium have done a bit of lateral 
gifting and produced Aquatic Games. the sequel to the classic James 
Pond. Old James is a bit knackered after doing this spy lark, so he 
decides to go get a bit of relaxation in. But there will be none of 
this namby-pamby lying around on a beach rubbish. 


Old James wants some good whole-some exercise - sad but true So 
where better to get the exercise he s after than at the Aquatic 
Games? For some reason you don t play James in all of these events. 
It isn't stressed who you are but it's not really that important - all 
I know is that all of the competitors are supposed to be friends of 
James. The first event is just a sprint, which entails the usual 
obscene waggling of the joystick. but you are not running on a track 
- that s much too easy For the most part of the race you are running 
on water so xi you slow down you will sink. 


You are racing against a frog who is pretty speedy Event two - 
Feeding time You play a tubby character standing on a bridge. and 
you have to fill up your bucket and teed the fish that poke their 
head out of the water Next up is the Grass Race A friend of old 
Jimmy's is a uni-cycling shark - everybody should have a uni-cycling 
shark for a friend. but alas we don t You have to pedal his uni-cycle 
along the course and jump over all the different obstacles that stand 
in your way. The course runs from left to right like the spent but it 
has lots of hills and things that you’ve got to pedal up. I found 
the control method on this a bit tricky, it’s like trying to rub your 
stomach while patting your head. You have to pull the joystick round 
in a clockwise fashion - that's fine until you have to jump over an 
obstacle, when its a bit tricky too keep the momentum going. 


Reading the list of the various events will make you think that 
they re pretty weird - you d be right After the grass Race you have 
Kipper Watching which is almost as bizarre as it sounds You are 
in charge of six seals who are having a kip (a nap to our southern 


friends) The rowdy beach people keep throwing beach balls at our 


comatose friends, so to stop them waking you have to jump up anti 
deflect the balls away with your head In true seal style. 


Along with the 100 - metre splash there are a couple of adaptations 
to normal events, like Leapfrog which is just a version of the 
110 -metre hurdle. There is also a trampoline (sea sponge, section 
of the games, the first I have ever seen You have to go through all 
the set pieces like a proper trampolinist. Once you have done the 
set moves in the time given any extra somersaults you do give you 
extra points. 


By far the trickiest game in the tournament IS the shell shooting 
section Odd-looking crabs come at you from either side of the 
screen, and you score points by flipping and catching them. flipping 
them Into vats of flat oil or shopping them to burst the overhead 
balloons I always seem to get electrocuted by the electric eel-type 
things I liked the Aquatic Games a lot - graph tally they're sound 
and the FX are quite amusing in places. Its a nice change, from 
the run-of-the-mill sports games. I also thought that the practice 
options were a hell of a lot better than normal. Instead of the usual 
one practice mode thee are three on different levels. So if you're a 
real slowly like me you can go on the thicky level first. Well thought 
out and good fun.’ 


80% - Amiga Computing - Issue 57- Feb 1993 - Ben Styles 


‘The presentation for all events is faultless. well drawn 
backdrops and sprites with plenty of humorous touches. Sound 
is good, too. The main problem with the game is the lack of 
excitement during one-player mode. It's when you start playing 
against a friend that the real fun starts, in fact up to four players 
can play. If you have ever played event games like Summer 
Challenge or any other sports-event game. the structure of this 


game will be very familiar. However, it is Aquatic 


Games' many novel styles of play which makes this one really 
stand out from the pack. The one event that fails to impress is 
Bouncy Castle. One additional disappointment is found in multi- 
player games as the cluttered screen can lead to confusion, more 
so as you cannot input your own name. Despite the criticisms 
Aquatic Games offers plenty of fun and frolics, but get a TOUGH 
Joystick!’ 


78% - Amiga Mania - Nov 1992 - Paul Rigby Henriques 


‘As with both of the previous James Pond numbers, Aquatic 
Games has superb presentation. The graphics are excellent, but 
the tune does get a little bit annoying - however, that's only to 
be expected. Sadly this product doesn't live up to the lames Pond 
name. Playability-wise, it isn't for the experienced gamer but 
youngsters may enjoy the title a lot more. As for someone like 
myself, things are perhaps just a little easy. I'd suggest it's a 
definite one to try out before handing over you hard-earned 
dosh!’ 


72% - Amiga Action - Issue 38 - Nov 1992 - Brian Sharp 


‘Graphics arc cute. with a Wonderboy-style background and 
figures. They're very shiny, and stand out heaps. They have a 
very nice “cartoony” type feel as well. Very good Mr Nicholls! 


Sound effects are okay for this type of game. though the music 
is perhaps a little childish - more appropriate for Play School. 
Overall, the game is very exciting but lacks that intrigue that 
would keep you coming hack time after time. A solid week of play 
will just about see you through. And there's a strong sense that 
I have that this game was made for those a little less intellectual 
than myself. Otherwise if you're just a big kid, go out and buy it 
anyway!’ 


69% - ACAR - Vol 10 No 1 - Jan 1993 - David Sanna 


¥ 29:00:29 
SCORE 05 by oval ire 60:40:00 


Tour de Grass. Here you play Mark 
the Shark on a unicycle. Another 
joystick destroying event, moving the 
joystick in a rotation method. 


Leap Frog. Essentially hurdles, leap 
over the electric eels and ponds, 
to reach the end as quickly as you 
can. 


Things can get out of control pretty 
quickly, once the beach balls start 


flying. 


The award board can see how you 
are you are progressing in the events. 


< Time your jump and James can 
get a lift by the Pelican. 
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Jumping the shark is the only 
way to lead Mark to victory. 


6 


a LE 33 Brstaue 
SCORE SOeoo0 QUALIFY 


Get the optimum 45° angle is crucial 
for succeeding in the long-jump part 
of hop-skip and jump. 


QORE gtnesty, TyTEN Bigs as 


SUPER NINTENI 


ENTERTAINMENT SYSTEM 


Some of the US box art for the Genesis and SNES has 
lovely alternative James Pond box art to the European 


releases. 


‘Other ideas in the game include a triple jump variant, a cycling 
scene and a particularly tedious bouncy castle stage where James 
must perform a set number of special moves within a predetermined 
time-limit. Tedious is not the word for this stage, and bouncing 
between two trampettes whilst effecting a selection of moves proves 
about as much fun as eating ear wax. It's a real pity that what 
appears to be a lack of ideas has let Aquatics down as some of the 
events can indeed prove rather fun. 


However, it is worth noting that it is the more skill-orientated stages, 
such as the triple jump and 'Leap Frog' hurdling events that prove 
enjoyable. Even these soon prove tiresome. though, Admittedly, 
there are two bonus games thrown in for good measure. but even 
these don't add meat to an already stricken skeleton. I really wanted 
to like Aquatics as RoboCod ranks as one of the best platformers 
I have played. Sadly, though, this undersea exercise program just 
doesn't cut the mustard and sadly wastes the character's potential. 


Let's hope Pond's next outing offers more sustained gameplay, rather 
than a sad collection of poorly thought out sporting events. If he 
had an expanding midriff in RoboCod, why not make it flexible and 
add some sort of Pole Vault-style event'? I'm going to clam up now, 
but Aquatics can sadly be summed up in a similar vein to its seaside 
set-ting. Wet.’ 


67% - CU Amiga - Oct 1992 - Steve Merrett 


‘Its the best joystick-waggler of this year's crop by quite a way. It 
works reasonably well, and it's nice to pick up every now and again. 
but there's only about half a days entertainment (three-quarters if 
you've got your mates round) in this at best.).’ 


60% - Amiga Power - Issue 19 - Nov 1992 - Stuart Campbell 


[Other Reviews: AG: 81%, J: 81%, D: 75%, S: 50%] 
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James Pond 3: Operation Starfish = [Miamesrono« 


A1200 


£29.99 - MILLENNIUM - VECTORDEAN - 1994 (AGA ONLY, CD32) = eek 
- 1 PLAYER - 3 DISKS AGA ONLY (1 CD CD32) [ M | V | V_CD32 ]| 
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I am not a fan of James Pond’s last true outing. 
This time he is Codename Splash Gordon and 
he has gone in to Trouter-space (groooan! - Ed) 
to take on the Dr. Maybe again, who is now on 
the moon. 


Primarily designed for the Mega Drive, this 
time the AGA only Amiga port feels an 
afterthought. But the real issues are in all 


versions. Being on the moon, means gone are 


the psychedelic wonderment of the previous 


games, and in its place is the sombre tones of 
black, yellow and purple. James Pond is also Enemies lack the imagination of 
bigger now, and so with the zoomed in the previous games. 

gameplay, means the fast speeds don’t work, 
with too many poorly placed cliffs and enemies, 22 96 
that are easy to run into. Even Richard Josephs 
music, is some of his worst, not able to do his 
usual wonderful parodies of classic Sci-Fi films 


and the like. 


“@ s*e see tee +. *7@ ---" : 
This feels a game devoid of ideas, so instead [Ee ite ete et eee cee ee 
*ee ".e *8@e. °. s-.°*. eee Be? *- 


of a wonderful send up of the Sci-Fi films as 


-@.° * © O64 -4-*. eh 00°? 7-12 5@ 
it should have been, instead its Pond “56 @ 6". — . O20 oe? 2 2 F-060 
frustratingly running around a cheesy planct |= aesuneM=ee sss === = cess les =o. ee ae 
—— a 9." *" @ae*_ ** 28 s = 


and some space mice. 


Pond can use umbrellas to break 
The CD32 version has an intro and is the best his fall. 
version to pay, as the joy-pad support, meaning 
you wont have to use the space bar in the game. 


Overall a bit of a missed opportunity, and a sad 
send off to our wonderful hero. 
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One of Pond’s power-ups is 
spring shoes...Go go, gadget 
shoes! 


Hmm more cheese, dull enemies. 


RoboCod please come back. 


DSHHVey 


WHAT THEY THOUGHT 

‘visually, the game is wonderful. Although it is very different to 
RoboCod and Aquatic Games in that it is nowhere near as Colourful 
(but what do you expect when its set in space?). It also doesn't 
seem as cute as the last two games. Instead, this is a tougher. 
meaner Pond we're seeing. He's a fish of action, not silly little 
dances and cute expressions. There's bags of character in the game 
too, although some of the cuteness gets used against the player. 


Take the sweet little chicks, for example, who rush to meet you 
when you walk near them. Happily they waddle across the 
landscape, until they reach your feet, at which point they explode 
taking some of your energy with them gits. One thing this game is, 
though. is very, very tough The size of it alone means that it will 
take some people weeks before they see half of it. There are enemies 
just as tough as Pond, and If you can get through level two without 
losing energy within the first fifty times of playing the game, I'll 
be very surprised. It isn't frustratingly hard, though. and that's 
partly what makes the game so addictive. 


Whenever you lose energy or a life, you know why and you know 
you could have avoided it. There are no hidden, nasty surprises, 
and the controls are good enough to allow you to fly through the 
early levels. 


The ultimate follow up? I think so. Millennium have the Pond series 
down to a fine art now, and I should think so too, considering the 
number of platforms that RoboCod got put out on. If you've seen 


fj es Bw Ee y Bg 
Jt BSSISTSIO the incredible Mega Drive version of this game, then you'll be happy 
os to know that this is identical. An amazing game - it’s just a crying 
a eS % shame that non-AGA owners will have to miss out.’ 
> ie) @ 


94% - CU Amiga - Issue 69- June 1994 - Tony Dillon 
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James Pond: Underwater Agent and Running Water 


£N/A - SKILLSWARE - IN-HOUSE - 1995 (ACORN 32BIT) 
- 1 PLAYER - 2 DISKS [ V ] 


Bit of a strange oddity, but I had to mention. In 1995 
Skillsware released a educational software for schools, to 
tie in with Thames Waters new water system in London. 
For the software they licensed James Pond, and so 
technically this is the last computer title James Pond 
appeared in (If you don’t count the changed up RoboCod 
ports on the PS1, GBA and DS that came later that is). 
The title released on the Archimedes for London schools 


and had two disks. A Primary school disk, with it showing 
how they bring the water to London homes, and a quiz. 
Then on the second disk for Secondary kids, they had a 
simulator, so students could try to get the water to homes 
themselves. 


‘Tf you're yearning for 
‘If I told you that Operation Staurfi5h was quite unlike any other : 
Amiga platform game, I wouldn't be lying. Its huge. No really, Some fast, frenetic 
it's very huge... and bloody fast. It also takes quite a different : : 
tack to most other platform games where, as a rule, enemies are platform jumping fun then 
thrown in to make getting to the end of the level quite a job for 
the player. In this game, just getting to the end of each level is IT suggest you splash your 


enough of a challenge without a large number of wrong-doers 


attacking you at every opportunity. cash on James Pond 3 You 


You could play the first level a dozen times, and still find a will not regret it. . 
different way to get to the end of it each time. Have I told you . . 
how great it looks? OK, so it isn't anywhere near as colourful = Amiga Computing 
as RoboCod (put them side by side, and this one looks a little 
bland in places), but where the colour has been removed, bags 
of character have been added. Pond is no longer the cute little 
fish who wiggles from side to side when he walks — this is a 
leaner, meaner fish, with a gleam in his eye and a set jaw. 


The one big difference between James Pond 3 and RoboCod is 
that this one is very, very hard. It'll take quite a few goes before 
you can get past the first couple of levels without losing stacks 
of energy (remember how easy RoboCod was?). Mind you, it's 


ASIAXYVLIS NOILVUYAdIO -€ GNOd SAWVL 


never frustratingly hard — for every hit you take, you can see 
how it happened, and learn to avoid it next time. The map to each section, shows 
the similarity of all the areas. 
There's a good learning curve to the game, but this is no evening 
class. This is a three year degree course. With homework. Pond 
3 is every bit as good as I hoped it would be and well worth 
rushing out for with your cash held high. I promise you won't 
be disappointed. I also promise that you won't even vaguely see 
the entire game for a long, long time.’ 
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90% - The One Amiga - Issue 69- June 1994 - Matt Broughton 


‘James Pond: RoboCod. Two great little puns. Where's the poke 


in Operation Starfish? That's what I want to know? Anyway, our Green, purple, yellow... surely 
fishy pal is back once more, with his legs back and he's bigger with the vast Sci-Fi to riff on, 
than ever, in every sense. The levels are huge and so is the agent they could do more than this? 


himself, I swear he's put on a few pounds. Pond is brilliantly 
animated: it is very, very, smooth. Maybe and I mean maybe. 
Millennium could have tweaked the gameplay a tiny bit. There 


are places where Pond will simply skid off a block. because he 
does not stop dead and you spend ten minutes trying to do that 
jump. It's not skill, but luck. 


As ever, there are tons of hidden goodies to be found and that's 
half the fun. Pond can now punch as well as jump on the bad 
guys. It's not an easy task. I could tell you the plot, like the fact 
that the evil Dr Maybe, whom Pond has defeated twice before. 


aA 
is now on the moon doing his evil things. But I won't Who cares? This end of level boss, is pretty 
It's Just an excuse for the great platform fun that is Pond III. cool though. Also quite a 
There's nothing much to surprise you. Jump, run, kill and collect. technical marvel on the Amiga. 


I loved RoboCod though and this is a worthy sequel (if you can 
have a sequel to a sequel, that is) It's very slick indeed. The 
music, on the other hand. drives you up the wall. I had to turn 
it off after a while, because I was risking getting committed. Its 
not that the music is bad; it's just the typical dinky tune that 
goes on and on and on... 


If you were a fan of the other two, Pond ILI is for you If you've 
not played either of the others. you can't like platform games at 


all, so this is still not for you.’ 


83% - AUI- Vol8No6- July 1994 You also get to control a frog 
sidekick in the game. 
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Splash Gordon! He'll save every one of 
us!! So lets get ready to kick some 
Splash! 


Hey James! Is that a stick of dynamite 
in your pocket? Or are you just pleased 
to see me? 


Get up enough speed and James Pond 
can actually run upside down. 


The fully voiced and animated intro on 
the CD32 version, is a welcome inclusion. 


‘Highly original it might not be, but fans of the previous games 
and platform lovers will be absolutely besotted with the third 
instalment of James Pond. The game contains over 111 massive 
levels. It's one of the harder platformers I've had the pleasure of 
playing and I guarantee that it will take even the most experienced 
gamer a long time to complete. The major difference between 
RoboCod and its successor is that Pond 3 contains a high puzzle 
element to It and its not a case of simply getting to the other side 
of the screen to the exit anymore. 


The game also has a brand new character in Finneus Frog, one of 
Pond's fellow secret agents. This adds a whole new dimension to 
the Pond series and you literally get two games for the price of 
one. Graphics wise, I can't fault lames Pond 3 as it looks exquisite 
Although the graphics are brilliant, the game really shines in the 
playability and addiction stakes for one, haven't been able to put 
it down since it came into the office. 


Don't forget that James Pond 3 is for the Al200 and CD32 only, 
and that's simply because the game is far too big to fit onto the 
A500/A600. For sheer enjoyment and lastability you'd have to go 
far to find a better plat-form game than Millennium's tasty third 
fishy adventure If you're yearning for some fast, frenetic platform 
jumping fun then I suggest you splash your cash on James Pond 3 
You will not regret it.’ 


85% - Amiga Computing - Issue 75 

- July 1994 - Jonathan Maddock 

‘This is a huge adventure. Over hundred levels to was through - 
secret ones to, a plethora of enemies to counteract and some of 
the toughest gameplay this side of one of those RPGs you can never 
be bothered learning how to master. 


But despite the size and complexity of the task, there is something 
fundamentally unsatisfying about much of Pond 3. This isn't a bad 
platform game. It's just, well, the whole thing is a bit dark. Most 
of the backgrounds are black with the odd purple pixel thrown in, 
and even though the parallax scrolling is smooth, and yes, I know 
the whole shebang is taking place on the moon, JP deserves better. 


As you progress through the levels, the game mop extends and you 
con travel to all manner of bizarre worlds. Worlds with ice, cherries, 
custard and cows. And yet, upon arriving in these new worlds, at 
times you get the feeling you've been there before; Pond might be 
huge in terms of gaming area but much of the gameplay is rather 
‘samey'. And darned tricky at times too - not that this is a bad thing, 
of course. It's not as if there aren't enough to do. 


Pick-ups abound - dynamite, jet-packs, cheese and gateaux guns 
-and there are enough baddies to satisfy even the most fanatical of 
exterminators. And sure, Pond's as pacey as a certain spikey 
hedgehog, yet Operation Starfish lacks character. Yes, one of the 
Amiga's most endearing platform heroes is in an adventure that 
you just cannot be bothered trying to win. That's sad.’ 


75% - Amiga Format - Issue 61- July 1994 - Stephen Bradley 


‘It’s perhaps inevitable, you have to wait this long for is going to 
be a bit of a disappointment when it finally arrives, but James Pond 
3 is as much of a letdown as anything I've seen for quite some time.’ 


46% - Amiga Power - Issue 38- June 1994 - Stuart Campbell 
[Other Reviews: AD: 90%, AC: 79%, J: 75% R: O: 


86%, AF: 70% CD32: CU: 91%, O: 90%, D: 4/5, 
CD32G: 78%, J: 77%, AF: 75%, AP: 71%, AG: 71%] 


THE DARING ADVENTURES OF COOL COYOTE 
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It's not just cute, It's not simply classic, It's the finest platform game ever! 


“The best platformer since Rainbow Islands." 3 rN 
THE ONE 92% si 4 .. 


“A must buy.” 
CU AMIGA SCREENSTAR 90% 


“Beautiful and evocative... stands up proud amongst the best platform games.” 
AMIGA POWER 
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“Plusvous jouez, plus vous 
avez envie de jouer.” 

GEN 4 95% 

“Ah quel jew excellent! 


Une grande réussite.” 
JOYSTICK 95% 


"Fire and Ice est 4 mon gout 


le Sonic de la micro.” 
TILT 


~ > horned 


~ 

i bi) “Fire & Ice ist Plattform-Spaf pur!” 
AMIGA JOKER 
“Fire & lee ist, nicht zuletzt dank oberputziger Grafik und 
vielen Uberraschungen, das bei weitem beste Computer-Jump'n'Run 

der letzten zwei Jahre.” 
POWER PLAY 
“Durch und durch ein Hit! Einfach das beste Jump'n'Run seit ewigen Zeiten.” 


ASM 


AMIGA VERSION SHOWN 


With all the levels, power-ups, bonuses, features, hidden secrets 
and multiples that you'd expect from award winning Graftgold. 
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C1, METROPOLITAN WHARF, WAPPING WALL, LONDON E1 98S 1992 GRAFTGOLD CREATIVE SOFTWARE. nee atteicl BY RENEGADE. 
MADE IN ENGLAND 
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Fire & Ice 


£25.99 - RENEGADE - GRAFTGOLD - 1992 (1994 CD32 Ver) 


- 1 PLAYER - 2 DISKS [M| V | V_CD32 ] 


Or Fire & Ice: The Daring Adventures of Cool Coyote to give it its 
unnecessarily long name, you play the blue fuzzy one on a mission 
to save the world from an evil wizard, who has turned the world 
evil and nasty. So you as the only Coyote brave enough to freeze 
up the nasties, with his ice pellets, and save the puppies, to save the 
day. 


That’s it really, run around the gorgeous level, find the six pieces 
of the ice key, hidden in some of the creatures and get to the magic 
key shaped door. For additional bonuses, then you must find the 
peppy puppies strewn around the levels and guide them with you to 
the exit, to rescue them. 


The level goes through multiple stages, taking you from the frozen 
Arctic, through to stormy Scotland, Aztec Jungles and Egyptian 
pyramids to name but a few. The music is also dreamlike and 
wonderful, perhaps not the adrenaline pumping tunes you are used 
to, but still gorgeously exquisite. The Amiga CD32 renditions are 
particularly of note, with Jason Page, taking his original and 
remastering the tunes, to some of the best tunes the CD32 offers. 


Overall Fire & Ice is platform perfection and worthy of inclusion 
to our top 50 Amiga game list. 
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Pupil 


In the intro Cool Coyote, tinkles those ivories 
like a pro. 


|_| WHAT WE THINK? 


DRISKY SAYS: 


Whilst I prefer RoboCod (marginally) for its sheer size and variety. The 
Cool Coyote is definitely a very close second. The beautiful graphics 


and sound, combined with Andrew Braybrook’s technical wizardry, 
combine to a true platform marvel, that many gamers not versed with 
the Amiga, will have heard of. 


My advise, crank up the CD32 version for the ethereal haunting beauty 


of the CD remastered music and extra colours, and enjoy this exquisite 
platform marvel. 


RETRORIC SAYS: 


A game I still haven't played and just passed me by back in the day. Its 
high place on the list is testament to how much Kingy and Drisky love 


this one as it didn't get a vote from me. I must fire this up and give it 
a proper good go. 


Actually I'm quite surprised Wiz ‘n’ Liz didn't make it into our top 50 
2 0 0 as I think it's an amazing little platformer. Even things like Puggsy with 


its tricky little puzzles didn't make it, so Fire and Ice needs to get played 
asap! 


KINGY SAYS: 


I adore Fire & Ice, and it's one of my go-to Christmas games during 


the festive season. The graphics are breathtakingly cute, and the music 
is so fitting for the game. This is a quintessential Amiga title that 
anyone who enjoys platform games must own. Thinking back, I 
remember being in awe of the graduated yellow-to-red hue of the sunset 
sky. I hope I'm as easily impressed by small subtleties in games in this 
day and age, but back then, I just consumed such things. 
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WHAT THEY THOUGHT 


‘All things considered Fire and Ice gets my vote for Game of the 
Month. Renegade and Andy Braybrook should take pride in the 
packaging and design of this programme. The graphics are fantastic. 
despite the unbelievability of their cute canine character. Fire and 


Ice distinguishes itself from other platform games by it's way of 


accumulating points by having to freeze your opponents first. Any 
previous attempt to jump or stomp a foe will kill your character. 


You don't need to be a joystick jockey to play this one, simply fire 
your ice pellets in the general direction of the enemy and chill them 
out! The puppies will always follow your direction of fire. This is 
one of the few new platform games that allows both beginners and 
experts to start on an equal footing. The instructions are easy to 
follow, but bear in mind that you have to earn the respect of Sutan 
and his friends.’ 


92% - Amiga Mania - Aug 1992 - Tony Jones 


‘Fire and Ice is Andrew's first game written solely with the Amiga 
in mind and it shows, it's slicker than an oiled eel. Take the title 
screen -the words 'Hit fire to play' slide, bounce, tumble, swirl and 
explode on-screen, anything except just boringly appear. And this 
is a minor example of the impressive touches lavished throughout 
the whole game. 


But thankfully Fire and Ice is far more than a mish-mash of technical 
tricks. One of the nicest things about the game is that it can be 
played on a number of levels. Novices will concentrate on surviving 
long enough to get out the door, but those who've gained enough 
confidence will explore for bonuses while top players will endeavour 
to free the puppies for those valuable extra lives. And even when 
the games been cracked there's the lure of trying to find all the 
secret levels for the elusive "100% explored" rating. 


The difficulty is perfectly judged, tough enough to make a long- 
lasting challenge but no so much that you throw your joystick at 
the telly and give up. Each world has a slightly different ‘feel’ as 
well as being very different aesthetically, keeping the player alert 
and on his toes. Fire and Ice is truly excellent, the best platformer 
since, ooh, Rainbow Islands (another Braybrook game). Miss this 
and you'll feel dog rough.’ 


92% - The One Amiga - Issue 44 - May 1992 - David Upchurch 


‘Fire and Ice will certainly appeal to those of you who enjoyed 
RoboCod Graftgold have succeeded On producing the best Sonic 
clone yet to appear on the Amiga. 


Graphically it has so many brilliant touches that it is very hard to 
fault, it is obvious that Graftgold have learnt a few tricks from The 
Bitmaps over the years. The game plays extremely well, the difficulty 
curve is perfectly balanced and you Il find yourself advancing at a 
reasonable enough pace to get your money's worth out of the product 
Very highly recommended indeed.’ 


91% - Amiga Action - Issue 33 - June 1992 - Brian Sharp 


‘Fire and Ice is_ truly 
excellent, the best platformer 
since, ooh, Rainbow Islands 
(another Braybrook game). 


Miss this and you'll feel dog 


rough.’ - The One Amiga 


Cool the Coyote sports a rather snazzy 
snow goggles as a power up in the 
game. 


Gosh darn it! Those peskimo Eskimos 
have to be shot from a distance. 


is Bonnie 


The second area 
Scotland, full of Nessies, castles 
and haggis. 
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You can knock it, you can rock 
it, you can go to Timbuktu, But 
you'll never find a Nessie in the 
zoo! 


Errgh! I hate underwater levels 
in games, and this is no exception. 


Next off too the Aztec jungles to 
find those puppies. 


Aaargh! Its a slobbery one-eyed 
beastie. 


‘The sound in Fire and Ice is very nice with great special FX. The 
game itself takes a hit of mastering but eventually it becomes quite 
easy to guide our hero and the puppies through each level (not that 
the game is easy, because it is a big challenge). Graphically the 
game is outstanding with the animation of Cool Coyote very 
cartoonish and lovely to look at. 


Overall, Fire and Ice is a must for platform addicts and the cuteness 
of the whole package should definitely go down very well with a 
wide audience. It may very well become a classic.’ 


91% - MegaZone- Issue 24 - Oct-Nov 1992 - Nick Smith 


‘This is one of the best platform games I've seen on the Amiga. It's 
extremely playable, the graphics are nothing short of fantastic, and 
there are so many great ideas and smart touches throughout that 
you need to have an extremely keen eye to notice them all. Despite 
its slightly 'kiddie' look, Fire And Ice is extremely challenging. and, 
once you've completed it you can always go back and attempt to 
find all the secret levels. 


With Fire And Ice, Graftgold have made the best comeback they 
could have hoped for With Paradroid never appearing, they needed 
to bounce back with a real smash, I'm pleased to say - as I'm sure 
Renegade are - that they've got one.’ 


90% - CU Amiga - May 1992 - Mark Patterson 


‘In this world of sin, I usually find that there are two types of cute: 
sickeningly cute and amusingly cute. Fire And Ice has the sort of 
warm and amusing tongue-in-cheek cuteness that makes you want 
to leave the outside world behind, draw the curtains and toast some 
crumpets. The game is so chock-full of throwaway ideas that until 
you've finished the very last level there's always something new to 
discover. 


Take the underwater section - you can hitch a lift on a passing 
turtle or use the sprung hinge on a clam shell to gain extra height 
on a jump. It's like a submarine playground. Thanks to the four-level 
training mode, you get a chance to have a look at four of the seven 
levels, which saves you the frustration of having to spend hours 
mooning longingly at the level map. Curiosity is a fine thing, and 
I think all games designers should have the decency to let you catch 
a glimpse of things to come, especially if the graphics of a game 
are as exciting as those of Fire And Ice. If you're into high quality 
games bursting with visual quality games bursting with visual 
ecstasy which offer hours of fun without frustration, you should 
definitely consider getting this game.’ 


90% - Zero - Issue 32 - June 1992 - Dogmar Ernst 


, ‘So the graphics arc spot-on, but the good news is that the game ae 


ReATON 


—- 4 == underneath the glossy presentation is too. With good platform 

= NEw! games, gameplay and graphics tend to compliment each other — 

= the slicker and more detailed the character animation, then the 

a NEW: more controllable the central character should be. Well, that's the 
= 5 


wey HSS theory anyway. Certainly it works that way in Fire and Ice. All the 

‘=| We ‘ graphical elements you need are here: Smooth movement, 

+=) fi imaginative level design and bags of humour. What more could you 
want? 
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Cool’s mission is individual yet somehow, immediately instinctive. 


It's easy to get very involved really quickly as Cool leads his motley 
band of pups, cutting a swathe of ice-pellets through legions of 
penguins, Eskimos and low-flying seagulls. This is good stuff. The game has some wonderful variety 
to all the levels. 

Fire And Ice is a great game. easily the best platformer I've played 
in a long time. If it had been a tad faster, then all would have been 
perfect, but that's no real criticism - just wishful thinking No,. an 
adventure with Cool Coyote comes highly recommended. ’ 


89% - Amiga Format - Issue 36 - July 1992 - Neil West 


zz fevrmose=| — WET) ‘It’s getting a little overcrowded in the console-style platform games 


== — 


arena, but Fire & Ice holds Its own - partly down to the unparalleled 
attention to detail and excellent level design. Sure, there are shades 
of other games in there, but the end result has a refreshing identity 


all of its own. Great fun.’ 


88% - Amiga Power - Issue 14 - June 1992 - Mark Ramshaw Walk like an Egyptian. Here sporting 

cool shades, our coyote chum, does 

the sand shuffle in Egypt. 
‘At various points in the game, there are level skippers so you dont Z 03 
have to do the whole section, but you still have to find them which 
isn t easy. Killing nasties is quite easy - just freeze them with you 
ice pellets and jump on them so they shatter. Probably the biggest 
flaw in the game is the difficulty of the levels. 


Trying to complete all of the levels with only three lives is as 


impossible as trying to unlace your 20-hole Docs after drinking ten 
pints. It is without doubt a very hard game, but you can but try. 


Fire and Ice is well put together, but slightly behind its time. No 
fresh ideas are explored in the game so it loses its appeal very 


quickly. ’ 


86% - Amiga Computing - Issue 52 - Sept 1992 - Ben Styles Tlovethe cool cowin the background, 
just chewing the cud, and taking 
it all in. 


In Brazil, Tec-Toy released the SEGA Master I know at the hotel our intrepid 
System Fire & Ice version, that was cancelled hero, asked for a tomb with a view. 
in Europe. Better to stick with the Amiga But this is ridiculous. 

original though. 
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The standard Amiga version has 
slightly less colours to the CD32 
version, but it still essentially the 
same game. 


At the beginning of each level, you 
get to see a zoomed out map of 
the place. (OCS/ECS version) 


Our hapless hound looks to be on 
the piste again. (OCS/ECS version) 


xxx xe 


Watch out for those pooping sea 
gulls. (OCS/ECS version) 


+; a 


Fram the \afiaite éarkness. 


ALIEN 
BREED IND 


‘CD32: The Game Gear conversion was poor, but that's certainly 
not the case with this version. Some of the graphics are beautiful, 
especially the fading backgrounds. As for the music. it's the best 
I've ever heard in a game apart from Ecco Mega CD. 


Presentation certainly doesn't make up for gameplay, but it goes a 
long way towards enhancing it; play the game with the original 
chip music and you'll see what I mean. Thankfully the game itself 
is equally polished and top fun to play, although it's tough going 
in places. Hot stuff for the CD32 indeed.’- CD32 REVIEW 


90% - C+VG- Issue 154- Sept 1994 - Rik Skews 


‘More platform fun, this time in the' shape of Fire and Ice. Cool 
Coyote is the particularly apt name of the canine character that 
you have to guide around all four corners of the world in search 
of some dastardly bloke or other. Straight from the off, you find 
yourself being drawn towards this mongrel hound of the plains, and 
this is definitely one of the main attractions of the game. 


The intro sequence shows Cool in his igloo home, playing the piano 
and howling away into the frosty night without a care in the world 
(surely Esther Rantzen should he informed of such a feat). 


However all this serenity is set to change, as you guide Cool around 
a variety of enormous worlds collecting keys, bonuses and other 
platformy stuff as you go. Superbly detailed graphics and fantastic 
playability have an important part to play in Fire and Ice, and help 
the game appeal to a wide audience. 


Perhaps the best compliment which can be paid in the revisited 
section is the fact that this tine game has been around for quite 
some time, but surprisingly doesn't yet look dated. And that's a 
hearty recommendation indeed.’- CD32 REVIEW 


88% - Amiga Action - Issue 59 - July 1994 


‘The new, tweaked CD32 version is packed with little touches of 
genuine magic. Smart bombs, for example, are collected by shooting 
perfectly animated storm clouds which drop superbly detailed 
snowflakes before spitting out brilliant lightning forks. 


Then there's bridges formed by sparkling ice crystals, the way 
zillions of bonus points swirl about to reward the latest pick-'em-up. 
All of which is on top of quite possibly the most gorgeous, exquisite 
CD game soundtrack yet. The delicate tunes may not have the 
simple, encouraging beat of a Mario or Sonic, but they are still 


utterly glorious to listen to. 


As platformers go, Fire & Ice is original, imaginative and 
rewarding. The numerous and varied worlds are split up into the 
usual sub-levels, end-level monsters concluding each world and 
ranging from disappointing yetis to fabulous flying machines. Not 
all worlds are up to the magnificent ice levels - the Scottish one is 
rather weak - yet the overall quality and variety is stunning. 
Fire & Ice is a truly wonderful game, but it's also quite often an 
annoying one and should be approached with some caution.’ 
- CD32 REVIEW 


87% - Amiga CD32 Gamer - Issue 2- June 1994 - Stuart Wynne 


‘The different worlds of Fire & Ice correspond to different 
climates - hence "Fire" and "Ice", see? Beginning on an Arctic 
world, where everything is slippy-slidy, and avalanches are 
common, the controls seem difficult and fiddly, and jumping 
between enemies so that you can dislodge them and pinch their 
keys; which (of course) you need to get through to the next 
level. 


Not all of the enemies carry keys, though, so you really need 
to search through and kill everything that moves to be sure of 


TOT ® ANITA - ST# 


getting all the keys you need. In true plagiaristic platform 
praxis, the next world is rainy and cold - North Wales, to be The yeti blocks your way to the key 
precise - while we're next treated to an underwater scene and exit. (OCS/ECS version) 


a sunny clime respectively. 

~ Steere t= 
virAsr Asis) 
The games long enough to be a challenge, the controls are 
responsive enough to suit the CD32 joy-pad, while the enemies 
and graphics are varied enough to keep your interest longer 
than, er, not. So, there you have it a decent game, really.’ - 


CD32 REVIEW 


86% - The One Amiga - Issue 70 - July 1994 - Andy Nuttall 


[Other Reviews: D: 91%, J: 86%, 
AD: 89%, ACP: 88%, AF: 85, AP: 79%] 


Every level in Fire & Ice is a wondrous 
visual gaming delight. 
CHEATS 
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To get unlimited items: Type cool and press the [RETURN] key. 
For unlimited lives: On the title screen press the left mouse button. 


Sadly the CD32 version has no cheats I am aware of. 


In the CD32 version, Cool comes 
back to rather stately home. 


The original ending on the Amiga, is a lot more funky and psychedelic I saved the world and all I got 
than the toned down CD32 version of the game. (OCS/ECS version) was this stupid birthday cake!!! 
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WHO MADE IT 


Andrew Braybrook - Designer, 
Programmer, Additional Graphics. 


Starting in Marconi and working on the 
computers, Andrew made video games in 
COBOL at work in his spare time. Seeing 
his passion for computers, his Dad bought 
him the ZX81 computer followed by the 
Dragon 32. Here he began to get to know 
fellow programmers such as Steve Turner, 
and was invited to join him to do some 
commercial games. 


He began in 1984, mostly doing ports of 
Steve Turners games, such as 3D Space 
Wars (TRS-80 CoCo) and Dragon 32/64 
ports of 3D Lunattack (also C64), 

3D Space Wars, 3D Seiddab Attack. But 
it was in 1985 Gribbly's Day Out, Andrew 
did first his own original game. Followed 
by am stack of all time classics such as 
Paradroid, Alleykat, Uridium, Morpheus, 
Quazatron and Intensity. Then he did the 
16-Bit home ports of Rainbow islands, 
Paradroid '90 and Simulcra. So by 1992 
when he did Fire & Ice for the Amiga, he 
was already a developer legend. 


After Fire & Ice he did Realms, 
Uridium 2, The coaching design in 
Empire Soccer '94 and Virocop. Sadly 
when Graftgold shut its doors, Andrew 
decided to leave the game industry and 
instead joined the computer department of 
an Insurance firm. 


John W. Lilley - Additional Graphics Has 
worked on games like Ivan 'Ironman' 
Stewart's Super Off Road, Paradroid 90, 
Realms, Fire & Ice, The Ottifants, Cannon 
Fodder 2, Sensible Soccer '98: European 
Club Edition, Tomb Raider: The Last 
Revelation, Tomb Raider: Chronicles, 
Project Eden, Free Running, Dick 
Marcinko: Rogue Warrior and Disney Epic 
Mickey 2: The Power of Two. 


Phil Williams - Designer & Graphics 


Beginning his career with Fire & Ice for 
* Graftgold, Phil continued with some port work 
for Gods and the Master System and Game Gear 
ports of Daffy Duck in Hollywood. He then 
did the SNES and Mega Drive graphics for the 
game, The Pagemaster and all the console ports 
of Batman Forever and the backgrounds on the 
SNES & DOS versions of Judge Dredd. 


Next he did the graphics for the PS1 and 
Gameboy Color of Asteroids, PS1 version of 
Theme Park World and ATV: Quad Power 
Racing. On Xbox he did Batman: Dark 
Tomorrow, Hot Wheels: Stunt Track Challenge 
and ATV Offroad Fury 4. 


He worked for 20 years at Climax Racing (AKA 
Black Rock Studio\Disney Interactive) and in 
2012 started Studio Gobo which did the cut 
scenes for the Disney Infinity games. 


Jason Page - Music & SFX 


Begining with the music for Orion on the C64. 
He then started to make a name at Graftgold 
Ivan 'Ironman' Stewart's Super Off Road and 
Rainbow Islands. He then did the music for 
Paradroid 90, Simulcra, Realms, Outlander 
and Fire & Ice. He then did the music on the 
Mega Drive version of Gods and Chaos Engine, 
the Maser System and Game Gear music for 
Superman: The Man of Steel and Uridium 2. Other games he was 
involved in was, The Ollifants, The Mega CD and Mega Drive version 
of 3 Ninja Kick Back, all ports of Rise of the Robots and the fab 
Amiga music for Ruff 'N' Tumble and Flight of the Amazon Queen. 


After the Amiga he did lots of PS1 games such as Porsche 
Challenge, NBA ShootOut '97, Cool Boarders 2, Rapid Racer, 
Spice World, In Cold Blood and, and This is Football But he is best 
known for doing the original music on the classic series 

Gran Turismo 1, 2 and 3. More recent titles are Sensible World of 
Soccer 96/97. Putty Squad, Happy's Humble Burger Farm and 
PixelJunk Scrappers Deluxe. 
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Fire & Ice: Xmas Level 


£3.50 - 


In issue 20 of Amiga Power in 
1992 for Christmas, Graftgold 
did a bonus level of Fire and Ice. 
It had the Cool Coyote donning 
a rather cool Santa outfit, replete 
with a white fluffy beard, all set 
to a rave dance Christmas tune. 


It was a wonderful little extra, 
and has been one | always put on 
around Christmas time to get me 
in the festive cheer. 


GAMEPLAY 


AMIGA POWER MAGAZINE - 
- 1992 - 1 PLAYER - 1 DISK [ V ] 


GRAFTGOLD 


Christmas Cool Coyote, guides the 


peppy pups to their home. 


i kis tw Ce 
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Even the enemies get into the festive cheer, 
wearing paper Christmas cracker hats. 
Hey a cracker joke: why was the woodland 
creature so grumpy? People kept “badgering” 
them. (Groan -Ed) 


YOUR TOP 


COUNT ‘EM! 


THREE PLAYABLE 
DEMOS 
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Publisher: Renegrade 
Author: Graftgold 


And so there we were, idly chatting to 
those wonderful Grafigold guys. when the 
subject of Christmas came up. “Why don't 
we give the AMIGA POWER readers a 
special present?” they saki. Great, we 


What you have in your hands then, will 
serve as a great taster for Fire And ice if 
you've never played It belore, of a great 
bonus le it you have. Whichever, it's 
great fun, and an ideal way to get into the 
seasonal sprit of things as the naghts get 
longer and the wind colder 

Paying this special bundle of Xmas 
Qrooviness couldn’ be easier. Once it’s 
oaded up, simply press the fire button 
and away you go, The basic idea is to 
guide Cool Coyote on an exploration of 
the encive level (yout get to see a map of 
& betore you start), and locate the eight 
parts of the key. Once all eight parts have 
been coBected, then the exit wil open, so 
ts simply a matter of finding the thing 
The key parts can only be found by 
destroying the focal creatures, which is 
achieved by freezing thee with snowballs 
then bashing into them. Caref gh 
daily to long and the creatures will 


The action takes place, as you might expec) 
for # Christmas game, in an arctic setting. 


Isn't he just the cutest thing 
you've ever seen? Cool 
Copote im a Samta surt. 


st, Along the way 


from those lovely chaps at Gratigold 


Don't forget to whack the volume 
or tv up. The game hag a 
nnstmas rave tSck, which is 


e you see hem a 
Run along now. The fu 
Fire And ice game is avaiable at £25.99 
from your local software emporiurr 
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NEW! NOW IN STOCK 


GVP's HD8+ hard drive and A530 hard drive with 40MHz accelerator, represent 
the highest quality Amiga 500 peripherals, at very affordable prices, Each 
incorporates a fast action hard drive, RAM expansion capability, custom 

VLSI chip and FaaaSTROM SCS! driver, for unbeatable performance. 

The HD8+ hard drive offers up to 8Mb of standard 

internal Fast RAM expansion and the 

A530 Combo, up to 8Mb of 32-bit wide 

fast RAM expansion. Both feature a 


VALLEY 
PRODUCTS SCSI controller, which supports up to 
6 additional devices, and an 


Autoboo/Game cut-off switch. Both 

QUALITY AMIGA PERIPHERALS are available in 80, 120 and 213Mb 
WITH A 2 YEAR WARRANTY | wcewser 

In addition, the A530 Combo zooms 

Silica Systems are pleased to present the GVP range ae wage ices bls roth ae 
P elerator, runni i i 

of peripherals. GVP are the world's largest third party 40MHz. This autee your Amiga 300 
manufacturer of peripherals for the Amiga range and} 19 run at an incredible 12.1 MIPS, faster 
have a reputation for high specification, quality} than an Amiga 3000! No other product in 
products, The company was founded only four years} the world combines all the features found in 
ago by a man who knows about the Amiga, rod sey aden nec bhi emulator option, 
Commodore's ex-Vice President of Technology. He, | SMOWN Delow, Is avaliable lor 
along with a team of Amiga experts incluxing other ex.) te HO8+ and A530 Combo 
Commodore staff, understand the add-on requirements 
of Amiga owners better than anyone. Not only do 
GVP provide peripherals that Amiga owners want, 3c3 
they also offer peace of mind, with a 2 year warranty | #2. 8.1204 213Mb vensions 
on the products they manufacture. So, if you are 
looking for the very best in peripherals for your Amiga 
computer, look no further than GVP. 


FREE BROCHURE 
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GREAT 
ONLY £399 


HD8+) 
A530 


HARD DRIVE 
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ACCELERATOR 
40MHz 68030EC CPU 
OPTIONAL 68852 MATHS CO-PROCESSOR 


5 
= 
3 
i 
a 
| 
zg 
= 
i 


‘SUPPORT TO MAP KICKSTART INTO 

‘32-bil WIDE FAST RAM FOR FASTER OPERATION 

(UKE CACHING THE OPERATING SYSTEM) 
RAM BOARD 

UP TO SMB OF 8 OR 9-bit FAST RAM 

(8 OR 9-bit WIDE SAMS - 120m OR QUICKER) 


UP TO Site OF 32-bit WIDE FAST RAM 
(32-bh WIDE SIMMs - 60ns) 


PLUG-IN OPTION FOR HD8+ & A530 


| @ | best A500 hard drive’ ... 


AMIGA SHOPPER (HD8+) 
| @ | ‘GVP claims this is the fastest hard 
drive in i world ben none of our 
fests cou Wrong .. 
o Uniouchable. THE choice’ 
AMIGA SHOPPER (HD8+) 


|| ‘shill the best hard drive’. 92% 
le | AMIGA FORMAT 11/91 (HD8+) 


| © | ‘GVP have done it again!.. 94% 
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AMIGA 1500 + 2000 + 3000 PRODUCTS 


OTHER FEATURES 
ERATOR ‘CUT-OFF’ SWITCH FOR 


512K of PC RAM plus the use of Amiga RAM 
Supports Hercules, CGA, EGA/VGA 
(monochrome) and T3100 video modes 
Runs MS-DOS (3.2 and upwards) plus 
thousands of other PC programs 


‘BUILT-IN VENTILATION FAN TO PREVENT THE 


“MIME-SLOT’ FOR FUTURE EXPANSIONS 
(EG. PC EMULATOR) 
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SOUND SAMPLER 


@ 8-bit stereo sampler 

®@ Plugs into parallel port 

@ MIDI support for song input 

© Extensive editing features 

For the seen-protessional and audio hobby'st a hgh 
quality &-bi stereo sound suerpler that connects into 
the panel port on any Amiga 500, 600, 1500, 2000 
of 3000 computer. Combined with one of the 


HARD CARDS 


© Factory installed Hard Drives 

© 0, 80, 120, 213, & 420Mb options 
On-board 8Mb memory sockets 

@ Add up to 6 SCSI devices 

The kepact Ii HC8 hard cards are the equivalent of the 

HD6+ hard drive, but lor the 1500 ar odes 

Thay are some of the fastest hard chives avaslatie, 

and incorporate an unpopulated Gp RAM expanaion. 


Up to 8Mb of FAST RAM 
Upgrade in 2Mb increments 
Supports industry standard RAM chips 
Diagnostic software included 
© Fully auto-contiguring 
The RAMS offers an easy way to upgrade your 
1500 or 2000 in 2Mb increments up to SMb. The 


OVABLE MEDIA 


fastest, most powerful and easy-to-use sound and ' 
musc ediing programs avaiable. Incudas 41rack —_ Ret; HAR 1306 
sourciracker fie compatitie sequencer. 


RAM 6 is fully auto-configuring and is supped 
with peace-of-mind diagnostic software. 6Mb 
configuration supported for bnidgeboard owners 


OMb populated sa 200 
2Mb populated paw ane 


Ret: HAR 1368 
4251, £39.95, making it the ULTIMATE Amiga | 120Mb pot. Har 1422 
1500/2000 peripheral. Any 1" SCSI drive can! 24 3Mb for. HAR 1523 
then be mounted on to the accelerator. 420Mb pwr Han i542 


1V-24 - VIU TRANSCODER ree v0 reas 


ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-309 1111 
Order Lines Open. Mon-Sat 9.00am-6.00pm No Late Night Opening — Fax No: 081-308 0606 


LONDON SHOP: 52 Tottenham Court Road, London, WiP OBA Tel: 071-580 4000 
Opening Hours: Mon-Sat _9.30am-6.00pm No Late Night Opening Fax No: 071-323 4737 


LONDON SHOP: Selfridges (1st Floor), Oxford Street, London, W1A 1AB Tel: 071-629 1234 
Opening Hours: 8pm & 


- extension: 3014 
SIDCUP SHOP: 
Opening Hours: 30pm Late Night: Friday - 7pm Fax No: 061-309 0017 


ESSEX SHOP: Keddies (2nd floor), High Street, Southend-on-Sea, Essex, SS1 1LA Tel: 0702 462426 
‘Opeeing Hours: Mon-Fri 9:30am 30pm (Sat 9,008mn-8 Copm) No Late Night Opening Fax No; 0702 462383 


141092-1580 


SILICA SYSTEMS OFFER YOU 


@ FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 

@ TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. 

@ PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 
@ ESTABLISHED 14 YEARS: Proven track record in professional computer sales. 

@ £12 MILLION TURNOVER (with 60 staff): Solid, reliable and profitable 

@ BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 

@ SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 

@ THE FULL STOCK RANGE: All of your requirements from one supplier. 

@ FREE CATALOGUES: Will be mailed to you with offers + software and peripheral details. 

@ PAYMENT: Major credit cards, cash, cheque or monthly terms. 

Before you decide when to buy your new Amiga products, we su: it you think very carefully about 
WHERE you buy them. Consider what it will be like a few months after you have made your purchase, 
when you may require additional peripherals and software, or help and advice. And, will the company 
you buy from contact you with details of new products? At Silica Systems, we ensure that you will have 
nothing to worry about. We have been established for almost 14 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers’ requirements with an understanding 
which is second to none. But don't just take our word for it. Complete and return the coupon now for our 
latest FREE literature and begin to experience the “Silica Systems Service”. 


MAIL ORDER HOTLINE SILICA ~~ i A Postcode: ..... 
081 -309 1 1 1 1 SYSTEMS ») Tel (Home) : ‘ Tel (Work) 
Which computer(s), if any, do you own’?........ ‘ J ; 68F 


ESOE - Advertised prices and specifications may change - Please return the coupon for the latest information, 


Mon-Fri 9.30am-7.00pm (Sat close 6.30pm) Lite Night: Thursday ~ 
1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 40X Tel: 081-302 8811 


Mon-Sat 9.00am-5.30pm 


To: Silica Systems, AMPOW-1292-68, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX 
Mr/Mrs/Miss/Ms: ... Initials: Surname 
Company Name (if applicable) 


Address: 
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Encounter spectacular arcade action as you take on the might of 
a terrifying Alien army that has infested a Federation Research Station 


SPECIAL EHITion 2 


Featuring... 
¢ Twelve massive and hugely challenging 1 

levels 
* Tough missions and objectives to face. 
¢ Varied range of evil Alien creatures to eins 

overcome. 
¢ Technically stunning Amiga-only program _— 
* Full screen, 32 colours, smooth-scrolling } —— 

action A ee Se pays 
* Digitised speech. ; A ae oe ———— fl » Vim 
e Superb stereo 4 channel sound-effects. .)hC«*s «' 
* Incredible music. | : 7 on 
¢ Powerlul weaponry system. ; . 
* Simultaneous 2 player option , | 

' 


For one or two players, this stunning new edition of the now classic ; : 
"Alien Breed" game features huge levels. new missions and much, 
much more - that represents a supreme challenge to new and old players alike 


Note: this is a different edition to the full priced “Alien Breed” game. which is now no-longer on general 
release. nor is it the advertised sequel called "Alien Breed 2° which will be available during 1993. This 
version fealures twice the number of levels. game amendments and new missions/aliens - it DOES NOT 
require the original Alien Breed game to play and is a stand-alone product. 
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#14: Alien Breed 
Special Edition ‘92 


£10.99 - TEAM17 - IN-HOUSE - 1992 - 2 PLAYERS (S) - 2 DISKS (1Mb Only) 


Team17's Alien Breed series is quite simply a rip-roaring love letter to Jim 
Cameron's 1986 Alien sequel. It has a mix of the atmosphere and technology from 
the film and the frenetic gameplay of the Atari arcade hit Gauntlet. A smattering 
of lite RPG elements are structured within the gameplay, which can be accessed 
via the Intex Computer Terminals scattered throughout the facility. 


The story goes that two IPC Corp marines, Johnson and Stone are re-routed on : 4 
their journey back to earth to investigate the ISRC-4 research station, which has | f at 
gone dark. Upon waking from cryo-sleep they discover an Alien Breed has overrun 
the facility and it's up to these two isolated marines to purge the Alien menace from 


the research station and stop the spread of the species... 


Aliens lurk around every doorway. 
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HR Giger-esque Xenomorph aliens rise up 
through holes in the floor. Unlike Gauntlet 
you can’t destroy the generator boxes, to 
stop the monsters coming. 
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As you progress through the game, the 
weapons can be upgraded. This plasma 
laser cannon can do a lot of destruction. 
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In space, people may not be able to hear 
you screen...but in all those brown trouser 
moments they can certainly smell you. 


The players do this by navigating the complex corridors and rooms of 
the facility and completing any objectives that might be thrown their 
way. One such classic moment is when the players must disable the 
power cooling nodes to start a meltdown which kicks off a game ending 
self-destruct countdown timer. You then need to escape to the deck-lift 
whilst the red emergency lighting is activated, making it difficult to see 
where you're going. At this time you mostly only see the glowing eyes 
of the Aliens rushing towards you, which really gets the adrenaline 


pumping. 


As you run around dispatching the aliens and rummaging through rooms 
you can collect items such as keys, health, ammo clips and the all 
important credits that have been dropped by the long dead ISRC-4’ 
scientists. These credits can be used on the Intex Computer Terminals 
to buy more keys, ammo and even extra lives. More importantly though, 
with enough credits you can access the more powerful items such as 
the map scanner which gives you a zoomed out view of the level to 
aid path-finding. Also available are the big weapons which can seriously 
help you dispatch aliens faster. They are a damn sight more powerful 
than the puny machine gun you start the game with. 


Team17 released 4 games in this top down Gauntlet style. Alien Breed 
and the updated and expanded budget release, Alien Breed ‘92 Special 
Edition, which adds more content and a slicker presentation. Alien Breed 
2 gives the classic formula a complete audio/visual overhaul and 
maintains the core gameplay, adding new characters to play. Whilst 
Alien Breed Tower Assault opts for branching paths within the levels 


to create a more complex and a less linear gameplay experience. 
RETRORIC 


WHAT WE THINK? 


DRISKY SAYS: 


Alien Breed ‘92 Special Edition, was the budget re-release of their full 
release game. But Team17 did far more than re-release it, they made 
the Aliens tougher, added twelve more missions giving much needed 
variety over the original. Then they added a password system so you 
didn’t have to complete the game in on sitting. But on to the 
game...Basically it’s a 1 or 2 player Gauntlet meets James Cameron 
Aliens, and its awesome. It has face-huggers, xenomorphs and two 
hardened Marines on a another bug hunt. So stop your grinnin' and 
drop your linen! And play this fab game today. 


RETRORIC SAYS: 


Back in the day this was one of the must have games for the Amiga 
from Team17. Being so in love with the Aliens universe, this absolutely 
captured the intense and thrilling atmosphere from the first 2 films and 
definitely conjured a much more compelling experience than most of 
the 8-bit interpretations of this universe. 


I really enjoyed Alien Breed ‘92, but it was with the release of the sequel 
Alien Breed 2: The Horror Continues where I feel this game peaked. 
The levels felt more structured and told a better narrative. Landing 
outside the station on the planet surface and having to battle your way 
through automated security robots to gain entry. Running the gauntlet 
of claustrophobic rooms and corridors, finding the grisly remains of the 
station's personnel. And finally attacking the hive and queen alien boss 
before your escape. 


This was every Alien fan's unofficial dream release and remains in my 
top 10 Amiga games of all time. 


KINGY SAYS: 


Why is Into the Eagle's Nest never mentioned as a comparison or 
perhaps even an inspiration for Alien Breed? Everyone says Gauntlet, 
and although I understand this, I urge anyone unfamiliar with 
Mindscape's WW2 top-down action shooter to check it out. Besides 
this omission, I think this is a brilliant way to do an unofficial licence 
of the Alien series and give the players what they want - atmospheric 
xenomorph hell. It's an intense experience where you genuinely feel 
terrified entering each of the rooms. I've never been so trigger-happy 
in a game as much as this one - I shoot everything. Thank goodness 
friendly fire wasn't a thing; I don't think my two-player cohort would 
have liked me too much. 


ALIEN BREED 
SPECIAL EDITION 1992 


Boot Disk 


1992 Team 17 Software Ltd. 
All Rights Reserved. 


Always Keep Disk Write Protected 


(Amiga Version 1) 
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WHAT THEY THOUGHT 


‘I missed Alien Breed the first time around. I wrote it off to 
experience, another game in a sea of releases last winter. But I 
have never been left out of so great an experience before. Luckily 
for me and sad people like me, Team17 has not only released the 
game at a budget price-point, but it's also been revamped to make 
it bigger and harder than ever! 


The game is based on a very successful arcade machine of the 
Eighties called Gauntlet( Wasn't there a computer called that too?) 
It shows action from above and slightly to the side, in semi-3D. 
You play a space marine and can enlist the aid of a friend, to 
clear out the massive alien presence in a colony complex. You've 
heard It all before, but you've never seen it like this' The game 
has obviously drawn its inspiration from films such as Aliens. 


You have to explore the complex, blasting the hell out of anything 
which moves. blowing up doors, collecting cash to buy bigger 
guns and so on It plays very fast, very loud and very creepy, with 
the corridors and rooms full of slimy, acid ridden monsters Lust 
waiting to pounce. Your guns make light work of the monsters and 
the 'face hugger' type of smaller, faster creatures which appear 
later on Come across a Mother alien. though and you'll need 
something more substantial. Grabbing the notes and gold bullion 
lying around will boost your credits, which may be pooled to share 
between the players or kept selfishly for your own ends. 


Logging into computer networks give you access to the new 
weapons. as well as supplies like extra ammo and energy 
injections, a map and extra lives. Every level has its own mission 
to be completed. while a password is given to the players every 
two levels. Alien Breed 92 is a wonderful game. Its actionspacked, 
violent in the extreme, full of great sound and graphics and just 
dying to be bought at this price! If, like me, you were foolish once, 
don't be again. You don't often get two chances at something. so 
count your lucky stars. 


91% - AUI- Vol 7No3- March 1993 


‘Alien Breed gave birth to a son and the result is an exhilarating, 
intelligent exploration blast that's quickly matured into the leader 
of the pack. Well designed and programmed to the last detail, 
Special Edition is suitable for newcomers and Breed veterans 
everywhere. And it's literally a small price to pay for a galaxy of 
unimaginable action and immeasurable pleasure. The eagerness 
and anticipation for Alien Breed 2 will now reach a new, higher 
level of intensity. Can't wait!’ 


91% - Amiga Action - Issue 40 - Jan 1993 - Alan Bunker 


‘a small price to pay for a 
galaxy of unimaginable 


action and immeasurable 


pleasure.’ - Amiga Action 


The INTEX main-frame computers 
are strewn around the levels. This 
lets you access your Mission 
Objectives, and buy weapons and 
equipment. 
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Its gone to Red alert! Dashing to 
the exit, with the computer ladies 
voice calmly telling you how little 
time you have before you blow up 


into lots of tiny pieces. This is 


nerve racking at its best. 
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‘There’ no doubting that Alien Breed captured the mood and feel of 
the Allen films better than any previous game, and that's including 
the official licences A prop-er sequel is being coded as we speak 


OPT Ning 


; ' but, as a treat for those of you who can't wait, Team17 have released 
Fe Alien Breed '92. The original game was criticised for only having 


six (albeit fairly huge) levels with not much variation between them. 


This Special Edition remedies that situation by providing twelve all- 
new levels to explore. The gameplay is pretty much unchanged and 
the power-up weapons are the same but there are a few new features 


which are extremely welcome. The first of these is the 'Share Credits’ 


In space, people may not be option, which allows players in two-player mode to share a bank 
able to hear you screen...but and removes the need for all that frantic trying-to-collect-the-credits- 
in all those brown trouser before-the-other-player-does malarkey (although some people prefer 
moments they can certainly these argument-provoking features) Another notable improvement is 
smell you. the introduction of passwords which allows players to lump back 


into the game almost at the point where they left off: 


In addition, locked doors can now be opened with a heavy blast from 
the gun and consoles are accessed by tapping the space-bar instead 
of fire, avoiding the infuriating situation in the original where you 
kept logging on by accident. Smart! 


Should you buy the Special Edition if you've already purchased the 
original’ Well, if £10.99 is not an unreasonable asking price and the 
new levels are certainly challenging, so I'd say -Yes". If you didn't 
pick up Alien Breed the first time around then clear off and buy this 


Special Edition now.’ 


I wanna introduce you to a 
personal friend of mine... 88% - The One Amiga - Issue 52- Jan 1993 - Simon Byron 
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The flame-thrower weapon is 
pretty cool and destructive. 
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special edition1992 


As you progress through the game, even more dangerous aliens 
start to attack. 


RGDS AMIGA TOP 50 GAMES 


‘Imagine the scenario: a pair of tougheguy marines wandering about 
a lonely spacecraft inhabited solely by horrid aliens. Throw in a 
couple of machine guns, the odd computer or two, and what do you 
get? Well, in this particular case you get Alien Breed '92, which is 
an improvement on the original Alien Breed game that was released 
in late 1991. 


Based loosely on the Aliens film theme, the game is in the out and-out 
blast-em-out-of-existence genre, with superb 50Hz_ scrolling 
backgrounds, well-animated sprites and some incredibly effective 
sound effects - including quite a lot of speech. Your job is to complete 
several missions, one on each level of the game, such as shooting 
the four power domes and escaping before the ship is nuked - all 
pretty good stuff that really gets your adrenaline pumping. 


As you rush around the levels, which are very similar in style to 
Graftgold's Paradroid '90 in that they are viewed from above, you 
will find loads of useful items. Keys to open doors (or you can just 
be darned reckless and blast them open), ammunition for your guns 
and money in the form of 100 or 1,000 credit bills. Also dotted around 
the levels are computers which you can log Into to gain information 
or buy new items. 


A map of the current level is obtainable, as is loads of new hardware 
such as guns, lasers, flamethrowers and various tools to get you out 
of this blast-em-with-anything-you've got-em-up. These generally 
weigh in at a large number of credits, though, so its a good idea to 
build up a good wallet-full so that you can go for the more effective 
firepower. 


If you've managed to play the original Allen Breed, then you're not 
likely to be stunned by the additional features of the new version 
except for the extra levels (double the original amount). they are 
quite subtle As well as ironing out the flaws in the original, the 
authors have made the aliens tougher, improved the story-line, 
tweaked the game maps and included a password system so that you 
can return to the level you were just killed on (which is a useful 
feature, believe me). 


One thing they haven't got around to doing, however, is changing 
the proximity-detection of doors. If you find a narrow corridor with 
two doors on either side, you can't get past without opening at least 
one of them - because the program detects your position, not your 
direction. Still, this is only a minor niggle. 


For those of you who haven't played the original, and if you enjoy 
a good shoot-em-up, they don't come much better than this. If you 
do already have the game, I would still advise you to think seriously 
about getting this version - it really is quite a lot better, and really 
a snip at only 11 quid. Buy at now or buy it later. 


87% - Amiga Format - Issue 43 - Feb 1993 - Andy Nuttall 


Ooh...You're some sort of 
big, fat, smart-bug, aren't 
you? 
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Look, man. I only need to 
know one thing: where 
they are. 
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All right sweethearts, you 
heard the man and you 
know the drill. Assholes 
and elbows! 


What do you mean 
"THEY cut the power"? 
How could they cut the 
power, man? They're 
animals! 
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The final levels become more 
alien infested. 


I'm ready, man, check it out. 
I am the *ultimate* bad-ass! 
State of the bad-ass art! You 
do not wanna f**k with me. 


Hey, maybe you haven't been 
keeping up on current events, 
but we just got our asses 
kicked, pal! 
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I am not retreating, I am 
just running away very fast, 
from where the enemy is. 


‘Scary Giger-influenced monsters, hostile planets. and butch space 
marines. Sounds familiar? Alien Breed - Special Edition, doesn't that 
ring a bell? Doesn't that sound suspiciously like Aliens Special 
Edition, that other re-released story of dripping corridors echoing 
to the screams of the dying and the staccato blasts of large-calibre 
weaponry? 


1991's Alien Breed is now out on budget. but why is this ‘special’. 
as opposed to lust bong re-released? According to Team17 they've 
taken this opportunity to iron out all those quirky, annoying little 
defects that caused people to comment 'Yeah, I like it, but there is 
this one thing... the first time around. 


This version boasts twelve new missions. a password system. faster 
running speed and better game maps. But we've all heard this kind 
of blurb before and been let down. So how does it stand up to close 
scrutiny? Extremely well in my opinion, but there again I loved the 
original, and there s nothing radically different in this version for 
me to change my opinion. 


Booting up presents you with a film poster advert for Alien Breed 2 
(complete with a PG rating), and a preview of another game. Blimey, 
all you need is your brother serving popcorn, chewing gum stuck to 
the seat and Pearl and Dean advertising and you've got your very 
own cinema experience! 


Slapping in the other disk takes mere moments and then It's action 
all the way with no further need for disk swapping_ For those who 
missed Men Bleed the first time round its one of those games where 
you're a squaddie sent in to see why a remote research base has 
slopped transmitting. only to discover the ;Ace is seething with nasty 
xenornorphs, not entirely dissimilar in fact from Jim Cameron's now 
legendary claustrophobia-test 


Okay. let's admit it, Alien Breed IS Aliens - The Game, only without 
the licence Good tun with one player, the game comes into its own 
with two player mode For one thing two guns are always better than 
one when your view of the world consists of gleaming black 
exoskeletons. but better than that you can shout 'Hudson run a bypass' 
and 'Let's Rock' at each other. 


With a mission for each level. a surprising degree of strategy is 
required as there's only a finite number of keys to open a lot of 
doors. You can actually shoot open the doors, but it burns up your 
ammo supply. The base computer supplies you with equipment 
updates as well as maps and other information, but you can't play 
Pong on it any more - swizz' There's not much variation in gameplay, 
but it's still enough to you coming back, and as for atmosphere well, 
if you don't get stressed when the sirens start and you've only got 
sixty seconds before the generators blow, you're probably watching 
Eldorado a not playing the game at all 


THE BOTTOM LINE Great sound and graphics, hard but tun to play 
and heaps of atmosphere. Just like the un-tweaked Alien Breed really. 


I'd have bought it without hesitation at the original price so It’s - 
even better on budget. A must buy.’ 


83% - Amiga Power - Issue 21- Jan 1993 - Mark Winstanley 


[Other Reviews: D: 94%, J: 80%, ACAR: 76%] 


CHEATS 


Log in to the Intex computer on level 1 and enter the following to receive the 
cheats: 


Useful Cheats: 


Debug Mode : TAMA FISH 
Press [F3] for more keys, [F6] to destroy the current level, [F7] to complete 
the current level, or [F9] to walk through walls. 


: ALIENS ARE BENDERS 

: JESUS THIS JIM BEAMS IS GOOD STUFF 
Unlimited Keys : KEY TO THE CITY 

Purple Screen : STEVIE WONDER 

Reversed Controls : KNACKERED JOYSTICK 

: HARD BASTARDS 

: KATRINA HAS FARTED AND ITS A BEAUTY 


Unlimited Energy 
Unlimited Energy 


Faster Aliens 
Aliens disappear 


Loads-a-money (5 million credits): In two player mode enable the “Share 
Credit” option. In the game log into the Intex computer on level | and type 
PPPEAB. The game will jump to level 10. Locate the Intex computer on 
this level and log in to receive 5 million credits. 


Daft Cheats: 


: ST EMULATOR 

Reset Computer : FUCK OFF 

Disable the Intex computer : PC EMULATOR 

: SALMAN RUSHDIE PLAYS ALIEN BREED 
: THE IRAQIS MADE THE WEAPONS 


Degraded graphics 


Invisibility 
Poor Weapons 


Elvis mode : ELVIS MODE 

Unknown : JANUARY SALE NOW ON 

Unknown : WON THE POOLS 

Unknown : BANK RAID 

Unknown : MR YALE OR WHAT 

Unknown : JUST CALL ME MOGGY 

Unknown : WHY NOT CALL ME MOGGY AS WELL 
Unknown : ST USERS 

Unknown : AHH BUT WILL SHE SWALLOW IT 
Unknown ALIENS LIKE MICHAEL BOLTON 


Log in to the Intex computer on level 1 and enter the AMIGA FORCE 
following to receive the cheats: 
THE ONE 

CU AMIGA 
CVG 

Type phrase on Intex computer on level 1, will make a NIGEL EMAP 


Hidden Messages: 


crunch sound on last key press, to know its recognised TGM 
the phrase. Press Return (if the message doesn’t appear POWERPLAY 


try again as sometimes it decides not to show). TILT 

DATOR 
ANDREAS TADIC ELAINE ROBINSON DET NYE 
RICO HOLMES JOYCIE BABES K MAGAZINE 


MARTYN BROWN 
ALLISTER BRIMBLE 
KATRINA HIDLE 
ANDY ROBINSON 


CATH 

GINGER NODDY 
SHAUN WAKEFIELD 
CRAIG WAKEFIELD 


HAYDN DALTON 
DANNY BURKE 


MICK ROBINSON DARREN WAKEFIELD BOWERCLAN 
DEBBIE BESTWICK AMIGA FORMAT LAURA AND JOHN 
MICK PARKER AMIGA POWER VAD ADDER 
HEATHER PARKER AMIGA ACTION ANDY SLATTER 


AMIGA COMPUTING 


DAVE BROADHURST 


JUNIOR MCMILLAN 


LEEDS UNITED 
KOKKOSLAVEN 
GIRLS DOWNTOWN 
GENERAL MOTORS 
SEGA 

ME ANDREAS 
LINDA 

KYSINGER 
DEPECHE 
ANTIACTION 

LZ 

JONATHAN FORBES 
LITH 

STEFAN 

ANDREAS 

PETER 

CHEAT 

LYSATOR 

BOBERG 

HALLA 


Is this gonna be a stand-up fight, sir, 
another bug hunt? 


STAFFAN 
KTH 
RON 

PHS 
BERING 
ULRIKA 
TEQUILA 


Level Passwords: 


2 XXDFA 
3 RTHAA 
4 LAEEA 
5 UYTTA 
10 PPEAB 


I do love how for their budget re-releases 
that Team17 took the time, to improve 
and tweak their games, from the original 
release. 
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WHO MADE IT 


In episode 313, 
RGDS was 
lucky enough to 
interview Martyn 
& his history of 
17-Bit and 
Team17. 


Andreas Tadic - Designer, Programming. 


One of the founders of “Team7” who then 
formed with Public Domain software house 
17-Bit Software and Martyn Brown they 


} formed the wonderful Team17. He was born 
) in Malm6, Sweden, and he currently lives in 


Stockholm, Sweden. 


Part on the Amiga demo scene, Andreas with 
fellow like minded souls, first did the game 
Miami Chase for Codemaster on the Amiga 
in 1990. But it was when then teamed up as 
Teaml7 and made the game Full Contact 
and Alien Breed, that he really made a name 
for himself. He continued with Project-X, 
Alien Breed: Special Edition 92, 
Superfrog, Alien Breed Il: The Horror 
Continues and Alien Breed: Tower Assault. 


After the Amiga he worked on X2: No 
Relief (Project-X 2 released on the PS1), 
Worms Blast, The Hunter, Just Cause 2, 
Renegade Ops and Mad Max game. 


Peter Tuleby - Programming. 


He programmed Little Green Man on the 
C64, and on the Amiga, Banzai and then 
helped with Miami Chase, Full Contact, 
Alien Breed and Alien Breed: Special 
Edition 92. 


Martyn Brown - Designer 

& Project Lead 

Founded Team17, when he took talented 
people from around the Amiga Demo scene, 
to make games for only the Amiga. He has 
project lead and aiding in design for a 
whole host of classic game, including: 


Full Contact, Alien Breed games, 
Assassin, Overdrive, Superfrog, Qwak, 
F17 Challenge, Body Blows series, 
Project-X, Arcade Pool, Super Stardust, 
Kingpin: Arcade Sports Bowling, ATR, 
Worms Series and Speris Legacy. After 
the Amiga he produced X2: No Relief 
(Project-X II) on PS1. 


Rico Holmes - Concept, Designer 
and Graphics 


Another founding member of Team17 and 
also from the Amiga demo scene. Rico 


' was born in England, but lived in Sweden. 


He started with graphics for Amiga and 
C64 port of Time Soldiers, and then joined 
Team7 with the Amiga port of Miami 
Chase. But it was as Team17 with the 
game Full Contact and the Alien Breed, 
Rico cemented himself with being one of 
the Amiga artist greats. 


He continued with Project-X, Alien Breed: 
Special Edition 92, Superfrog, Alien Breed 
II: The Horror Continues, some of the 
backgrounds in Body Blows Galactic, Alien 
Breed: Tower Assault and Worms. 


After the Amiga he worked on X2: No 
Relief (Project-X 2 released on the 
PS1),Worms Blast, Worms 3D, Worms: 
Fort Under Siege, Worms: Open 
Warfare,Worms 4: Mayhem, The PS3 
version of Lemmings,/ 


He then did additional art with Alien 
Breed: Evolution - Episode 1, Alien 
Breed 2: Assault and Alien Breed 3: 
Descent. Followed by Worms United, and 
Sorcery. 


After Team17 he formed "Custom Red" his 
own freelancing art studio, and now works 
at Rabadang AB studio - communications, 
marketing, web development and in my 
case: 3D visualisation. 


He can be found on his website 
https://www.ricoholmes.com/ where he sells 


his artwork. 
Lynette Reade - Voice. 


She was born on the 8th June 1946 in 
St Andrews, Fife, Scotland, UK. Her first 
role was one of the additional witches (not 
main three) in Roman Polanski's 1971 
adaptation of Macbeth. 


Her first video game voice was used in the 
Amiga port of Slightly Magic, but she is best 
known for her beautiful voice used in Team17 
games like Alien Breed, Assassin, 
Alien Breed II: The Horror Continues and 
Kingpin. 


After the Amiga she did a voice in the N64 
game Rat Attack! Her final role was the 
well received film The Nightman of 
Nevermoor released in 2014. 


She sadly passed away on the 11" July 2013 
in Plymouth, Devon, England. 


Alien Breed Special Edition & Qwak 


£24.99 - 


For the CD32 version, Team17 charged full 
price, but bundled in another Team17 budget 
game called Qwak. This Qwak was a fun 
Bubble Bobble rip off, and although it does 
seem as strange game to pair with Alien 
Breed, it is a great fun game and well worthy 
of your time to play as well. There was no 
CD32 add-ons to or graphical upgrade to 
either game, to make use of the AGA 
hardware or CD storage. 


TEAM17 
- 2 PLAYER (S) - 1 CD32 [ M | V_CD32 ] 


ree D SS bn 2 
COs DOUBLE PACK 


UK veteran of the industry and better known for his work with Codemasters and Team17. His first credited 
work was on the Amiga with Nitro Boost Challenge, followed with Amiga music for titles such as 
Rockstar Ate My Hamster, Treasure Island Dizzy, Fast Food Dizzy, Time Soldiers, Hunt for the Red 
October (which he also did the C64 version), Miami Chase, Italia 90, Sky High Stuntman, Fantasy 
World Dizzy, Big Nose Caveman, Dizzy: Down The Rapids, By Fair means Or Foul, Slightly Magic, 
Full Contact, Alien Breed games, CJ in The USA, Kwik Snax, Super Seymour Saves The Planet, 
Project-X, Troddlers, Assassin, Dojo Dan, Captain Dynamo, Agony (Loading Theme), 1* Division 
Manager, Lost Vikings. Seymour Goes To Hollywood, Goal!, Superfrog, Comic Spacehead, Overdrive, 
Terminator 2: Judgement Day, Mortal Kombat, Liverpool: The Computer Game, Qwak, Body Blow 
Games, Dragon: The Bruce Lee Story (on Mega Drive), Spider-Man / Venom: Maximum Carnage 
(Mega Drive & SNES), Bubble & Squeak, Arcade Pool, Kingpin: Arcade Sports Bowling and ATR. 


After the Amiga he did the music to the DOS racer Screamer, Glover, The Flintstones: Burgertime in 
Bedrock (GBC), Driver 1 and 2, 007: Racing. Then after a load of fantastic Gameboy Advance and Color 
music he did the music for games like Sonic & SEGA All-Stars Racing, Fluidity, Tower 57 and 
Overload. 


ALIEN BREED SPECIAL EDITION 


Encounter spectacular arcade action as you take on the 
might of a terrifying alien army that has infested a 
federation research station. 


For 1 or 2 players, this stunning new edition of the now 
classic "ALIEN BREED” game features huge levels, new 
missions and much, much more. That represents a 
supreme challenge to new and old players alike. 


Fantastic super-playable coin-op style action in this fast 


and furious cute platform romp! 


Join forces with a friend or go it alone with your little 
green duck and defeat the bad guys single handed. 
With heaps of bonuses and player-awards a myriad of 
special features and much more besides. QWAK is 
probably the most playable Amiga game ever. 


— J — 
Marwood House, Garden Street, 


Wakefield, West Yorks. England. 
Tel: 0924 201846. 


IN-HOUSE - 1994 


Saw EMTe ee 


Qwak is a budget only game, 
where you and a fellow chum 
can control ducks to kill the 
monsters. It’s a cute game, but 
a strange choice to pair with a 
dark Alien bug blaster. 
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The year is 2191 and the galaxy stands on the brink of war, only the Inter- 
Planetary Corps maintain the uneasy peace. IPCC Miraculous was 
heading back for Federation HO after six months on routine patrol around 
the Intex Network. Nothing had happened and nothing ever did in this god 
forsaken place.. Crew members Johnson and Stone were glad to be going 
home.Then came the orders to check out a remote Space Research 
Centre which had failed to transmit on any of the Federation wavebands. 
ISRC-4 was situated near the red-giant Gianor and was the last place they 
wanted to go...As the crafts retros fired and the craft began it $ approach 
path,Johnson and Stone prepared for duty, not knowing quite what to 
expect. There was something strange about the eerie silence that 
shrouded the station, something was obviously very wrong..Slowly the 
crafts wings folded and the craft gently docked into shuttle bay 2, they 
opened the airlocks and walked straight into the midst of an Alien Breed. 


Featuring... 


* Fantastic graphics and sound running at Arcade speed (50 FramesySee) 
* Simultaneous 2 player option 
* Bewildering array of atmospheric sownd and speech effects 
* Written exclusively for the expanded Amiga (1 Meg or more) 
* In-game computer system featuring extra weapons, maps and ulilities 
* Scene-selting story disk incleded. featuring amazing ray-traced graphics 


* Puzzles. traps host of mean. ugly and nasty Alien creatures 


CU AMIGA (90%) “Awesome graphics...Superb sound fx...Blistering 1 Meg 
Alien Inspired Shoot'em up...Team 17 have come up with a winner.” 


THE ONE (90%) “The speech, sound effects and in-game graphics are all 


excellent,..Alien Breed is a classy product, very professional and very 
enjoyable... no shoot'em up fan should be without it 


AMIGA 


one meg of memory required 


Alien Breed 


£25.99 - TEAM17 - IN-HOUSE - 1991 

- 2 PLAYERS (S) - 2 DISKS (1Mb Only) [M | V ] 
Z22 The original release of Alien Breed, was 

Team17’s first foray into a full price release. 

Taking the idea of Aliens the film and 

Gauntlet, they made a wonderful two player 

game, full of tense atmosphere and 


interesting missions. 


It wasn’t perfect, it had some AI bugs, 


GAMEPLAY 


getting players trapped, and only six levels. 
But it didn’t matter, it was the Aliens game 
us kids had all been dreaming about, finally 
existing. 


In the game in the year 2191 on the brink The tile screen with menacing 

of a Galactic war, you play either the bloke, glowing red text and the haunting 
the brash Johnson or the girl, the shy and music, perfectly prepares you for the 
reserved Stone. Two elite ICP troops, who horrors to come. 


when returning from a routine 6 month (URE a uivenetimanneiaimnaentt 
sue ~ 


Ops 


MANUAL 


patrol, are given orders to check out a 
possible renegade space station. The duo 
land on the research facility, and all hell 
starts to break loose. At a time when Amiga 
was still being held back by the Atari-ST, 
with most developers, holding back on much 
of the wizardry and colours, to ensure the 
ST could also play the games. It was so 
refreshing to see Team17, only make it for 
the Amiga primarily, and it shows, with its 
50hz scrolling and full on colour and meaty 
sound effects and speech. It truly felt like 
an arcade game in the home. 
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Overall, the ‘92 budget re-release is nowthe JI say we grease this rat-f*ck son-of- 
better game, but this on it release was a a-bitch right now. 
revelation. 


WHAT THEY THOUGHT 


‘Despite all the wonderful cosmetic bits, its the gameplay that really 
shines through Two-player mode is by far the best as it becomes a 
race to get to all the collectable goodies before your mate, and the 
race to the exit can become really frantic as you dive into the 
elevators with hordes of hungry aliens behind you. 


If you’re a thoroughly ‘nice’ person then you can opt to share all 
the collected credits, so it needn't be the one who grabs all the 
cash, who gets the best power ups. Strictly for wimps of course. 
but it does make d met to save up for the really bitching weapons. 
The difficulty is set just right, with the first level acting as a perfect 
introduction to the game. The second level is a lot harder, but unlike 
most other games of this genre, you wont care. Just playing the 
game is fun enough. 


Firmly on the tradition of Gauntlet and Crackdown, but with the 
action and atmosphere of the Alien movies. Alien Breed is a game 
worth wiling your family for. Tippex the ‘Breed' bit off the box and 
just pretend that it ts Aliens. Buy it this instant.’ 


91% - Amiga Computing - Issue 44 
- Jan 1992 - Daniel Whitehead 


‘Alien Breeds Breeds good, but it does have its flaws. In a two 
player game, if the chums get shut on different sides of a door, 
there's no way out because both players have to be on the same 
screen at once - the game doesn't have a split screen feature. 


However, the graphics really are superb, with some fab touches 
like the flickering computer display. The sound's really 
atmospheric, too - from the deadly roar of the machine-gun to the 
beautiful in-game speech. The Gauntlet theme has been tried and 
tested, but Alien Breed is definitely the best try I've ever tested.’ 


91% - Zero - Issue 27- Jan 1992 - Toby Finlay 


‘Alien Breed uses the full 32-colour palette for the games backdrops 
and features some awesome graphics. Each level follows the same 
basic layout, but the later stages are much more bathe-scarred and 
contain alien hatcheries and slime-ridden organic walls and floors. 
The end-of-level guardians are also finely-rendered in a suitably 
Giger-style. The game uses an impressive 240k of sampled sound 
effects made up of 78 individual sounds. These range from a 
satisfying 'thunk' when an ammo clip is collected to the death 
screams of each alien as they meet their maker. 


The INTEX computer system and in-game warnings are also nice 
touches. having been sampled from actress, Lynette Reade, and 
these help add a sense of urgency during the course of the game, 
especially when the level is about to blow sky high. The gameplay 
is nothing new and, if anything. is a bit too similar to games like 
Gauntlet and Interceptor's Into the Eagle's Nest for my liking. 


The main sprite is also disappointing, and looks slightly ropey with 
little detail and only four-colours, but that's forgivable when set 
against the lavish graphics of each level. I'd have liked to have 
been able to shoot up my opponent in two-player mode, too, but 
then I've always been a blood-thirsty type. Six levels may not seem 


a lot, but the game will take some time to complete. With scores of 


power-ups, varied and atmospheric backdrops. superb SFX and a 
neat scenario, it looks like Team17 have come up with a winner.’ 


90% - CU Amiga - Oct 1991 - Dan Slingsby 


‘Alien Breed is a game 
worth wiling your family 
for. Tipp-Ex the ‘Breed’ 
bit off the box and just 
pretend that it ts Aliens. 
Buy it this instant. 


- Amiga Computing 


You play Johnson and Stone, two 
hardened Space Marines on 
another bug hunt. 


The full price Alien Breed version 
has a short intro that set the scene. 
I prefer the extra levels we got in 
the ‘92 re-release though. 


They'recomingouttathewalls. They're 
coming outta the goddamn walls. 
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Just when you are about to go 
home, you are told to check 
out a space station en route. 


Wow Alien Breed is such a 
gorgeous looking game. 


We got sonic electronic ball 
breakers! We got nukes, we got 
knives, sharp sticks... 


I got signals. I got readings, 
in front and behind. 


‘THE GREAT THING about professional games coming from PD 
companies is that you can be assured of immensely high quality 
presentation. Alien Breed is no exception. The title music is brilliant, 
the intro sequence is short but superb (as you'd expect from 
legendary demo programmer Tobias Richter) and the speech, sound 
effects and in-game graphics are all excellent. In fact the only gripe 
you can make about them is that more often than not you mistake 
bits of scenery for objects. 


It plays like a cross between futuristic versions of Crackdown and 
Gauntlet and is great fun, especially with two players. The myriad 
of little touches (such as the way the computer system flickers on 
and off while accessing and then offers you a game of Pong) give 
it a sense of humour as well as tension. After all, what could be 
more nerve-wracking than a soft feminine voice saying: "Warning, 
destruction imminent," just before the entire level is plunged into 
darkness? The aliens, although ripped-off from Aliens (the film), 
are more than sinister enough to make you want to blow them away 
- as are the sampled machine gun effects. Alien Breed is a classy 
product, very professional and very enjoyable. ’ 


90% - The One Amiga - Issue 37- Oct 1991 - Paul Presley 


‘Alien Breed is a fine action romp, slickly crafted and possessing 
sufficient depth to make it rewarding to play. There's plenty of 
features which I'm pleased to see the team have included and the 
whole project seems to have had some genuine care and effort put 
into it. However, one can't help feeling that, since Team17 awarded 
itself an extra 512K to play around with, its first full-price game 
could and perhaps should have been rather more ambitious than a 
top-notch Gauntlet clone.’ 


875/1000 - ACE - Issue 50- Nov 1991 - David Upchurch 


‘Taste and feel the intense, absorbing atmosphere as you participate 
In one of the most enjoyable explore and blast games to be seen 
on the market. Graphically exciting and sonically stimulating, Alien 
Breed will adequately fulfil all of your gaming needs. The challenge 
of each level is always a great pleasure and you can be assured of 
many fraught and fun moments. This is a great title that should be 
supported try you, the wonderful games buying public, if you want 
to support good, classy and professional products.’ 


87% - Amiga Action - Issue 27- Dec 1991 


‘A very sophisticated game exploiting the ability of the Amiga to 
its fullest in both looks and gameplay (it's one meg only, 
incidentally) and proves to be great fun to play - especially with 
two players. Team17, ex-PD people, have got the visual side and 
basic ideas spot on - they just need to work now on making their 


games ever so slightly less exasperating.’ 


82% - Amiga Power - Issue 8- Dec 1991 - Rich Pelley 


‘A simultaneous two-player !kart Warriors' style blast. Alien 
Breed takes a clean-up crew into a bug-infested space station. 
It all gets pretty messy from here on in with digitised screaming. 
swish graphics and lots of alien-busting-through-floors type 
action, The game focuses on two overhead heroes who arc 
working their way around an Alien-infested space station. Their 
aim is to clean up the whole place but this requires them finding 
keys, cash and ammunition. 


This is certainly by far the best looking of any shoot out in this 
style, but some control problems, ruin the glossy finish. In two- 
player mode the players can get jammed between door ways and 
forced into a combat corner where continual computer access 
is unavoidable. 


These faults arc annoying but avoidable once you know them. 
Team17 have made a major move on the full-price scene and 
put many of the games currently on the market to shame. It does 
disappoint but only in terms of design. not ingenuity. It’s the 
Team's first full-price project, though, and a solid debut into the 
gaming big league.’ 


74% - Amiga Format - Issue 29 - Dec 1991 


‘Alien Breed has some of the most impressive graphics I have 
seen on an Amiga game for a long time and, while not being 
animated perfectly, they move at an incredible pace. The intro 
sequence isn't quite as impressive as some of the Psygnosis 
classics but it is certainly atmospheric and sets the scene 


perfectly. 


Thankfully, you will only have to watch it once, which is 
recommended, cos it doesn't have to be loaded to play the game. 
The sonics really are arcade quality, with loads of sampled 
speech effects, blasting and dying aliens. Everything gives out 
a feeling of quality which, considering it is 1 meg only, doesn't 
really surprise. 


As a two-player game this is a really fun experience. Arguments 
are guaranteed between the two players and thankfully bullets 
don't harm the other person. There is an option to share the 
money collected but this usually results in one player feeling 


annoyed when their partner buys an expensive weapon. 


Every ounce of memory has been used to create what is the best 
shoot-'em-up I've played all year. Finally, here is a great excuse 
to purchase a memory upgrade, unless you've got one already. 


This is worth every penny of the asking price and more. If 


Team17's next release, Project X, is half as good as this, then 
5/5 - Games-X - Issue 28- Oct 1991 - Brian 


[Other Reviews: 880: 94%, G: 92%, 
JK: 91%, J: 78%] 


We’re going on a bug hunt...I've 
gotmybinoculars...I'mnotscared. 
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Just tell me one thing, Burke. 
You're going out there to destroy 
them, right? Not to study. Not 
to bring back. But to wipe them 
out. 


Damn the red lights, with the 
computer calmly telling you of 
your imminent destruction, is 
extremely tense. 


Get away from her, you bitch! 
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Experience state of the art coin-op style action in this thrilling 1 
or 2 player blaster! Join the Interplanetary Corps on a Space 


Federation mission to rescue a remote planet colony that lies 
under siege from a deadly Alien Force! Non stop action, superb 
audio-visuals and addictive gripping gameplay combine to make 
Alien Breed 2 another Team 17 Classic! 
This is the stunning sequel to “Alien Breed", one of the best 
selling and most popular Amiga games ever! 
Game Features: 

* Stunning Full Colour Graphics 

* Super smooth scrolling (SOHz) 

* Different Weapons and power-ups 

* Incredible Speech & Sound FX 

* In game computer system 

* Massive play area over 14 zo 

* Many different missions and strz 

* Huge array of Aliens and hostile 

* 1 player with simultaneous 2 player option 

* Select from four different game characters 
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Alien Breed II: The Horror Continues 


£25.99 - TEAM17 - IN-HOUSE - 1993 - 2 PLAYERS (S) 
- 3 DISKS (1Mb Only, also AGA Version) [M | V ] ALIEN BREED II 


Commodore AMIGA 
A1200/A4000 version 
DISK 1 


©)1993 Team 17 Software Lid 
All Rights Reserved 


22 6 It’s difficult to review Alien Breed 2. On SSE SES SE EL — SS Ne 


the one hand once you get past the opening 
level, you have a varied and interesting 
Alien Breed, with lots to see and do. It 
also has the cool inclusion to shoot whilst 
retreating, giving a much needed tactical 
control in all that mayhem. 


But it’s too tough (easier on the non AGA 


version) and it all begins with the worst, GAMEPLAY 
most unfair and annoying opening level of 


’ ’ 


all time. PUP LLL LL) 83 /AMMO! -- =*390) KES) CREBSBER 


You see, you start the game outside, with Alien Breed 22 is a brilliant game, 
all these helicopter drones, that can hidden behind a terrible and stupidly 
seemingly take you out in seconds. Why unfair and tough opening level. 
Team17 thought that opening level was a 

good idea, I will never know. But I be a IP UESEE’ 63 ANNE! --< 5286) KBS' CREGSESS 


load of people never bothered beyond this 


first terrible level. 


It’s a shame as well, as once you enter the 
civilian complex, and get to use the new 
retreat and shoot movements down the 
corridors, taking out the swarms of 
enemies, then in many ways this is 
superior to the first game, with gorier 
visuals and lots to see and do. 


il ik : 
2uP |) 8S AMMO -- =#3090) KOS) CREO5000 


So, wack on some cheats (I’m not up for 

a challenge) and have yourself some alien Thankfully, get past that opening 

bashing fun! level, and you have a great Alien 
Breed sequel (though very tough). 
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WHAT THEY THOUGHT 


‘Alien Breed 2 features a more varied count of aliens and levels 
than its predecessor. In fact there ore many new features, and it 
still retains that fresh feel of originality which captured the hearts 
of hungry little gamers a couple of years ago. 


Any self-respecting Alien Breed fan will have already rushed 
down to the shops and bought this one, having had it on order 


for the last six months. The only gripe I have about Team17 


sequel is that it is bloody hard, but hey, that's probably just me 
being completely useless! 


I don't need to tell you twice to buy Alien Breed 2 because it is 
so good. Fans of the original will fall deeply in bye with it and 
wont to have its children, while newcomers will wonder why they 
ignored the first effort. The Teamies are going from strength to 
strength, and of the moment look completely unbeatable.’ 


92% - Amiga Computing - Issue 69 
- Jan 1994 - Jonathan Maddock 


‘I'm a bit dubious about endless sequels to successful games, 
but the Alien Breed series just gets better and better. Breed 2 
is a quantum leap up from its predecessors, and (impatient guy 
that I am) I now can't waft for Alien Breed 3 to make an 
appearance. 


The gameplay Is a little too hard for my liking, (‘cos you're cack 
- Paul) but it's so addictive that I have absolutely no qualms, 
reservations etc. about awarding this game a stonking great 


accolade.’ 


91% - Amiga Action - Issue 52 - Xmas 1993 - Neil Jackson 


The aliens come thick and fast in the sequel, considerably 
ramping up the challenge. 


9278 Kis CRE29466 


‘Alien Breed IT is a massive 
game, with a number of 
really challenging levels. 
It’s still not easy, and you 
are still going to be pushed 
to finish this one in an 
afternoon. But what the 
hell it’s so much fun to 
play, you don't really mind 


wasting a week or three 


on.’ - CU Amiga 


The Alien Breed title screen, 
certainly lets you know, you are 
in for a gory ride. 


There’s loads more variety and 
details to the levels in Alien 
Breed 2. 
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The pre-level artwork is 
gorgeous in the game. 


#193 KOS CROZ2900 


The INTEX access terminals, 
look a lot cooler in the 
sequel. 


Schematics in between levels, 
show your progress through 
the base. 


Face-hugger aliens look a lot 
bigger and more like in the movies. 


‘We all knew this was going to be something rather special and I'm 
more than happy to report that our initial expectations have been 
well and truly exceeded. Once past the first level it's back into 
familiar alien-killing territory, albeit with tons of incredible sound 
effects, graphics and subtle gameplay variations, so fans of the first 
game are going to feel perfectly at home. 


Newcomers to the Alien Breed world are going to be in for a shock, 
and that's a gross under-statement. Atmosphere-wise Its got to be 
one of the most tense and genuinely scary games you'll ever come 
across, with scary set pieces galore and tactical decisions a-plenty. 
In one-player mode it's bad enough but when you're covering the 
back of a mate it's even more demanding, especially on the levels 
where only one of you is carrying the weapon needed to complete 
the particular deck you're on. 


However, there are a few niggles which although don't detract too 
much from the overall excellence, still prove to be frustrating in 
times of trouble. I accept that Team17's intention is to hurl the 
players into a claustrophobic world where the odds are most 
definitely stacked against you, but many walkways are so narrow 
that they don't allow you to swap the current leading character. 


Another gripe is that Alien Breed 2 is too damn tough. The decks 
requiring hasty departure once you've performed a specific task do 
prove to be some of the most satisfying when you manage to complete 
them but ending the game just because you don't make it back in 
time is just a little bit too much - surely a chance to restart that 
deck would have been far more tolerable. Still, when all's said and 
done, Alien Breed 2 truly is one of the best arcade blasters available 
and terrific fun to play.’- AGA Version Reviewed 


91% - The One Amiga - Issue 63 - Dec 1993 - Simon Byron 


‘The long-awaited sequel to the game which made Team17's name 
is here. Worth the wait? Yes, but hope the friend you played with 
last or ends up trapping you on what is a very tough level one 
indeed. It's very difficult to survive with both players intact for that 
very reason and, as each character is larger than in the first AB 
game, they are more susceptible to attack. 


The usual extra weapons and powers are complemented by a choice 
of characters to enjoy, there are some amazing intro screens and 
between-level pictures and the violence is very compulsive. Its a 
red-letter day when a game like this arrives.’ 


91% - AUI- Vol8No 1 - Jan 1994 


‘The action's viewed from a_ well-implemented, overhead 
perspective giving a wide view of the terrain around your 
character. The action comes at you from all directions, so its 
vital to be aware of what's going on. To help you there's a level 
map you use it by pressing the B button on the keyboard. 


This allows checking out obstacles surrounding your character. 
Alien Breed II is a smart blaster requiring the player to use a 
bit of thought. I've got to admit I had my doubts after a few 
goes. To begin with, the first-level-aliens seem incredibly hard 
to dispatch. The helicopters come at you low and fast — is 
curtains if you fail to blow them up or dodge out the way. 


The only problem's that it takes a lot of shots to eliminate them. 
This makes the gameplay difficult until you plot a route to the 
next stage which is entering the base. 


All in all though a highly addictive blaster — it's got a lot of 


appeal, is well-presented and, most importantly, manages to be 
incredibly addictive.’ 


88% - Amiga Force - Issue 14 - Dec 1993 - Jonathan Sloan 


All you non-AGA owners will have been drooling and dribbling 
over this one for the last month. With a whacking great 83 per 
cent from Jon Sloan last issue. Alien Breed 2 is taking shoot 'em 
ups to a new level. Now Team17 have released the non-AGA 
version, and, surprisingly, its actually a better game. 


My only problem with the AGA version is that it is far too hard. 
and this version is just that little bit easier. Why? Well, the fewer 
colours (but very cleverly used - can you tell them apart?) mean 
that nice screen moves around a little faster, and there are 
actually fewer aliens on screen at any one time, so there's slightly 
less chance of you getting totally obliterated in the first few 
seconds. 


Other than that, the game is identical. You still have to travel 
out to colony Alpha Five to wipe out an invading alien horde, 
running around a top view maze taken from games like Gauntlet, 
logging on to huge supercomputers located all over the base, 
where you can buy extra weapons and power ups. It still has 
glorious graphics with some of the most realistic fireballs ever 


seen. 


The sound has changed little too, although some of the speech 
taken out in favour of standard spot effects. There's so much 
going on at any one time, that you don't really miss it. Alien 
Breed II is a massive game, with a number of really challenging 


levels. It’s still not easy, and you are still going to be pushed to 


87% - CU Amiga - Jan 1994 - Tony Dillon 


Thankfully get past level one 
and the game is really good. 


9S AMMO "282 K16 CRE3Z68680 


If it wasn’t for all the aliens 
running around, the civilian 
deck is pretty nice place to 
live. 


86 AMMO *295 


K14 CRO3 7306 


We Commit These Bodies To The 
Void, With A Glad Heart! For Within 
Each Seed, There Is The Promise 
Of A Flower. 


66 AMMO *250 KG4 CRO68800 
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There is a lot more variety to the 
aliens and weaponry in its sequel. 
This bouncing laser bomb, is the 
best one to use. 
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One cool inclusion is the ability 
to fire whilst retreating. A great 
way to tactically take on the 
beasties. 


16 AMMO 1249 K56 CRO94900 


We're All Gonna’ Die. The 
Only Question Is How You 
Check Out. Do You Want It 
On Your Feet, Or On Your 
F***in' Knees...Begging? 


18 AMMO '2R2 KSS CREB2380 


THIS IS IT! 


EXCLUSIVE! 


£1000 


f the year 
= Hest ever review inside! 


300 KOS CROOSBOO 


If Those Things Get Loose, 
It's Gonna' Make The 
Lacerta Plague Look Like 
A F***ing Square Dance! 


291 K@9 CRO39100 


If They Sent Anyone Out 


It'll Be...Here - 
Meat Is! 


Where The 


Swimming pools, basketball 
courts, I give this place a five 
face-hugger rating. > 


‘That's not to say that ABIL is without its faults For one thing the 
games too tough. Although there's a choice to two difficulty levels 
there's no perceptual difference between them. Another level would 
have been useful. Also. on certain levels you're given a specific 
mission to complete. Once done, the level begins to self destruct. 


Unfortunately if you fail to make it to the turbo lift in time, its game 
over - no matter how many lives you have left. What's wrong with 
starting you on the same level again minus one life? 


Niggles aside. ABLI is one fine game. If you own an AGA machine 
you'd be a fool to miss out on this. Hard drive owners are in for a 
treat too, contact Team17 and they'll be able to supply, at a price, 
a hard drive install program. What more could you ask for? How 
about a version for standard machines? The Team aren't going to 
leave you out - we'll have a version for review next issue. Hold 
tight till then.’- AGA Version Reviewed. 

83% - CU Amiga - Dec 1993 - Jonathan Sloan 


‘With this game Team17 have enthusiastically entered the AGA 
arena. Most have heard of, if not played, Allen Breed. The West 
Riding softies have not disappointed.’- AGA VERSION 


80% - Amiga Format - Issue 54 - Xmas 1993 - Stephen Bradley 


‘It's typical of Team17 to bring out a vastly enjoyable game with 
some glaringly obvious flaws in it, as that's what they always seem 
to do. Alien Breed fans out there (and seeing how it's been selling, 
there must be millions of you) are going to love this, and they'll 
probably take what I see as ‘far too hard’ as ‘intensely challenging".’ 
- AGA VERSION 


80% - Amiga Power - Issue 32 - Dec 1993 - Mark Winstanley 


[Other Reviews: AD: 92%, J: 72% AGA: D: 4/5 ] 
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‘With this game Team17 have enthusiastically entered the AGA 
arena. Most have heard of, if not played, Allen Breed. The West 
Riding softies have not disappointed.’ - AGA VERSION 


80% - Amiga Format - Issue 54 - Xmas 1993 - Stephen Bradley 


Is a pity you can’t get in any 
‘It's typical of Team17 to bring out a vastly enjoyable game with of the vehicles in the game. 
some glaringly obvious flaws in it, as that's what they always 
seem to do. Alien Breed fans out there (and seeing how it's been 
selling, there must be millions of you) are going to love this, 
and they'll probably take what I see as 'far too hard' as 'intensely 
challenging'.’ - AGA VERSION 


80% - Amiga Power - Issue 32 - Dec 1993 - Mark Winstanley 
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[Other Reviews: AD: 92%, J: 72% D: 4/5 ] 

CHEATS 
The INTEX systems had quite 
an upgrade as well. 

Effect Password 

Fifty keys 378829 

10 extra lives, 50 keys, 50,000 credits 736353 8 — = ee ee eS — ee ae SSeS 

10 extra lives and 50 keys 098654 pF ; . 

Press N during game play for level skip 243433 

Level Password 23 | 

2 353828 

3 108383 

4 370101 

5 982822 

6 847464 

7 737373 

8 928112 

9 267364 

10 193831 

11 090921 

12 309383 

13 101221 

14 103992 Oooh! That’s a big mother F... Where’s a Cargo Loader 

15 998112 vehicle and an airlock when you need it? 

16 125332 

17 091233 
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TOWER ASSAULT 


ALL AMIGAS 


A1200 ENHANCEMENTS 


Alien Breed: Tower Assault 


£25.99 - TEAM17 - IN-HOUSE - 1991 (OCS/ECS | AGA | CD32) 
- 2 PLAYERS (S) - 3 DISKS OR 1 CD (2Mb Only) [M | V_CD32 ] 


The third entry in the Alien Breed games, is 
actually a lot of fun. Again Team17 have stuck 
it behind a stupidly tough and unfair opening 
level, with difficult to see mines, and face- 
hugger like bugs and lizards. Get through all 
that though and you have again a great Breed 
game to enjoy. The big difference to the others, 
is the open world complex, where you can tackle 
different parts in the base, in any particular order. 
Quite common place today in games, the open 
area, was quite unique and ahead of its time. 
There is good variety and additional fore, with 
the civilian setting, full of mauled humans, as 
you walk into the den of destruction to take on 
the Alien might. The Aliens, particularly the 
face-huggers look a lot bigger now as you make 
your way through the maze like levels. It still 
has unfair countdowns of red alerts and some 
gameplay unbalanced sections, and is is the 
toughest of the series. But it is one I always 
enjoy coming back to again. 


One other neat inclusion to the game is the 
completely dark areas, with only your narrow 
flashlight lighting up the way, its atmospheric 
and creepy, and reminds me of a overhead 
Doom 3 game. In balance for me, looking at it 
objectively, this is probably the best of the Alien 
Breed games in the series. But for pure nostalgic 
reasons, Alien Breed ‘92 is the game that holds 
the special place in my heart for the series. 


As a single player game, they go 
all Alien 3 on you, and kill off 


Agent Nash at the beginning. 


eee. 


Z 


‘Gore Blimey!’ The game is a lot 
more bloody than the other 
games, replete with the mauled 
civilians. 


WHAT THEY THOUGHT 


‘Team17 have tried to make this latest incarnation as varied as 
possible by providing 276 possible routes to the Mother Alien that 
you must dispatch. This has been achieved by using multiple exit 
points, meaning that no two games ever have to be exactly the 
same. It also initiates a learning process where you'll need to 
discover which are the easier sections to complete and which are 
the ones where death is always imminent. 


These levels are vast and sprawling, and it's very easy to become 
disorientated and lose track of your position. This can be extremely 
frustrating when you manage to complete a mission and suddenly 
realise you have no idea where the (time limit protected) exit to 
the level is. Other new features include the "Retreat" option which 
enables a player to shoot as they walk backwards, simply by 
holding down a key. This is extremely handy when the pressure 
is on. 


As far as pick-ups go, there is the usual Alien Breed collection 
of money, ammo and weaponry. Power-ups can be purchased or 
found, and will greatly increase any slim thoughts of survival you 
may have been harbouring at the beginning. One other point worth 
mentioning is the inclusion of the Dark Levels. 


Apparently, there are about seven of them, and when you read 
how one of the guys are given a torch which only illuminates a 
small section of the surrounding area. A lot of time will be spent 
here blindly shooting at the blue eyes that come towards you, and 


the rest of the time you'll no doubt be dying horribly. A couple of 


months ago we saw some pretty amazing screenshots for the game 
which were images created by the amazing Raptor Plus Render- 
farm. These aren't included in the disk version, but CD32 owners 
will be able to see them in all their glory. Don't worry if you've 
only got an Al200 because this version will keep you occupied 
for hours anyway. The frills only add to an already great game. 


What can I say? It's probably the best Alien Breed game to date. 
The first one was superb, the second lost it a bit for me, but 
Team17 are back on form with this. And it only costs £20 The 
atmosphere and hours of gameplay make this well worth buying 
even if you've seen it in all its other forms. If there is a fault it's 
that it's a bit on the difficult side. The mines outside are well 
tricky to avoid if you're in a hurry and it's quite easy to lose a 
life before you even get into the complex proper However, its top 
quality stuff that will sell by the bucket-load and deservedly so.’ 


91% - Amiga Action - Issue 65 - Xmas 1994 - Paul Roundell 


probably the best Alien 
Breed game to date. The 
first one was superb, the 
second lost it a bit for 
me, but Team17 are 
back on form with this.’ 


- Amiga Action 


TOWER ASSAULT 


Tower Assault for me is the 
best in the series. 


The aliens are brutal, taking 
out the scientists and workers 
in their sleep. 


My mommy always said there 
were no monsters - not real 
ones - but there are.. 
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Virtual 
Wards! 


THe CANE DAUN. nen’ The 
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PREU.P NEHT.P MAIN Nenu 
The INTEX terminal system 
has been given another 


overhaul. 


Come on! Come on! Come 
and get it, baby! Come on! I 
don't got all day! 


The dark levels, with only a 
torch is very atmospheric and 
tense. 


INTEH WEAPONMENU 
REFRACTION LAZER 


HIGH 
80000 


As in other games, there is a 
stack of cool guns you can 
buy from the INTEX terminal. 


‘What has always impressed me about Alien Breed is the non-linear 

play method If it were a real situation. there could be a number of 
ways of succeeding or dying Realism is there-fore assured by having 
more than 250 ways of completing the game. 


My favourite new feature is the -retreat' mode. If the Aliens are a 
little too close, you walk backwards. firing at the blighters as you 
retreat. This small. but valuable addition saved my life a number 
of times. There are only two gripes_ The aliens utter a death cry 
which sounds just like a pigeon cooing. The rather pathetic noise 
is hardly spine-tingling stuff. 


There is also a frustrating infrequency of opportunities to save your 
game position for resumption at a later date. Occasionally - after 
completion of particular levels - a special code is given which 
enables later entry into the same point of the game. In the original 
Allen Breed you could do this at any INTEX terminal Offering only 
the miserable code method was a very bad decision_ After squeezing 
through a number of dangerous levels before dying. the thought of 
having to do it all again was just too much. so the game was 
sidelined for a couple of nights before I tried-it again. 


Although I did indeed try again, had it been the original game. I 
would have rebooted immediately, eager to plunge back into the 
hellish depths This time I was less inclined. Maybe I'm lust getting 
older. Maybe the programmers are. Maybe the game is. In creasing 
out the age wrinkles and pepping up the game, Tower Assault has 
lost the atmosphere which made the original Alien Breed so special 
That may be a little unfair to say, since someone new to the series 
may find it very thrilling. But even with the additional features, 
that special edge which makes the game feel only a few nervous 


steps from reality was missing. 


But Tower Assault maintains the Alien Breed saga standing as one 
of my all-time top shoot-em up games. It's you against the despicable 
scum and you take their efforts to kill you very personally. That is 
the secret of a winning game.’ 


90% - AUI- Vol9 No2 - Feb 1995 


Tel Kev 02 Ty 


—Tives: 03" 
I love the juxtaposition of the civilian setting against Xenomorph 
Alien creatures. 


‘Some of the squeals the aliens make after being hit are quite 
disgusting and feature a fine reverb effect The best use of the 
sound though, is where the aliens are seen feeding off the humans 
This is graphically depicted and the reason the game carries an 
11 + rating. I'm not a great fan of ratings in games but the above 
scenes are some of the most grue-some I've seen on a 16-bit 
product and rank up there with Dreamweb so it's probably a 
good thing if it keeps parents happy Out of interest the mutilated 
bodies were supposed to appear on the original Alien Breed but 
Team17 decided against it After the furore surrounding the 
supposed violence in Mortal Kombat last year it would have been 


interesting to see whether Alien Breed would have sold better if 


it had been released with all that 'adverse' publicity. 


Still the Breed series has done very comfort-ably so far and 


Tower Assault should do the same In my opinion it's the best of 


the titles and would have scored much more it wasn't a sequel. 
The multiple exit points and puzzle elements and of course f more 
levels will keep blasting fans involved for far longer than the 
original title did, as well as breaking up the frantic blasting 
action that became a chore in Breed 2. 


The difficulty curve has also be well judged, unlike Alien Breed 
which was too easy and Breed 2 which proved ridiculously tough. 
As it stands if you own the original Alien Breed this is still a 
worthy purchase It contains much more variety and will no doubt 
prove to be a longer lasting" gaming experience, as well as 
removing minor gripes like not being able to fire backwards. 


If you haven't previously bought one of the series the same 
recommendation applies, but if you've got Breed 2 have a good 
look first, as Tower Assault has a lot of similarities. It's definitely 
the best of the Breed bunch though, and a very fitting finale to 
a classic Amiga games series.’ 


86% - CU Amiga - Jan 1995 - Rik Skews 


‘Not a game I found instantly appealing, Tower Assault took a 
while to win me over_ Once I became obsessed with improving 
my fire-power, however, I became increasingly hooked. I 
particularly like the two-player option, Playing with friends 
suddenly makes computer games seem less nerdy and more 
sociable. If you have no friends (and I don't) you might try 
hiring some stand-ins. 


It would be good to see Team17 applying its undeniable talents 


to a more original concept than this, The idea at the core of 


Tower Assault is very old indeed. All the same, the formula is 
still working very well thanks to some very imaginative 
variations. Recommended for Breed fans everywhere, it's also 
a must for anyone who hasn't played this type of game before.’ 


84% - Amiga Computing - Issue 82 
- Jan 1995 - Gareth Lofthouse 
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Iwantyou to lay down a suppressing 
fire with the incinerators and fall 
back by squads to the APC, over. 
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The signal's weird. There must 
be some interference or 
something. There's movement all 
over the place! 


These Colonial Marines are very 
tough hombres. They're packing 
state-of-the-art firepower. There's 
nothingtheycan ‘hhandle.Lieutenant, 
am I right? fl 
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COWER ASSAULT 


HEYBOARD CONTROLS 
Ui 


G ONTO-TERNINAL 
SE AREA NAP 


E Fed ai A 
RETREAT TOGGLE 
€ Ple WEAPI 


ie 


EGIN ASSAULT 


pereuenneer 
mci 
=2—“19 


4 Bases 


PRESS FIRE 


A useful list of all the 


additional keyboard shortcuts 
are given on the title. 


Don’t buy a turkey: this 
meet Christmas... 


The final boss is another 
Queen like Xenomorph, but 
still no Cargo Loader or an 
airlock to be seen. 


CHEATS 

Status Password 

Security level 3 FCDBMDEASDCAAADM 
Engineering level 1 FKBDMDEAFDCAAAEB 
Science level 3 JGCJNDEAPDCAAACS 
Military level 3 EPAEMDEBBDCAAAEA 
Main tower level 2 LAAPJDAISDCAAACM 
Main tower level 3 HCAPJDADSDCAAADD 
Main tower level 4 HCBPSLADSDCAAACB 
Stores level 3 EJDCPDAASDCAAADG 
Civilian level 3 EEHBNDAASDCAAADK 
Unknown FKASMCEABDCAAADI 
Unknown JGAFICEABDCAAAEJ 
Unknown FKANLCEABDCAAADP 


The CD32 version has a full motion video, 
setting the scene. It’s low budget and 
cheesy (also a little long - Ed), but it’s a 
nice inclusion. 


‘ To help navigate, a limited map can be accessed. Full maps of 
each level are stumbled upon from time to time, and these can prove 
invaluable. They help the player calculate which doors need to be 
opened and which don't. So, over-reliance on the map never happens 
Use of memory is necessary in order to make efficient use of door 
and colour-coded key passes Multiple exits from each level also 
add to the variety. 


The game has extra gory parts which have earned it a 15 rating 


from ELSPA; mostly for mutilated corpses with loads of blood_ An 


alien feeding from the body of a dead human is shocking. But in a 
good way - it adds extra impetus to wiping them out Tower Assault 
rates as the best Alien Breed yet. I didn't like it much as a one-player 
game - it was too hard. But as a two-player game, it's compulsive, 


fantastic to play and one of the best blasts seen this year.’ 


83% - Amiga Format - Issue 66 - Dec 1994 - Steve McGill 


‘The occasional burst of excitement (such as fighting back to back 
out of a terrifying ambush, or managing a 30-second dash) can't 
make up for the enraging awfulness of the way its been put together. 
This could have been such a good game. But it isn't. Grim 
determination may pay off, but its realty not worth the heartache. 
Tower Assault is like one of those hideously expensive 1960s 
concept' movies: everybody's clearly had a great time making it, 
but it’s an unendurable mess.’ 


46% - Amiga Power - Issue 45 - Jan 1995 - Jonathan Nash 


[Other Reviews: AD: 93%, AC: 91%, J: 74% 
AD: 95%, D: 4/5, AG: 84%, 
ACP: 93%, AUI: 90%, CU: 90%, O: 86%, 
J: 79%, AP: 65%, D: 5/5] 
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Over the last four years, the Alien Breed saga has become legendary amongst Amiga owners 
now the se minates in quite spectacular fashion 


Alien Breed is mow in 3D! 


Gd GHANd NAXITV 


Transported to a spectacular 3D environment, you must outwit the ferocious Breed once more, but this tim 
the added dimension of “being there gs you even closer to the disgusting creatures than ever befor 


PREPARE TO MeetT 
Try Poon! 


3D ENGINE 
FEATURES 
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2-Bit fast ram for increased speed. 
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Alien Breed 3D Alien Breed 3D 


£29.99 - OCEAN - TEAM17 - 1995 (AGA ONLY| CD32) sgt ttinanod 


- 2 PLAYERS (S) - 2 DISKS OR 1 CD [M | V ] age 


© 1995 Team 17 Software Ltd, 
All rights reserved 


By 1995, most Amiga owners (like myself) had 
put their machine to secondary status, finally 
buying the IBM compatible PC and enjoying 
the likes of Wolfenstein, Doom and soon to be 
Quake and Duke Nukem 3D. But for others, 
still clinging on to their Amiga, a game to rival 


Doom was vitally important to the Amiga’s 


DOPDD Wo dM A Ma a b— 


very survival. 


So by 1995, after some other FPS attempts on 
the Amiga, such as Gloom, Fears and Death 
Mask, Team17 stepped into the arena. 


What we have here is a Doom clone, with little The game on an expanded Amiga, runs 
connecting it to the Alien Breed series, It is pretty well. But the truth is PC FPS 

probably the best of these attempts on the games were doing this genre far better. 
Amiga, and despite a small play area window, 
isn’t too bad. It has some nice detail to the 
textures and sounds, and the monsters (whilst 
more Doom than Aliens like) move pretty 
quick. 


Overall though, compared to any of the FPS 
shooters on the PC at this time. It’s difficult 
and unfair in many places, and it pales in 
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comparison to many far better examples on PC. 
Basically the ageing Amiga, simply wasn’t up 
to the task to do these types of games. So on 
Amiga emulation, pimp up your virtual Amiga 
to the nines, and you may enjoy as an oddity 
for a while. For the rest look the the PC, where 
these games’ real home is. DRISK The aliens explode in a satisfying 
shower of blood, when shot with the 
double barrel shotgun. 
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‘ it's extra-special and is 
outdone Gloom. Good 
work. Team17,You 
whining childish 
hatemongers.’ 


- Amiga Power 


Is it me, or does that screaming 
marine look just like the actor 
Benedict Cumberbatch? 


Apart from the name on the box, 
this has nothing to do with Alien 
Breed or the Aliens film sadly. It 
feels a missed opportunity. 


The evil space marines you encounter, 
die immediately despite all that 
armour. (I guess its made of the 
stuff Storm Troopers wear? - Ed) 


WHAT THEY THOUGHT 


‘So, what is It like then? Hmmm, its actually bloody good. It is the 
best of the Doom clones on the Amiga A1200 by far, and is far more 
like Doom than any of the others. Of course, that could be held 
against it as a lack of originality but with the added extras of both 
ducking and underwater sections it is an unfounded claim. Its not 
all good though, unlike Gloom the window area cannot be resized 
and the resolution cannot be changed to help with speed. 


The only option you have on this front is to lower the resolution of 
the floors and ceilings, which does help speed up the game a great 
deal. Generally the graphics are fine, although really they are of 
too low a resolution for my liking. I found myself being shot by a 
small group of pixels in the distance and was forced to move for 
wards taking more hits until I could actually see what has hitting 
me, before selecting the appropriate weapon and firing back. 


The game Is certainly challenging enough for even the most talented 
games players, and as yet I have been playing for several days and 
haven't beaten level four yet. Secret areas abound on the first few 
levels, and by level four I had already amassed all the weapons 
that the game had to offer. Perhaps a more gentle learning curve 
would have been better? In any case, the game is excellent. Although 
I might have minor gripes about the graphics, there is no doubting 
that the gameplay is superb. 


The atmosphere generated by the combination of graphics and the 
excellent sound effects is quite terrifying, and you find yourself 
wary of travelling down the corridors in case you come across one 
of the monsters. And what monsters! Certainly some of the designs 
are base on doom, including the giant fireball-throwing eyes, but 
the hounds of hell that attack you on early levels are original to 
say the least. 


As I explained I have yet to see beyond the early stages, but I'm 
sure bigger and better creatures await the full force of my rocket 
launcher in the chops! I really have nothing left to say on the game 
except this, If you have an Al200 or A4000, and have yet to buy a 
Doom-clone because you thought this would be the best, you were 
right. 


Go and get it now! Should you be lucky enough to have a friend 
who also owns an A1200 then you are in like flint mate, with some 
of the best two-player blasting I've ever seen. Just think on this 
though, If you have already bought a Doom-clone then this really 
isn't that different to warrant another purchase, and If you're waiting 
for the best, then I have a feeling the improved Gloom Deluxe might 
give Alien Breed 3D a proper run for its money. Time will tell...’ 


94% - One Amiga - Issue 88 - Xmas 1995 


‘To finish off, the way the game makes use of accelerator cards 
deserves a special mention (see our enhanced gaming feature 
starting on page 33) With an accelerator fitted, everything becomes 
silky smooth and can easily live with the Dooms and Marathons of 
the world Their use further enhances the credibility and immersion 
factor of the games scenario. So, if you own an A1200, or are about 
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to through the Amiga Magic pack, buy Alien Breed 3D Convince 


Team17 that they plans to leave the Amiga market would be a 
tragedy for them and Amiga owners throughout the world Convince 
thorn that there's still a lot of respect for their Amiga* wares out 
there. Buy Breed 30 and convince them. Make Breed 3D the smash 
it thoroughly deserves to be.’ The red demon aliens, are 

obviously more inspired by Doom 

than anything in the Alien Breed 
93% - Amiga Format - Issue 78 - Dec 1995 - Steve McGill series. 


‘AB3D has gone for cool visual effects where they count and effect 
the gameplay. The implementation of the water and upper levels 
for instance are much more important that having your gun go 
‘click-click' and recoil every time you fire. This game is all about 
strategy and retreat, search and destroy and spectacular effects. 


It's also fast enough to play on a standard, un-expanded A1200. 
though if you've got fast RAM or an accelerator it would be an 


advantage (if not, don't let this put you off buying the game though) 


Although the graphics might be too blocky at times, and the full 
screen mode doesn't even bear thinking about. Alien Breed 3D goes I don't like losin' a fight. Not to 239 
further than being just a shoot 'em up. It's the current star of the nobody, not to nothin’. That damn 
show as far as Amiga 'Doom' clones are concerned And if you thing out there's already killed half 
happen to have a mate with an Al200 and a serial cable it's probably my men, got the other half scared 
the best two player combat game on Amiga.’ shitless. As long as it's alive, sister, 
you're not gonna save any universe. 
86% - CU Amiga - Sept 1995 - Alan Dykes 


‘T regard AB3D as fantastic, A glance at the credits screen reveals 
that it's been done by an entirely different set of people from those 
who wrote the previous Alien Breed games, and this is a supremely 
good thing. There are no radioactive rooms. The game plays fair. 
(It suddenly struck me how generous the monsters' target profile 
is: a hit reasonably close will count. which is blessedly helpful at 
a distance, when everything's a bit squizzy.) 


It is diamond-hard (perhaps extraordinarily so: you're expected to 


do the whole of a level in one go, which by about number eight of 
the sixteen invites vexation. Still, just the way we like 'em. And you The full on explosions in the 
can always break off to search out the secret rooms). It's a ripping game are mightily impressive. 
game, and an amazing accomplishment, it's extra-special and is 
outdone Gloom. Good work. Team17. You whining childish 
hatemongers.’ 


91% - Amiga Power - Issue 56 - Dec 1995 - Jonathan Nash 


The game does give an 
impressive amount of detail in 
some of the locations, but it 
does slow down. > 
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In the outdoor sections, the 
Shoulder missile launcher is great 
for long distances. 


ee | 


I don’t think that space marine 
is walking away from that injury. 


The game does have a nice 
variety of weapons. 


The game has some fantastic 
detail on the environments. 
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‘Graphically, Alien Breed 3D is a little lacking in detail, but this 
is a fault of the machine, not the programmers. The CD32 hasn't 
got the best resolution in the world and a lot of computational 
power is needed to generate the 3D display (no Pentium processors 


here, mate!) so obvious compromises have to be made somewhere. 


As I've said before, there are some very nice touches in the game, 
such as the massive fireball that exploding a few barrels creates, 
but for the most part, Alien Breed 3D's best asset is not it graphics 
The sound is reasonably good as well, with plenty of sampled effects 
and grizzly noises, but Alien Breed 3D excels in gameplay and sheer 
adrenaline, not in cosmetic touches. This may be no Doom, but then 
again, nothing really could be. 


Alien Breed 3D is a great game in its own right, and the guys at 
Team17 should give themselves a jolly good pat on the back. What 
they've created is a game full of action, suspense and plenty of fun; 
something that many games lack. 


The levels in Alien Breed 3D slowly get more and more complex, 
and as the levels get harder, so do the creatures that inhabit them. 
Many of the lesser aliens can be dispatched by a single shot from 
the shotgun and do nothing but bite you but as you progress through 
the levels, they start arming themselves. This is where Alien Breed 
3D becomes great fun. Massive fire-fights and plenty of gore (the 
aliens explode very messily when they die!) is what a Doom clone 
is all about, and Team17 have given this game a double helping of 
both of them.’ - CD32 REVIEW 


91% - Amiga CD32 Gamer - Issue 18- Nov 1995 


[Other Reviews: AC(US): 91%, AM: 7/10 
AF: 93%, CU: 86%] 
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The game designs look more like Warhammer 40K as opposed to 


the Aliens films. 


It’s a shame, as Alien Trilogy released years 


later, showed how amazing it would be. 


WHO MADE IT 


Andrew Clitheroe - Designer, 
Programming. Graphics 


His first commercial game was the Doom 
clone Alien Breed 3D, followed by 
Alien Breed 3D: The Killing Fields. After 
the Amiga he did Phoenix, Worms Blast, 
Worms 3D, Worms 4: Mayhem, Lemmings 
on PSP and PS3, Worms: A Space Oddity, 
Worms Reloaded, Worms 2: Armageddon 
and Worms: Revolution. 


Mike Oakley - Graphics 


Starting off with the intro to Dojo Dan on 
the Amiga and some of the graphics on 
Assassin. Then in 1993 he did art on 
Overdrive and then Alien Breed 3D. 


After the Amiga he did the graphics for 
Bugs Bunny in Double Trouble, the console 
ports of WarCraft Hi: The Dark Saga, 
San Francisco Rush: Extreme Racing, 
Tennis Antics, Nicktoons Unite!, Stolen, 
Who Wants to Be a Millionaire: Party 
Edition, Agent Hugo: Lemon _ Twist, 
Ghost Rider, Diner Dash: Sizzle & Serve, 
Silent Hill: Origins, the 2010 re-release of 
Rocket Knight, Gormiti: The Lords of 


Nature!, Bloodforge, Assassin's Creed 
Chronicles: Russia, DreamWorks 
Dragons: Dawn of New _ Riders, 


Wasteland 3 and New World in 2021. 


Michael Green - Alien Graphics & Title 


Starting off with doing the aliens in 
Alien Breed 3D and its sequel Alien Breed 
3D 2: The Killing Grounds. After the Amiga 
he did sprite animation on Broken Sword 2, 
Phoenix, Worms World Party, Worms 
Blast, Worms 3D, Worms 4: Mayhem and 
Lemmings on the PS3 and PSP. 


Martin O'Donnell - Project Manager 
Was project manager on Alien Breed 3D, 
Speris Legacy and Worms. 


Martyn Brown - Creative Director 
Need no introduction, owner of Team17 
and all those classic games. 


Ben Chanter - Level Design 


Jackie Lang - Level Design 


Charles Blessing - 3D Object Designer, 
3D Object Editor & Serial Link Play 


Starting off with doing the aliens in 

Alien Breed 3D and its sequel Alien Breed 
3D 2: The Killing Grounds. Phoenix, 
Worms Blast, Worms 3D, Leisure Suit 
Larry: Box Office Bust, Alien Breed: 
Evolution - Episode 1, Alien Breed 2: 
Assault, Alien Breed 3: Descent, Worms 
Reloaded, Worms: Ultimate Mayhem and 
Worms Revolution. 


Bjorn Arild Lynne - Music & SFX 


Did the music on the Amiga for Escape from 
Colditz, Brat, Cubulus, Fantastic Voyage, Qwak, 
some music on Project-X, Worms, Alien Breed 
3D, World Rally Fever: Born on the Road, X2: 
No Relief, Worms 2, Dark Corona, Pegasus, 
Nightlong: Union City Conspiracy, Splat!, 
Addiction Pinball, Seven Kingdoms I & II, Phoenix, Worms: 
Armageddon, Siege of Avalon, Worms World Party, Stunt GP, 
Worms World Party, Worms Blast, Bestowers of Eternity, Space 
Empires: Starfury, Worms 3D. 


He then continued with Ford Racing 2, SpacePod, LoveChess: The 
Greek Era, Create City, Dark Disciples, Ahriman's Prophecy, 
Worms 3D, Worms Forts: Under Siege, Deep Sea Tycoon: Diver's 
Paradise, Worms 4: Mayhem, Army Men: Major Malfunction, 
Geneforge 4: Rebellion, Worms: Open Warfare, Lemmings (PSP), 
Avernum IV, Army Men: Major Malfunction, Redneck Kentucky 
and the 
Spaceforce: Rogue Universe, Nethergate: Resurrection, Spaceforce: 


Next Generation Chickens, Geneforge 4: Rebellion, 
Captains, Sniper: Art of Victory, All Star Strip Poker: Girls next 
Door. 


He also did the games Art of Murder: FBI Confidential, Operation 
Thunderstorm, Hide & Secret 2: Cliffhanger Castle, Yammy Drink 
Factory, Wild West Quest 1 & 2, Shattered Suns, Redrum, 
Chronicles of Mystery: The Tree of Life, Battlestrike: Shadow of 
Stalingrad, Hidden in Time: Mirror Mirror, Pahelika: Secret 
Legends, Super Laser Racer. 


He then went on to do Hide & Secret 3: Pharaoh's Quest, Art of 
Flaklypa 
Grand Prix, Avatar Racedrome, Wizzley Presto and The Vampire's 
Tomb, Hydrophobia, GemClix, Art of Murder: The Secret Files, 
Knerten Gifter Seg, 3,2,1...SuperCrash!, Chronicles of Mystery: 


Murder: Cards of Destiny, Chicken Riot, Dysnomia, 


The Legend of the Sacred Treasure, Avatar Karting, Crazy 
Machines: Elements, Art of Murder: Deadly Secrets, Chronicles of 
Mystery: Secret of the Lost Kingdom, Hydrophobia: Prophecy, 
Babel: The King of the Blocks, Babel: The King of the Blocks, 
Worms Pinball, Worms United and most recently Dungeon Punks 
and Miasma: Citizens of Free Thought. 
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BUFVARD 


OFF BOARD 


THE MOST TECHNICALLADVANGED 39 GAME EVER PRODUCED FOR THE AMIGA! 


After the nightmare escape from Orisis I!l, Commander Reynolds had 
fallen into a coma. Waking in a.secure medical unit of an Earth force 
Battle Cruiser, he finds himself once again cast into the grasp of the 
breed, but this time on their turf 


Your objective: Infiltrate and blast your way through Alien filled levels 
to discover their plans and destroy them all. 


High Res 1-1 pixel (030 and above/Fast RAM required) 

Normal Res 2-2 pixels (Any AGA A1200). 

16 levels over three different environments all with tasks or missions to 
complete. 

Comprehensive level, sound and graphics editor, giving infinite playing 
possibilities. 

Moving light sources (Gouraud shading) 

New highly advanced CPU enemy intelligence. 

In-game Hologram Auto, Map, rotates 360' 

10 powerful weapons to pick up. 

Fuel powered rocket pack to jet yourself to high gantries and hidden areas. 
8 channel surround-style sound. 

3D rendered Aliens and Guard Robots to blast. 

Hard drive installable. 
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Alien Breed 3D 2 : The Killing Fields 


£29.99 - OCEAN - TEAM17 - 1996 (AGA ONLY) 
- 2 PLAYERS (S) - 5 DISKS [M | V ] 


This Quake clone game is ridiculous, with 
you having to massively accelerate your 
machine and ram to make it playable. At 


the time, for those still clinging onto their 

Amiga, for this type of game the PC was 

clearly the way to go. Still in today’s world 

of fast PC emulation, you can make your 

virtual Amiga pimped up to the maximum 

and see what the game would be like. I have 

therefore include Lemon Review of the 

game as the video footage, as it does go 

through what to set the emulator as to play sats i 

this as it was meant to be played. Needing a ridiculously specced up Amiga 
to be even playable. The game is a 

So what do we have is a poor substitute to weird Amiga game for no one. 

the id PC games of the day, with it being 

unbalanced and rock hard. In summary after 

playing the game, I imagine those still with 

their Amiga as_ their primary machine (I 

was a PC Doom, Quake and Duke 3D loving 

gamer at this point in my gaming life.) I 

can imagine many on the Amiga were 

quoting Hudson from Aliens and saying 

"That's it, man! Game over, man! Game 

over! What the fuck are we gonna do now?” 

- DRISK 


Still with emulation, you can easily 
upgrade your Amiga to play the game 
smoothly. 


WHAT THEY THOUGHT 


‘But surely 16 levels isn t going to last? For a start, yes it is. These 
levels are tough! You’ll be crying their too tough at some points 
and I'd probably have to agree with you. The most noticeably 
difficult ones are when the level starts with you facing half a dozen 
monsters who are in the air and another half a dozen lumbering 
their way towards you on the ground_ But there's the level designer 
included with the game. Now you can make up your own levels, 
swap ‘em with mates or even upload them to Team17's Web site 
(well the good ones anyway). You can even use your own textures 
and graphics Blimeyl The fun just never stops! It's unoriginal. It's 
been done to death, as a gaming genre, and even the Amiga has 
had it's fair share of games of this type, but that doesn't stop the 
enjoyment. This game is a joy to play. No, it's still not as polished 
as Doom nor Quake, but then you don't have to spend £2,000 on a 
machine that will enable you to play one of those games. 


What you get is a bloody good approximation of those two games 
with the same level of excitement and tension, but with slightly less 
polished graphics. If you've already got a good Doom clone like 
Alien Bleed or Gloom, you haven't got the best. This is the best. 
Go and get it and don't worry about having any spare time for two 
or three months.’ 


96% - Amiga Format - Issue 88 - Sept 1996 - Andy Smith 


‘In the final analysis The Killing Grounds is a revelation, if a tainted 
one. It's kind of like one of those big Cecil B DeMille movies: vast. 
lavish and expensive (on your eyes. brain, fingers and in terms of 
the sort of Amiga you need to run it properly. The massive cast of 
aliens are difficult to defeat, full of surprises, the atmosphere is, 
in a word: scary and the graphics and lighting are just excellent. 


What a pity then that all this is compromised by game speed. The 
simple fact of the matter is that the Amiga is really not able for the 
4Mb version of this game, without serious acceleration. The 2Mb 
version is similarly compromised by its crudeness -though there's 
no doubt about its speed and playability. 


In the final analysis The Killing Grounds' biggest enemy is actually. 
believe It or not, the old Alien Breed 3D. To create TKG the original 
has grown in two directions, both of which have unavoidable faults 
- so It could never be as complete a game as Its predecessor. The 
two score-boxes tell their own story - one of top graphics, versus 
speed. But I've got a fast Amiga so I know which one I ultimately 
like the best. By the way. they both come in the same box, so if you 
do upgrade your Al200 you can taste the fancier fruits at no added 


cost.’ 


84% (2MB Amiga) - CU Amiga - Sept 1996 - Alan Dykes 
92% (4MB Amiga) - CU Amiga - Sept 1996 - Alan Dykes 


‘TI know they'll be Amiga 
games-players everywhere 
who will disagree with me 
but as I played it solid for 
days nothing will make me 


forget the smirks I received 
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from the PC department as 
they loaded up Quake and 
Duke Nukem. The _ two 
games just overshadowed it 
completely. Oh, just buy a 
PC for God's sake!’ 


- Amiga Power 
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The texture detail is gorgeous in 
the game. But it all comes at a 
performance price in the game. 


There is a nice variety to the 
look of the levels, if not in the 
variety of the missions themselves. 
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Compared to the many 


PC FPS shooters at 
this time, AB3D II 
doesn’t hold a 

candle to those games 


Some of the enemy aliens 
are pretty big. 


Some of the enemy aliens 
are impressively big. 


Ah wizards, that well 
known staple of the 
Alien Breed 
franchise! !? 


These red demon 
monsters, do move at 
an impressive speed. 
Seeing them hurtling 
down the corridors at 
you, is definitely brown 
trouser time. 


‘The Killing Grounds has been hyped quite a bit with word flying about that it 
will be so much better than its Doom competitors. However, the whole Doom 
scene appears to have died down and Gloom, Fears and Breathless have pretty 
much dispersed and have past. This may explain why The Killing Grounds was 
delayed around 3-4 months. When AB3D 2 finally arrived I was quick to install 
it and as the game began I did feel unbelievably disappointed. The Amiga games 
scene has been at its worst and there's no escaping the fact although it has a 
taken effect on me personally as I have become very sceptical as many games 
have come into the office only to end up in the bin as they are not even worthy 
of a review. This has been the story for quite a few months. Although, 


admittedly there have been one or two decent games which managed to hold my 
attention for a few minutes at least. Anyway the question on everyone's lips is 
"Is this the best Doom clone on the Amiga?" The game comes on a whopping 
five disks with an included for either the 2MB or 4MB version. So if you do 
want to upgrade to 4MB then Alien Breed will happily comply without any 
unnecessary expense. From past reader survey's I noticed only a small percentage 
of Amiga Action's readers owned accelerators so it looks like you'll be playing 
the rather poor 2MB version. If you do want to upgrade then you can fill in the 
form for an offer with Blizzard, manufacturers of accelerators, which comes in 
the box and all you need to do then is write a cheque for only £559.95, and you 
can almost get your £30's worth. The major problem for 


unexpanded or, if you like, 2MB owners is that you won't be able to use the 
editor. At least that might make owners make the push to purchase more memory 
or an accelerator. But if you can't afford one like many people then it's tough 
I'm afraid. Having said that, this version is much faster and I'd rather have 
speed than graphics any day. Also with the unexpanded version, you have to 
concede all the floor textures, weapon graphics and just about all the graphical 
atmosphere, it ends up looking like a very bad version of Gloom. Even though 
the same game is hiding behind the dire look it still makes it still makes it more 
playable than the 4MB which is juts littered with good graphics and no speed. 
It's not even better than the first Alien Breed 3D, And here's me thinking this is 
supposed to be a sequel. At first I played the 4MB version of Alien Breed 3D 2 
on a 060 with 6MB and I couldn't play it full screen. It was far too jerky and I 
resorted to play with a half-screen turn and the lighting effects off just so I could 
run it at a fairly decent speed. I still have no idea why a full-screen mode was 
included as its totally pointless. 


Oh, and it'll be even worse when you play the 2MB version as it's even worse 
than the first Alien Breed because the floor textures are all missing, it's in the 
lowest resolution and all the decent lighting effects are gone. So what have you 
got. A bad version of Fears - that's what it is. To add insult to injury, the HD 
installation for the 4MB version refused to work on our Al200 and A4000 although 
the 2MB version decided to work fine. The monsters are supposed to have some 
intelligence although how you can call being cornered and continually blasted 
from all angles from about 10 dense robots intelligent is beyond me. They're not 
even intelligent enough to work out how to open doors (sounds a bit like Andy 
Sharp to me). Overall the game is only just about above average. 


The graphics do not make up for the speed in any way and when you turn off 
the lighting effects and shading then you end up with a fast game with absolutely 
no atmosphere whatsoever. I know they'll be Amiga games-players everywhere 
who will disagree with me but as I played it solid for days nothing will make 
me forget the smirks I received from the PC department as they loaded up Quake 
and Duke Nukem. The two games just overshadowed it completely. Oh, just buy 
a PC for God's sake!’ 


59% (2MB Amiga) - Amiga Power - Issue 65 - Sept 1996 - Jonathan Nash 
56% (4MB Amiga) - Amiga Power - Issue 65 - Sept 1996 - Jonathan Nash 
* They gave 98% a fake final score, in a nod to the feud they had with Team17 
getting huffy on their previous review scores. 
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Alien Breed: Obliteration (2005) (PC | Freeware) 


A nice fan made home-brew game of Alien 
Breed released on the PC. It is short, but 
plays well, with nice re-use and redrawn 
graphics and sounds. 


It is really worth a quick go on, if you are a 
fan of the Alien Breed games. 


Alien Breed - Episode 1 (2009) 
(AKA Alien Breed- Impact) 
(Xbox 360, PS3, PC) 


A reboot of the game with 3D visual. But 
the gameplay is a little lacklustre and 
average. Still it’s not bad, and well worth a 
play through, for Alien Breed fans. 


Alien Breed 2: Assault (2010) 
(AKA Alien Breed- Episode 2) 
(Xbox 360, PS3, PC) 


Nice lighting effects, and enjoyable 
enough, but missing the fun 2 player main 
mission gameplay of the original. 


Alien Breed 3: Descent (2010) 
(AKA Alien Breed- Episode 3) 
(Xbox 360, PS3, PC) 


Best of the new trilogy, with bigger more 
varied missions. But you cannot help 

when playing these games, to lament the 
original more fun originals on the Amiga. 


Alien Breed (2012) 
(Android, iPhone) 


Nice update on the mobile phones, it takes 
Alien Breed ‘92 and touches up the graphics 
and gameplay balancing. Sadly its let down 
by the mobile phone touch controls. 
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THE 17 BIT COLLECTION 
This double CD collection contains 1700 
disks from our own library from disk 
0001 to 2301. All the classics are includ- 
ed, as Well as hundreds of great PD 
games, Demos, Music etc. 


NEW! 17B 


IT Il - THE CONTINUATI 
Another stunning compilation of new - Bi 54 
PD products. This one is even better ; 
than the first! Over 600MB of Data! 


Get it now for £19.99 +75p P&P 


SOFTWAR 


Est. 
1988 


THAT BIT BETTER THAN THE REST 


GREAT PD GAMES! UTILITY DISKS 


+2924 CAPS & MANCALA 

5 Great Card Games! S/Ware 
+2870 SPECTRUM GAMES *8 
+2869 SPECTRUM GAMES *7 
+2868 SPECTRUM GAMES *6 
+2867 SPECTRUM GAMES *5 
+2866 SPECTRUM GAMES *4 
+2865 SPECTRUM GAMES *3 
+2864 SPECTRUM GAMES *2 
All the Spectrum Games Disks 
above contain over a dozen game 
"Snapshots" to use with either V1.6 
or V1.7 Emulator. 

+2850 GORF 

That old Arcade Classic! 

+2849 GAMES GALORE 10 
+2848 GAMES GALORE 09 
+2847 GAMES GALORE 08 
+2846 GAMES GALORE 07 
+2845 GAMES GALORE 06 
+2844 GAMES GALORE 05 
+2843 GAMES GALORE 04 
+2842 GAMES GALORE 03 
+2841 GAMES GALORE 02 
+2840 GAMES GALORE 01 

All the above will now work fine on 
your A1200 Each Disk is packed 
with some superb PD games. 
+2838 ORC ATTACK 

Nice Game ...Kill The Orrible Orcs. 
+2837 OP FIRESTORM 

1st Level Only Playable Demo. 
+2814 PROFESSIONAL BINGO 
Err, Legs 11 & Two Fat Ladies. 
+2813 D-SOLVE CROSSWORD 
Nice Crossword Disk with Solver 
+2811 NEMESIS 

Great Reveral/Othello Clone 
+2803 BEETLE 

Playable Demo Of A Good Game. 
+2801 GNU CHESS 

WB2.0/3.0 Only Chess Game 


AMIGA ANIMATIONS 


+2927 (ABCD)CHARLEY CAT'4 
Moustermind - 3.5MB 

+2925 (ABC) CHARLEY CAT 3 
How To Catch a Canary3MB 
+2923 (AB) CHARLEY CAT 6 
Charlies at the Flix! 

+2922 (AB) CHARLEY CAT 2 
"Down At The Seal" 

+2872 (ABCD) MEAN MACHINE 
Another stunning Craig Collins 
Anim, this one requires 3.5MB and 
features a Virtual Reality Battle 
between CD32, MEGA CD & 
Phillips CD-I. Impressive! 

+2871 (AB) DANGEROUS CLUB 
Dangerous sports club Anim. 
+2854 THE LEMMINGS SHOW 
Requires 1.5 MB, Please do not 
purchase if easily offended. 

+2853 SUICIDE MAN 2 

Requires 1.5 MB, Please do not 
purchase if easily offended. 
+2853 DEATH WALK 

Lots of Gore in this Anim! 

+2829 (AB) CD32 REVIEW 
Great Startrek Meets CD32 Spoof 


CDPD VOLUME 3 


+2921 PARBENCH 

Set Up Parnet On Your Machine 
+2914 MINIMORPH V1.0 

Great PD Morphing Package 
+2912 RADBENCH V1.7 
Recoverable RAM Workbench 
+2911 PAY ADVICE ANALYSER 
Calculates Deductions Etc 

+2910 SOLDERING DISK 

For use with DPAINT, includes 
Circuit Board Layouts Etc 

+2908 PROPAGE TEMPLATES 
Various Pre-Defined Templates 
+2892 MAGNUM 1.8 

Updated To Create Better Mags! 
+2890 ANIM HELPER 

Clip Art To Use in DPaint to Create 
Anims 

+2888 ADDRESSPRINT V4.0 
An Address Printer S/Ware 
+2887 ONFORM V1.1 

Create Invoice /Orders etc S/W 
+2884 VIDEO WORKSHOP 


X2875 CDTV > CD32 ADAPTOR 
Use a CDTV keyboard on CD32 
+2855 GARDEN DESIGNER 
Design a garden in 3D! 

+2873 ASTRONOMY V2.1 

Get your Telescopes out! 

+2861 AUDIO MAGIC IV 

Loads of Audio Utils! 

+2860 AUDIO MAGIC III 

Even more utils & players etc.. 
+2858 ASSASS. MULTI VISION 
A bundle of GFX utils 

+2857 ASSASINS FIX DISK 
Fakemem, Degrader, Runt Etc.. 
+2839 SILICON JOURNAL 
Great Electronic Diary. 

+2836 AURAL ILLUSIONS JR 
Sample Manipulator. 

+2833 BLACKBOARD 
Excellent Image Processor. 
+2830 MAP STATION 

Create Maps Etc. For Games. 
+2828 FONT X PRO 

16 Colour Font Design for AMOS 
+2827 HOLMES BROS COMP 1 
Degrader, Numpad etc. 

+2842 AMY PD REVIEW 5 
More Reviews From Cybercraft. 
+2823 NO SAMPLER? UTILS 
Get The Most From Your Amiga 
without a sound sampler. 

+2815 REORG 3.1 

Excellent HD Re-org & Optimiser 
+2789 ASTRO 22 V.3.5 
Updated Astrology Program 
+2788 AMBUSH 1.03a 

Resizes Windows After changing 
WB font sizes. 

+2786 RUSH 

Great Hard Drive Utils Disk 


Yours for Only £39.99 + £1.00 P&P 


+2919 (AB) SPACE BALLS! 

9 Fingers Demo, if you liked state 
of the Art, You'll die !! 
SERIOUSLY GOOD! 

+2915 A TASTE OF U41A 

Old, But popular U4ia Toons 
+2913TYMPANIC MEMBRANE 
Great new Demo by PANACEA 
+2879 HELIOPOLIS DEMO 
Another Stunning Demo!! 

+2880 HYPNOSIS DEMO 
Presented by Perspex. Great! 
+2885 GROOVY BY LEMON 
Another Excellent Production 
+2876 (ABC) GRAPEVINE 18 
Broadminded only need apply! 
+2874 DR WHO THEMES 
Variations on disk |I* 

+2835 HANDEL - ROB BAXTER 
Music for the Royal Fireworks 
+2834 FOP - SIMPLY BLUE 
Friends of Paula Music disk. 
+2832 MUSIC EXAMPLES 2 
Nice Mods from various games. 
+2831 MUSIC EXAMPLES 1 
Nice Mods from various games. 
+2812 (AB) DR WHO THE 60's 
Information & GFX about the DR 
+2862 EXTENSIONS DEMO 
Another Great Demo 

+2849 SHORT MODULES DISK 
Loads of Neat Tunes. 

+2747 TECHNO MODULES *5 
+2746 TECHNO MODULES *4 
+2745 TECHNO MODULES *3 
+2744 TECHNO MODULES *2 
+2743 TECHNO MODULES *1 
Very Nice Techno Mods. 

+2718 FAIRLIGHT 242 DEMO 
Stunning effects! 

+2683 SANITY INTERFERANCE 
Nice new Demo 


EDUCATIONAL 


+2926 (AB) TOME OF MYTHS 
Read all about those Myths 
+2920 ASI BACK TO SCHOOL 3 
Even more Educational Progs! 
X2916 (AB) TUTANKHAMUM 
Educational Slideshow for AGA. 
+2909 FRENCH VERB TESTER 
Err, Test French Verbs! 

+2886 AZ SPELL V2.02 

Wot Du Ya Meen Ye can Spel 
+2851 DTP FOR KIDS 

Nice easy DTP to interest Kids. 
+2802 PHOTOGRAPHY 

All about The Dark Room. 
+2796 JUNIOR MATHS 

Great Maths Tutor for kids. 
+2795 (AB) READ & LEARN 
The 3 Little Pigs With pictures. 
Text & Narration. 

+2772 (AB) THE ATOM 

The Discovery of The Atom. 
+2741 HIGHWAY CODE 

Ask Questions On The Code. 
+2724 BACK TO SCHOOL *2 
Compilation of Progs for kids. 


CDPD VOLUME 2 
The continuation of the Fred Fish range plus the 
entire SCOPE & JAM ranges of disks 


£19,99 +75p P&P 


IMAGES &FX 


+2917 COMIC ART Ill 

Nice Comic Art Slideshow 

+2908 GIF BEAUTIES *10 
+2905 GIF BEAUTIES *9 
+2904 GIF BEAUTIES ‘8 
+2903 GIF BEAUTIES *7 
+2902 GIF BEAUTIES *6 

+2901 GIF BEAUTIES *5 
+2899 GIF BEAUTIES *4 
+2898 GIF BEAUTIES *3 
+2897 GIF BEAUTIES *2 
+2896 GIF BEAUTIES *1 

Loads of raunchy women who 
don't seem to be wearing very 
many clothes! Best viewed on an 
AGA machine but can be viewed 
on any! 

+2894 SCALA BACKGROUNDS 2 
+2893 SCALA BACKGROUNDS 1 
Backgrounds in Hi-Res Overscan 
+2889 MELON SLIDESHOW 
VERY high quality pics! 

+2822 IMAGINE OBJECTS 
3DObjects to use with Imagine. 
+2820 SFX SERIES *5 

+2819 SFX SERIES *4 

+2818 SFX SERIES *3 

+2817 SFX SERIES *2 

+2816 SFX SERIES “1 

SFX For use in Games,Mods Etc. 
+2821 IMAGINE OBJECTS 
More objects for imagine. 


AGA DEMOS & PICS 
X2863 (AB) BODYSHOP V 
More lovelies in 256 colours! 
X2862 (AB) FIT CHIX3 

Yet more pouting girlies 

X2859 BODYSHOP III 

You guessed! 

X2826 PANTAHERI DEMO 
Great AGA Demo 

X2825 (AB) BODYSHOP *4 
OOooerr Missus! Nudge Nudge 
X2798 MIND WARP 

Planet Groove II Team Hoi 
X2776 (ABCD) AKIRA PICS 
Loads of The cute Jap Chicks 
X2761 CHROMAGIC AGA 
Another AGA demo dose. 
X2759 POINT OF SALE 
European AGA demo. 

X2672 RETINA EURO 1 DEMO 
Another nice AGA only production. 


20% FREE! 


As a very special offer 
during January '94 
only. We will give you 1 
free disk of your choice 
with every 5 disks you 
order! 

Beat that for value! 


NEW IN! MULTIMEDIA TOOLKIT! 
This CD contains all you need for your ow 
Multimedia Productions! 
Thousands of clipart images in colour and 8 
even scaleable art! 
Hundreds of Adobe, Postscript & CG Fonts 
also included, not to mention the 750 Modul 
2300 SFX! 
only £19..99 +75p P&P 


WING COMMANDER & 

DANGEROUS STREETS FOR CD3 
AVAILABLE NOW! 

Both Titles on 1 CD for CD32 ONL’ 

GET YOURS FOR £17.99! +75p P& 


AMFM 17 AVAILABLE FEB 94 
The Definative Amiga/Vidi Music Diskr 
£2.50 (Mag) 

Or £4.00 (Mag & Sample Disk) 


3D OBJECTS & TEXTURES 
7 Disks of Imagine Format 3D Object 

Textures All Archived So theres loa 
stuffed on each disk! £10.00 Inc. P& 


FINAL FRONTIER 6] 
** Calling all Star Trek Fans** 
T.F.F. is a dedicated Trek mag on 
packed disks. Includes exclusive art 
by none other than Tobias Richter! £ 


NOTHING BUT AMOS - DISKMAGAZ 

A New Magazine Aimed at Amos User 

help you get the most from the packa 

Issues 1 to 4 Now available at £2.50 E 

N.B. Amos is for Beginners and Expe 
alike! 


LSD LEGAL TOOLS COLLECT 
We now stock LSD disks uptc 
number 140. These are an 
invaluable source for uncomm: 
utilities. See below for disk pric 


HISTORY OF TEAM17 


It all started with a dream coming together, to make games that utilised the Amiga, and not be 
held back by the Atari ST and other systems holding the games back, and bring the best games 
possible to the machine. This dream, continues, with Team17 still in existence today and bringing 
some of the best indie games to all the modern systems. Making this one of the most enduring 
and beloved independent, publishing and development houses around. 


It started with Microbytes, a small chain of computer game stores, around the UK. Founded by 
Martyn Brown and Michael Robinson they decided to also expand into selling their own published 
games Microbyte Software, selling their own games, to their own store chain and others. 


Around this time Debbie Bestwick, a 16 year old, had started work in their Nottingham store 
over the summer holidays, before doing her A-Levels. She had really impressed Martyn and 
Michael, with her aptitude and attitude, and so she was invited to work for them full-time doing 
the marketing of Microbyte Software and the stores. It worked well, with Martyn having a good 
feel for what would sell in a game, Michael had a good head for management, and Debbie had 
a good creative feel, for advertising. 


Things were going well for the company, but Martyn in particular, had found a new obsession 
with computing, with the new Amiga he had bought. He had become obsessed with the beauty 
of the machine, and in-particular the vibrant demo scene, where groups of people across the 
world, mixed music and amazing effects together for people to enjoy and show their prowess as 
the best in their field. Also there were indie games made by people in their homes, that were 
making fun little games and giving them away for free, or asking for a small payment, if you 
enjoyed the games. 


Martyn, who adored these demos and games, had amassed a huge collection of them all. It was 
surrounded by all these wonderful disks, that Martyn, Nick and Debbie, started another strand of 
the business with 17-Bit Software founded in 1988. This would distribute these demo scene 
disks and games to Amiga owners, let them choose from a big catalogue of titles and being charge 
only £1.50 per disk. It was another huge success, and soon 17-Bit had a massive army of 
members, buying their public domain and shareware discs from them. With their full page ads 
they really had become the premium place for Amiga owners to buy their public domain games 


from. 


Glassback 


Martyn Brown 


Act Of War 


Skate Tribe Parachute Joust 


Microbyte was a small chain 
of computer shops in the UK. 
It was here in Nottingham 
that a 16 year old Debbie 
Bestwick, would ditch her A- 
Levels at school and work for 
their shops and also their 
Microbyte publishing house. 


| MICKOBYTE 
i SOFTWARE 
JUST RELEASED FOR BBCB 


3 SPACE 
RANGER 


eam £7.95 
COLOUR GENIE 


PINBALL 


GALACTIC ATTACK 
£5.95 xachoeactOn £7.95 


OFTWARE 


MICROBYTE SOFTWARE (S1) 
REEPOST 


F 
NEWQUAY 
BYTE TR7 28 


Seeing all the games coming in 
they, decided to sell their own 
games themselves, being their own 
game small publisher, for the 8- 
Bit machines. 


; 
; 
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17 BIT DISK No a 
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| FISH Disk No 


For alll you 


PUBLIC DOMAIN 


17-Bit was the pinnacle of Public 
Domain Houses. It was certainly 
the company I always used. As 
they were reliable and had lots 
of unique titles, only in their library. 
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Miami Chase (1990) was a 
Codemasters budget game. It 
was the first game the team 
who became Team17 would 
work on together. 


Full Contact (1991) Team7’s 
next game, that enticed 17-Bit 
Software to merge and form 
Team17. 


Project-X (1991) was a Gradius 
style shooter, that was rock 


hard, but was _ stunningly 


beautiful in both looks and 
sounds. 


Body Blows and this 


Body 
Blows Galactic, was the 
Amiga’s answer to the 
arcade game Street Fighter 
2 by Capcom. 


Being the premium place for distribute all these public domain titles, Martyn and 17-Bit 
Software, got to know some of the amazing talent on the scene. They could see the stuff being 
produced was far better than the commercially released titles, and so if they pulled some of 
that talent together. Not wanting at this stage to take the risk of publishing their own games, 
Team 7 International was founded with Andreas Tadic, Rico Holmes and Peter Tuleby and 
Allister Brimble, working on Miami Chase for Codemasters. It was a budget game, and well 
received at the time. 


Such success, and seeing early work on their next game, encouraged on the 7" December 1990 
for Michael Robinson, Martyn Brown and Debbie Bestwick, and Andreas Tadic, Rico Holmes 
and Peter Tuleby, to join forces, calling themselves Team17 (an amalgamation on 17-Bit and 
Team 7 International). There first game released in 1991 was another budget label and was a 
fighter called Full Contact. Presentation wise it was stunning, mixing an intro of a silhouetted 
fighter doing moves, in time to the hauntingly beautiful Allister Brimble music. Gameplay- 
wise, it was an updated Yie Ar Kung Fu game, with flawed gameplay, but not bad for a first 


release. 


But it was their second game, the full priced Alien Breed, that really put them on the map. 
Such success, brought in other developers to Team17’s door, and soon they had Assassin, a 
Strider clone by Psyionic Systems, (formed by two ex Software Creation staff who had worked 
on games like the Amiga Bubble Bobble port.) There was also Eclipse design who did 
Cardiaxx. 


In 1992, they also released Project-X an impressive Gradius style horizontal shooter. It was 
another gorgeous shooter, but again stupidly hard. They also saw the opportunity to re-release 
Apidya. An amazing shooter, from Germany, that had you play a wasp, doing lots of beautiful 
naturalist scenery, all set the the amazing tunes of Chris Hiilsbeck, of Turrican fame, amazing 
tunes. Sadly Play Byte the original publishers, had failed to do get the game distributed 
properly in important markets like the UK and Australia. So the publishing rights were given 
to Team17, to do a much better job getting this fabulous game noticed. 


It was around this time that Team17, began to re-release their games as budget titles, but also 
taking the opportunity to improve the games, to counter the complaints raised by players and 
reviewers to make a better game. The plan was, even people who bought the full price 
original, would be tempted to buy again, to get the additional refinements. These were often 
important updates, such as adding lots of additional levels, making the game easier, and more 
balanced. 


By 1993, they were going into full swing, with a series of developers, lining up to have their 
games published by them. Along with their own developed games of Superfrog, 

Alien Breed II: The Horror Continues, Body Blows and its sequel Body Blows Galactic a 
Street Fighter 2 style fighter and Qwak, a gorgeous bubble bobble like platformer. They also 
had games from other developers like F17 Challenge (Holodream Software) and Psyonics next 
game Overdrive and overhead racer. 


In 1994, they released Alien Breed: Tower Assault, an impressive continuation to the series, 
with an open world to tackle. Arcade Pool a brilliant overhead pool game, that had oodles of 
options and really fun gameplay. We also saw the CD32 release of Ultimate Body Blows, that 
brought the character roster of the first two games and added a tournament mode. They also 
published Super Stardust by Bloodhouse Ltd (who would become Housemarque), a wonderful 
Asteroids update. 


did a better job than the licensed ports has an amazing soundtrack by the music 


on the Amiga. maestro Chris Hitlsbeck. 


Another often discussed item of this period, was the now infamous, Amiga Power magazine and 
Team17 dispute. You see Team17 had taken umbrage, with Amiga Power scoring their games 
much lower than everyone else. Whilst Amiga Power insisted their review score was on 100% 
scale where 50% was merely average. This was different to other magazines where 70% meant 
average and any lower would be diabolical. It came to ahead with Alien Breed ‘92, where a 
hidden message if you typed Amiga Power into the INTEX system, and you got the message: 
“Finished Games Only Eh” This was a dig into Amiga Powers public policy of only ever 
reviewing a completed game, which Team17 was doubting in their statement, that Amiga Power 
actually did this policy. 


After the first punch was thrown it all got rather silly in the subsequent years, between the two 
companies. It continued with sill little things, such as Team17 putting in Amiga Power 
reviewer names in really bad opponents for games like F17 challenge and the like. But it was 
by 1995, the silliness got out of hand. It couldn’t have come at a worse time, with most gamers 
and publishers beginning to move away from the now ageing Amiga and Commodore having 
gone bust and soon to be bought Escom (who would also go to the wall only 18 months later.). 
Team17 was one the only main publishers left on the Amiga still supporting it, and so to be a 
magazine who they didn’t like was very tough indeed. This made Amiga Power upset of the 
lack of support in Team17, and then it all started getting rather silly between the two. 


You see in 1995, Team17 would release the pretty solid ATR game, a fun overhead racer, 
Kingpin a pretty enjoyable if basic, 10-pin bowling arcade game and the amazing Worms (but 
more on Worms later). But Amiga Power in their huffiness, gave the games ATR only 38% 
and 47% for Kingpin. They also did a coverdisk release of Arcade Snooker for CU Amiga, 
taking Arcade Pool, but giving the game of Snooker. 


At this point all communication between Team17 and Amiga Power had ceased and it got to the 
point where Team17 legal writ, accusing Amiga Power of them being biased and not reviewing 
their games fairly and doing their job properly. Amiga Power ignored the legal letter and 
laughed it off. But now Amiga Power had to buy their own Team17 games, and with the 

Alien Breed 3D game, sister magazine Amiga Format was instructed to not show the game or 
allow Amiga Power to play the game. This caused much anger and a rift between Amiga 
Format and Amiga Power. Amiga Power gave famously a fake score 


The result was a string of very low reviews for other Team17 games, with Worms (a fantastic 
game) only receiving 60%. The new Amiga Power editor Tim Norris, tried to smooth things 
over with Team17, but Martyn Brown refused to make amends and in 1996 Speris Legacy, only 
getting 50%. When Alien Breed 3D: The Killing Grounds, Amiga Power famously gave a 
fake 98% final score, but in the actual review itself, said it was actually only 59% for the 2MB 
game and 56% for the 4MB version of the game. It was the final passing shot between the two, 
as by September 1996, realising the gaming days of the Amiga was over, Amiga Power decided 
to shut its doors, and Team17 would start to move away from the Amiga themselves. 

CAPAT tare 


BES TLOPPONENT SES aCtlArF 


EnpdblorlUar EAP. pos 


HI t fe’ tle" tle" vy . 


e'eevte'te 


J ‘J ° \ ‘\ “= NJ e, * 


. oon © oO ° : e 
{ BAy (FAH DAH TAA THE TAH TAR AH 


= 


fe'Re'fe'Re' te 
i 


68 ee2 
“16 


y Cle" ote" Cle’ fe ee te" Cie" Cfo" R 


e'fe'fe'Re'te 
¥ 


Speris Legacy, is a Team17 love 
letter to the Zelda games, it’s 
not as good as that series, but 
it’s a nice little Amiga game in 
its own right. 


F17 Challenge is a budget game. It 
certainly wasn’t the best racer on the 
Amiga, but worth a play for some budget 
price fun. 


Team17 taking annoyance at Amiga 
Power’s lower scores, hid a secret 
message of “Finished Games Only 
Eh” if you typed the name Amiga 
Power into the INTEX machine 
of Alien Breed ‘92 Special Edition. 


ATR (All Terrain Racing) is a 
fantastic overhead racer by Team17. 


@ Steve Heleyv 


Arcade Pool, is my favourite arcade 
style pool games around. 


Kingpin is a fun if average 
Ten-Pin bowling game. 
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Andy Davidson worked in a 
shop, before writing what would 
become Worms, for an Amiga 
Format game competition. 


Total Wormage was the original 
Worms game. Taken from a 
screenshot from the TV show 
Bad Influence. 


One game we glossed over in the above pages was Worms, as although released in 1995, it was 
important to complete the story Amiga Power and Team17, and in many ways Worms story is 
about after the Amiga. The game came about by a computer shop worker Andy Davidson, who 
had made a fun artillery style shooter in the vein of Tanx and Scorched Earth, but mixing in the 
characters of Lemmings, replacing them with worms with a variety of weapons who could leap 
around the area. Calling it Total Wormage, he wrote it for an Amiga Format game competition 
in Blitz Basic. The game went got disqualified by Amiga Format, due to it not including the 
source code. 


Not to be deterred, in September 1994, he showed his game at the ECTS show in London and 
whilst most publishers gave a hard no, Martyn Brown at Team17, saw the game’s potential, 
signing Andy’s game on the spot. Worms would be a massive hit and it would be this game, 
using Ocean as publisher, that Team17 would bring the game to every system they could and to 
much financial success and a multitude of Worm sequels and spin offs, keeping the lights on at 
Team17, when most other publishers (including Ocean) had been bought out, or shut their doors. 


Interesting non Worm games in this period were World Rally Fever: Born on the Road (1996) 
and X2: No Relief, the Sony PS1 sequel to Project-X that most Amiga lovers don’t realise it 
exists. It’s a pretty shooter, but stupidly tough. 


In 1998 we had Nightlong: Union City Conspiracy, an interesting cyberpunk adventure game, 
and Addiction Pinball. Then you had Phoenix a pretty, but OK blaster. They also did the 
remaster of Lemmings on the PS3 and PSP. But really it was Worms sequels (and there were 
many) that kept the company alive. 


By 2010, the company felt a bit stale and so Martyn and the others sold their stake in the 
company to Debbie Bestwick, from CEO of the company to sole owner. She wanted, to bring 
Team17 back to its routes, finding indie talent across the world and help publish them to all the 
platforms and get them noticed. 


At time of writing Debbie has done a fantastic job, bringing such popular gems like Flockers 
(2014), The Escapists (2015), Overcooked 1 (2016) & 2 (2018), Yooka-Laylee (2017) and 
Yoku’s Island Express (2018) and Blasphemous 2 (2023) to name but a few. It is a heart 
warming feeling to see an Publisher so famous on the Amiga still exist and thrive. 


PLAYER1 2 10250 


World Rally Fever: Born on the Road (1996) on DOS 
is a really fun game. You can buy it on GOG.com. 


Nightlong: Union City Conspiracy (1998) is an 


interesting cyberpunk adventure. 


X2: No Relief (1996) came 
out on PSI and was the little 
known sequel to Project-X. 
It is done by the original 
Team17 team as well. 


< Escapists (2015) 


IT TOOK 6 ores TO CREATE THE EARTH 


Delphine Software 


ANOTHER WORLD 


A brand new animation system combines with atmospheric graphics 
and superb music to bring you another top-class Delphine adventure... 
~ ANOTHER WORLD 


Young sclentist Lester Chaykin never in his wildest dreams imagined that it could 
ha but it did. While experimenting with sub-atomic particles, bis laboratory was 
struck by lightning - teleporting him into another dimension. A strange world nothing tke 
earth, where be must call upon all of his intelligence, training and resources to survive. 


» Designed and programmed by the designer of the best selling future Wars 
graphic adventure. 
» 2 years development have led to 4 revolutionary new polygon animation technique, 
featuring fluid, flowing animation of characters and objects. 
» Special effects offer a “cimema™ style of gameplay: + Zoom * Panorama 
' Close-up shots. 
) Malin character ts joystich-controtied, adding to playability and giving a real 
sense of player interaction. 
. Superb music mixed in Deiphine’s in-house recording studios 


 Entwhckett and programmiert woo irk Chabl, kchépter  ~“Progettate « Ay pny dal (creatore dall avvemtusa 
des Bestsctions future Wars. grafica camplone di lncassl future Wars (Goerre Stettart). 


lahee tumgee acwe revelutionire » Owe aenl di ew hanme portato ad uma awova (ecm a 
tL ose mre or we age epee qaseigen di animations a oml, catatterizeata da em amimariome dt 
thes ‘ Be bet ” von F ‘ personagg! ed oggett! ftuids « scorrevole. 
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| “Vitendthaticher” Spletablant durch Spestalelfckte * doom ° panssame © Pytend 
wie: * Zoomfunktion * Panorama Amsicht «tt persenaggio prim ipate ¢ controtiato da joysitch 
* Nahauinatemen auenentando cos la ghocabilita «¢ dando una reale 


semeatsione ¢ int tone a! tore 
 hervorragender Sound, mised end recorded im — woce 
den . Tanstudios vom Delphine. Musica seperba micata wegtl studi i 
registrazione detta Oviphine. 


Screenshots from Amiga and Atart ST versions 


> 1991 DELPHINE SOFTWARE. 
All rights reserved. 
U.S. Gold Ltd. Units 2/3 Holford 


Way, Holford Birmingham B6 
TAX. Tek O21 625 3366. ‘ 


fl# 


~ 
= 
9 
~ 
x 
by 
DS 
= 
9 
BS 
tN 
is) 
9 
#13 : Another World 
£25.99 - U.S. GOLD - DELPHINE - 1991 - 1 PLAYER - 2 DISKS [ M | V ] 253 


Taking the idea of Prince of Persia, with the storytelling of games 
like Dragon’s Lair and Space Ace, Another World (or Out of This 
World in the US) is a compelling, trial and error, action adventure 
game, with smooth animations and filmlike storytelling. 


The story follows Lester, a young astrophysicist, who inadvertently 
gets himself teleported to a strange alien planet, full of killer slugs, 
snarling beasts and alien creatures who quickly imprison you. The 
story hurls you into the action, having fallen in to an alien lake, and 
so you must swim out the lake before the live tentacles pull you into 


the deep. But to tell any more would perhaps ruin it, so suffice to 
say, it’s a compelling story, told with no dialogue, yet it works so This blue tinged alien world, is so otherworldly 
well. in its appearance and look. 


Sure you could argue its rather short, and once you have learned how 
to beat each section, it can easily be beaten, but it’s not about the 
challenge it’s about the experience, which Another World has in 
droves. 


It is a special game, ahead of its time, and is a worthy inclusion to 
our Top 50 game list. DRISK 


Going all Tarzan, conqueror of Mars, our hero 
swings himself to temporary safety. 


| WHAT WE THINK? 


DRISKY SAYS: 


NOB) 
I remember the first time I saw the Another World game, I had yet to 4 


see a review for the game, and from the opening intro, telling the story, Disque 1 
to the magical fantastical Sci-Fi adventure, that I was captivated for the faites CERRO S ED Ts ee 
whole weekend as I completed it. 


Sure other arcade adventures have come along since, but for me 
personally none have captivated and enchanted me, as this one has. 
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WHAT THEY THOUGHT 


‘ANOTHER WORLD IS VERY... BLUE. Very, very blue. In fact, 
if another colour is used in many of the scenes, you'd be hard 
pushed to spot it. Another World is also very, very good, coming 
as a superb break from all the big licences, coin-ops and other 
Christmas biggies. You can say what you like about Delphine, 
when it puts its mind to something, you know the result is going 
to be worthwhile. Atmosphere, moodiness, graphics that blow 
your mind and sound that slaps it right back in place again. 
Everything that made Future Wars, Operation Stealth and Cruise 
For A Corpse such big hits, has been combined in one big package. 
One thing I do miss is the text. Yes, as strange as that sounds, 
the completely joystick-controlled environment does, at times, feel 
a little cold and unwelcoming (and that has nothing to do with 
the large aliens with guns trying to shoot you). An explanation 
of certain scenes or some stand-alone animations, carrying the 
story would have helped. 


The whole thing does have a very film-like feel to it though, as 
did Delphine's other Cinematique games. Quick cuts, close-ups 
and smooth animation all add to the tension and atmosphere 
created (just tell me that when the large lion-type creature jumped 
out at you for the first time, you didn't jump). This is all helped 
by the comprehensive control method that adapts to fit the 
surroundings. Pulling down will usually just make Lester duck, 
but in a situation where his gun is on the floor and the lasers are 
flying, he'll perform a combat roll. 
Delphine has thought of everything, and while the first few levels 
are fairly simple, the later ones get infinitely more complex and 
require some very intelligent thought. The whole thing smacks of 
Dragon's Lair, but with one major advantage: you constantly have 
full control over the central character. Another World is a superb 
product, extremely classy and very, very playable.’ 


93% - The One For Amiga Games - Issue 40 
- Jan 1992 - Paul Presley 


‘Another World comes on only two disks and most games players 
will sail through the first three levels. The ease of play, coupled 
with a code system that allows re-entry from your last exit, make 
the whole thing a very short-lived, if rewarding. experience. Its 
a pity that there's not one more disk -but few games hold your 
attention long enough to warrant constant replaying. Another 
World does and is one purchase that's truly worth making. 
“Original futuristic, fantasy-fantastic.”’ 


91% - CU Amiga - Feb 1992 - Steve Keen 


‘a small price to pay for a 
galaxy of unimaginable 


action and immeasurable 


pleasure.’ - Amiga Action 


In the fab intro, as Lester you rock- 
up full speed to the research laboratory 
in your Ferrari. 


So in the middle of night in a lightning 
storm, our Professor sets of a particle 
accelerator test (what possibly could 
go wrong?)... 


Our scientist finds him transported 
to a strange alien world. 


Bare foot our hero has to kick 
the killer slugs, with a satisfying 
squelch to each one dispatched. 


< The minimalist art style, works so 
well, and a lot more atmospheric 
than a more detailed world. 
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Out of the frying pan and into the 
fire. 


We come in peace. 


It must be Thursday... I never 
could get the hang of Thursdays. 


Our hero Lester, starts blasting 
the aliens into charcoal goo, 
before they know what hit them. 


The strange alien planet has a 
beautiful landscape. 


‘Another World comes from Delphine Software, who also brought 
us the exceptionally scrumptious Cruise for a Corpse, so you can 
guess what it looks like, Except you don't have to because we’ve 
generously supplied you with screenshots. And yes, it does look 
good doesn't it? Not much detail, granted, but the animation's a 
treat. It's to the games credit that it's hard to tell where the intro 
stops and the game starts, it realty is that impressive. 


However, unlike Delphine'’s last offering, this is amuch more arcade- 
orientated game. Very, very similar to the much lauded 
Prince of Persia actually. But whereas Prince of Persia featured 
level after level of essentially the same thing. Another World has a 
plot that develops as you get further in and loads more variety. 
There are also shades of Space Ace with its consecutive scenes to 
be solved, but luckily none of the associated playabability problems, 
‘cos Space Ace was really crap. 


There's no tune unfortunately, but the FX are excellent and coupled 
with the smooth animation create a very cinematic feel to the game 
The laser blasts are especially good. as are the crunchy noises as 
things get disintegrated. My favourite. though. just has to be when 
the slave you rescue thanks you with a hearty “Mahtoombah", 
whatever that means. I suppose its the thought that counts though. 


It is fairly difficult, but thankfully there's a sensible password 
system. Each separate scene in the game has a four letter password, 
so you don't have to play the whole thing each time you load it up. 
And although you only have one life, if you lose it you only go back 
to the start of the current scene. This means that simple trial and 
error will get you a good way into the game, without it being too 
easy. 


Great presentation. complementary sound effects and captivating 
cinema-style gameplay - what more is there to say? If you found 
Cruise for a Corpse too cerebral to get to grips with, then get your 
hands on this A barnstormer.’ 


90% - Amiga Computing - Issue 47 
- April 1992 - Daniel Whitehead 


‘In Another World you control a character called Lester Knight 
Chaykin. Lester's a young nuclear scientist who, during the lengthy 
and absolutely stunning opening animated sequence, cocks up a 
bit. He makes the mistake of conducting his hi-tech experimental 
work during a thunderstorm. So guess what hits his laboratory at 
exactly the wrong moment? Just when loads of X-particles and 
mesons are being smashed together? Yup - a bolt of lightning, of 
course. Poor old Lester gets zapped through multi-dimensional 
space, and finds himself in 'another world’. You (as Lester) don't 
know whether you're coming or going. You have to work it out for 
yourself.’ 


90% - Zero - Issue 27 - Jan 1992 - Duncan MacDonald 


‘Perhaps not the true classic it should be due to its small number 
of locations and occasional lack of playabiltty, but it’s still a game 
destined to become a me v.. sip landmark_ I can't wait to res rt.. 
see what's next!’ 

89% - Amiga Power - Issue 10 - Feb 1992 - Mark Ramshaw 


‘Although it isn't very evident from the still screen shots shown 
with this review the graphics for Another World are superb. The 
animation is realistic and smooth, making the game very 
accessible. This coupled with the atmospheric presentation gets 
you hooked instantly. The gameplay Is similar to Prince of 
Persia, but has a little of the Dragon's Quest thrown in. 


The result is a game that is simple enough for anyone, instantly 
addictive and varied enough to keep you going for days. Without 
a doubt Another World is a superb game that should be in The duo, despite being different 
everyone s collection Buy now!’ species, become firm friends, as 

they make their way through. 
89% - Amiga Action - Issue 29 - Feb 1992 - Jason Simmons 


‘The instruction booklet provided is not a thick wordy manual 
and is certainly not off-putting to younger players and others 
who can't hang around forever reading before getting their 
sticky fingers on the game! Only a few basic instructions are 
required to set off on the adventure but this should not deter 
the more experienced games player. The average shoot' em up 


player should find enough here to amuse himself for a good 
many senseless killings. as it takes some degree of skill to reach 
the opportunity to be awarded a code. The art design in Another World 
really is stunning. 
All in all its a classy game which you will want to come back 
to time and again. If you can master the initial onslaught, (you'll 
need a bit of staying power for this) you will want to keep 
playing on. A reason for this is the originality of your "problems" 
who find many a way to kill you. These scenes are pretty smart 
( not unlike A Nightmare on Elm Street) and quite original 
(though they do nauseate after a while!). Aimed at the dedicated 
games player. Another World could well be a hit_ Now how do 
I get past those slugs.’ 


83% - Amiga Mania - Aug 1992 - Damo Spendel Shoot first, ask questions later, 
that’s the order of day. 

‘Another World is a major achievement. It brings Delphine to 

the fore as major developers in another field of design. its the 

kind of game you want to show your Gran, (because it has such 

a cinematic feel even she'd understand it) and its the kind of 

game you really want to discover for yourself. The approach 


and results are unique. 


For all its glory Another World is still a game first, and it is 
here that it is sometimes found wanting. For the most part it 
excels, but it fails in a few key gameplay areas. It is worth 
buying, just for the power of the effects and the sweetness of Ooof, right in the happy sac! 
its finer game moments. Be warned though, there are times when That’s going to leave a mark. 
you'll really begin to hate the French.’ 


82% - Amiga Format - Issue 31 - Feb 1992 - Trenton Webb 


Fanged slugs 
are the the 
least of your 
problems in 
this other- 
worldly alien 
landscape. > 


Tanks forthememories,inaGladiator 
arena, our dynamic duo, look to 
kick some serious alien butt. 
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“Every real story is a never ending 
story.” “Nothing is lost... Everything 
is transformed.” “There are many 
kinds of joy, but they all lead to 
one: the joy to be loved. - Unconscious 
our protagonist is carried by the 
Rock Slave alien friend to take to 
the skies. 


WHO MADE IT 


Eric Chahi - Designer, Programming and 
Graphics & SFX. 


One of the French, gaming developer greats. 


computer, programming Le 


d'Anubis and then Doggy. 


Le Sceptre d'Anubis on to the Amstrad. 


Then in 1986 he continued on the Amstrad 
with the games Le Pacte, and in 1987 the 


games Profanation and Danger Street. 


But it was his entry to the Amiga and 
Atari-ST for developer Delpine that his 
name would he be seen as one of the 
greats, with his amazing 1991 arcade 
adventure, Another World (or Out of this 
World in the US). After his commercial 
success with this, he founded Amazing 
Studios, and released a sequel to Another 
World, called Heart of the Alien. This 
came out on the Mega CD, with Another 


World included. He then also did Heart of 


Darkness on the PlayStation 1 and 
Windows PC. 


Outside a re-release of Another World to 
commemorate the 15th anniversary, here 
the gaming world would wait for almost 
twenty years until 2011 for his next game, 
with From Dust. it was worth the wait as 
this was also a well received and special 
game. Also in 2011 another re-released of 
Another World was done, to commemorate 
its 20th Anniversary. His most recent game 
is the well received game Paper Beast by 
developer Pixel Reef SAS. 


Eric’s started his career in 1984 on the Oric 
Sceptre 
In 1985, he 
switched to coding on the Amstrad CPC with 
the games Infernal Runner and porting 


‘Another World is a most peculiar game to rate. It isnt going to 
keep you occupied for the rest of your life, since it's actually quite 
a small game, and the action progresses at quite a pace. However, 
for the time while you are learning about its subtleties, Its most 


engaging. 


At its most basic level, it's an interesting departure from the graphic 
style of most arcade adventures. Gamers fond of hefty adventure 
In their may find 
Another World rather lacking, since the game is virtually bereft of 


elements arcade adventures, however, 


object manipulation or any thing but the simplest problems to solve.’ 


8000/1000 - ACE - Issue 52 - Jan 1992 - Jim Douglas 


[Other Reviews: JK: 97%, G: 94%, D: 92%, S: 90%, 
J: 81% R: CVG: 94% (PC), O: 91%, AFC: 90%, 
AC: 89%, AF: 8/10, AP: 78%, AA: 77%] 


Jean-Francois Freitas - Music & SFX 
His first commercial game was doing the 
music for Le Pact for Eric, then he did the 
classic Another World (Out of this World 
in the US) and its sequel Heart of The 
Alien. 


3DO PORT 


Another World was ported to almost 
every platform, and all are stunningly 
good. But of them all, a special note goes 
to the 3DO version. The game has a blur 
across the screen, that makes if feel much 
more filmlike. 


Of all the versions out 
there, it is my personal favourite to play 


today (even above the anniversary re- 
released editions). 


mm | 


GAMEPLAY 


Ope 


AFTER THE AMIGA VERSION 


fl# 


=] 
J) HEART OF THE ALIEN 


Many people don’t know there is 
actually a sequel to Another World, 
this isn’t surprising, because it was 
released only on the SEGA CD and 
only released in North America. 


This included both the original 
Another World game and its sequel, 
Heart of the Alien, carrying on Heart of the Alien, continues exactly where 
exactly where the first game left off. Another World ends. 


GCTYOM YUFHLIONYSY ~- 


It’s a great update and its wonderful 
to see how the story continues. It is 
just a shame that in Europe, where 
the game is most beloved we never 
got to see the game. 


Still with the wonder of emulation 

or devices like the Mega Everdrive 

PRO, which has FPGA to simulate 

the Mega CD/SEGA CD hardware 

on a real Mega Drive/Genesis, then As he takes our unconscious hero to safety, 
there as so many ways to enjoy this the game goes black and white as the Rock 

HEART OF THE ae : 

ALLE WN game today. Slave, reminisces about his own story. 


ad 35° ; 


Enter the award-winning sei fi universe 
‘of Gut of This Wortd: 
In the sequel you also have 
Armed with a laser-whip, our alien hero, 


a laser-whip as weapon. 
makes his way through from the constant 
attacks. 


il 


The game has very similar 
sections to the original game. 


The game has you save the 

fellow Rock Slave aliens. 
Run away!!! In present day, our alien 
hero is having his own bad day. 
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Delp phine 


Software International 


THE FACTS: * Unquestionably the most eagerly awaited game for years 
* Stunning 24 frame per second screen updates resulting in superb 
animations * The smoothest, most lifelike characters ever seen 
* Unrivalled graphic qualities * Uniquely styled game play 
* Addictive formula combining strategy and speed 

with initiative and reflexes.. * Compelling movie 
atmosphere. THE RESULT: undoubtedly the best 

game of its kind. 
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SZ “This game has no 
@ARS equal in it’s field... 
in no time at all, you'll 

be hooked.” 
GAMESMASTER 95% 


Z| “Fate che assolutamente vostro al piu' prestoi” 
TGM 96% 


“Flashback (ist) ein tolles Spiel, das... hohen 
GEES Unterhaltungswert besitzt... Spielerisch 
und grafisch kann der Another-World 
Nachfolger iberzeugen.” 
Amiga Games Award 


Creation & Development 
Delphine Soltware Internahona’ 
1993 Delphine Sofware Inter nahonal 1993 U.S. Gold Lid 


TTT I (ee 
ml i a pet A a All rights reserved. U.S. Gold Lid , Units 2 Mane ont Hollord 
ee 4 Bermenghom 86 7AX. En, ngiond. Tel: 02 5 3366 


Delphine | 


Software International 
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Flashback: The Quest for Identity to give its full name... You are Conrad, 
a man without an identity, searching for answers in a hostile futuristic 
world of wonder and conspiracies. 


Dubbed as a CD-Rom game on a cartridge for the console releases, 
Flashback came to the Amiga first and in my humble opinion, even 
though it was built for the Mega Drive, Raphaél Gesqua's Amiga 
soundtrack makes this version the go to system for the game. 


The graphics are beautiful in this one with high quality vector 
animations in the cinematics, beautifully animated sprites and character 
designs and detailed hand drawn backgrounds, which all bring the story 
and world setting to life. The gameplay also has a role to play in this 
too, and can be seen as an update on Prince of Persia with gun-play 
and item specific animations. All these elements convene to help drive 
the storytelling and world building. ..[Continued on Page 265] 
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The title and cover of Flashback, with the haunted 
eyes of Conrad, unable to remember his past, perfectly 
captures the story in the game. 
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&) WHAT WE THINK? 


Zk: [Te FLASHBACK 
< CBM 
Flashback is a wonderful game, a technical marvel, mixing in Prince of A1200, A a 
DISK 1/4 


Persia, Another World, Future Wars, Impossible mission, all to the 
Sci-Fi classic Total Recall, to great aplomb. The rotoscope animation 
is well implemented and your main protagonist makes you feel like a 
bassass. I can see all that, but the weird thing is, for me I have never 
gelled with the game. Maybe its all the traipsing around, and a length 
that far outstays its welcome, perhaps its a little too complex and 
unwieldy in places that it frustrates me. I also see it more a console 
game than an Amiga one. 


But that’s a personal opinion, this game is a worthy classic and I can 
certainly see the love and deserved respect for it. It definitely deserves 
a place on this top 50 list. 


RETRORIC SAYS: 


I just spoke about Another World which is a game that has many similar 
elements to Flashback, but didn't grip me in quite the same way. I think 
right from the start that Flashback has a familiar premise, similar to that 
of the Arnold Schwarzenegger film Total Recall, which I'm sure we all 


knew and loved back then. Upon loading this one up though, the 
compelling intro with some of the best music ever heard on the Amiga, 
2 6 4 really set a high impact tone for the beginning of the game. Then you get 
the Brad Fidel Terminator type theme music done in a ponderous, yet 
bombastic style that makes the options screen a treat in and of itself. All 
this before you've even taken control of the main protagonist Conrad. 


Then you awake in a very alien but also very familiar jungle, with 
interspersed bits of tech that leave you wondering if they are relics of a 
lost civilisation or newly installed elements of a regime that are out to get 
you. Then as you progress the world unravels into a rich futuristic tapestry 
with a John Carpenter alien conspiracy, similar to what we saw in his film 
They Live. There are loads of movie references, some already mentioned, 
but one of the most overt and fun ones is the Death Tower level, where 
you participate in a murderous Running Man type media event. Ah there's 
just so many great moments In this game. It's like a mashup of loads of 
really great movie moments served in the form of a Prince of Persia 
gameplay experience. In my top 10 Amiga games forever! 


KINGY SAYS: 


Flashback took the alien worlds from Delphine's previous outing of 
Another World and ran with it, giving the player a far more involving 
adventure. Yes, it's clear that the hierarchical chap from Persia had a 
huge influence on this, but this ran circles around it. The rotoscope- 


captured animations looked next level at the time, and the gameplay felt 
so tactile as Conrad was hanging from a ledge; you were gripping the 
joystick tightly. This game was a remarkable achievement, and it's such 
a polished title. I could go back and play this from the beginning today 
- I may go and do that. 
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In some respects it's difficult to get down to why Flashback is such a 
great game without going into the play by play. There's such variety in 
the levels, even though the gameplay mainly stays the same. Your 
motivations and convictions change the way you use those gameplay 
elements, as some settings require a more stealthy approach, some 
require methodical exploration, and others require a more gung-ho, guns 


blazing execution of a level. 


Back in 1993 this was every Sci-Fi fan's fever dream. A carefully crafted 
story with perfect execution of level design, sound effects and music. 
It could so easily have been turned into a movie but for the fact that a 
lot of the game takes heavy inspiration of a plethora of movies and 
books that came before it. 


Flashback is top tier Amiga gaming and is a game of legendary status. 
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The animation and sheer range of moves our hero 
can perform, is truly an impressive feat. It is easier 
with a multi button joy-pad though. 


You are Number Six. 


IT am not a number; I AM A FREE MAN! 


The is interspersed with cool mini cut scenes 
that show you picking up items, or important 
things happening. 
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‘The graphics and sound 
are better than Another 
World's, so there's no 
sacrifice there either. which 
makes this one of the 
slickest. best-looking, most 
wonderful-sounding, 
atmosphere-packed, 


futuristic arcade adventures 


ever seen.’ - Amiga Format 


The game has much more interaction 
than Another World. Here you can 
talk to certain individuals in the game. 


The game gets a lot more intriguing 
and interesting, once you enter the 
underground compound. 


Slowly, Ashe FEvs $m the 
resenersator cre-implant the 
menories in CGonracd’= brain. 


Let Me Suggest That You Take A 
Vacation From Yourself? 


GooD 
VIBRATIONS 


WHAT THEY THOUGHT 


‘I'm not joking when I say that this is one of the most difficult 
reviews I've had to write_ Flashback is the sort of game where you 
want to discover everything for yourself — the last thing I'd have 
wanted was to read a review, and have all 10-7111the secrets and 
twists explained in graphic detail. So I've tried not to give away 
too much. As I mentioned earlier, it takes a lot to impress me these 
days — and Flashback has. The use of passwords and '‘save' points 
(storing your position and status in memory) alleviates frustration 
no end, and the variety and originality of the design (especially in 
the second level) is a welcome break from the recent rash of 


consolesque platform games. 


If I had to criticise anything, it'd be the in-game sound. Rather than 
using a continuous soundtrack, Delphine chose to have pieces of 
music played at key points — triggered by walking at a certain 
point on a screen. This can be quite handy at times, as more often 
than not it indicates you're about to be ambushed. Al200 owners 
will be pleased to know the games fully compatible, and the movie 
sections run significantly faster (appearing smoother). However, 
there's a drawback: the animated sequences and music don't 
synchronise as well as they do on the 16-bits While by no means 
an earth-shattering disaster. it's annoying having seen how well the 
two worked together on the standard Amiga. 


If you intend to buy one game in the next few months (and you 
already own Sensible 


), buy this. Flashback's one of the best games I've ever played, and 
if you don't at least look at it once, you've missed something 
unusually special. After hours and hours of play I'm just about to 
finish the Easy level — and there's Medium and Hard to get through 
96% - Flashback - Issue 7 - July 1993 - James Price 


‘Most garners expect a lot from today's games, both in terms of 
visuals and sonics. Well, from the screenshots you can get a good 
idea of the overall took oi the game - you'll just have to take my 
word for it about the stunning animation. The sound effects are 
equally impressive. As well as various ‘spot soundtracks' as you 
move from screen to screen, there ore lots or sound effects 


interspersed throughout the game. 


These are especially evident on levels which are outdoors, where 
you get the effect of chirps, bleats and general noses of hidden 
alien beasts ringing in your ears. Very atmospheric I can tell you. 
Besides the nasty occupants of this planet you find yourself on, 
which in general, need to be shot as soon as you see them, there 
are also some friendly folk eager to help (if only to make a fast 
buck). 


There is limited interaction with these people in that you simply 
walk over to them, press the joystick button and read the 
conversation between Conrad and the aforementioned person. Many 
of the conversations will give clues as to your next course of action, 
and pretty soon Conrad regains his memories and the action really 
begins to speed up. To conclude, Flashback is is as slick as a 
James Cameron film, and I for one can't wait for the sequel.’ 


94% - Amiga Computing - Issue 62 - July 1993 - Darren Evans 


‘In the end, I guess you could say Flashback was just another 
side-view, platform-style, action-adventure game. And you 
could probably throw in a few more hyphenated adjectives as 
well. But that doesn't really do this game justice. There's a 
huge world waiting to be explored - including a whole 
subterranean city beneath the jungle - by one of the most 
realistic characters yet to walk across my screen. Conrad is 
so lifelike you'll find yourself wanting to take him home to 
dinner. And best of all, Flashback is simply lots of fun to play!’ 
94% - ACAR - Vol 10 No 9 - Sept 1993 - Phil Campbell 


‘Flashback is being hailed as a CD-ROM game in a cartridge, 
and I have to say that none of the Mega-CD games I've seen 
so far come close to this one as far as gameplay and character 
animation goes. The game is subtitled "The Quest For Identity" 


and from the first animation sequence, the mysterious story of 


Conrad Hart will suck you in, and you'll be on the trail of his 
identity like a rabid Sherlock Holmes. 


With the many puzzles, tough and Intelligent enemies and the 
sheer massiveness of the levels, you'll he experiencing 
flashbacks for many hours ...days...weeks...months... A must- 
have for any self-respecting Mega Drive, Amiga and PC owner. 
Absolutely brilliant.’ 


94% - MegaZone - Issue 28 - June 1993 - Stuart Clark 


‘Another nice graphical touch is every time Conrad does 
something which moves him a step towards completing his 
quest. a special zoom animation is displayed to show a close- 
up view. The sound effects and music are damn good, varying 


from fast-paced action tracks to sombre Terminator-style pieces 


and subtle background sounds. 


Anyway. enough of the audio visuals, what of the gameplay? 
Fortunately. Flashback brims with playability. Conrad not only 
moves well on screen. he's also very responsive, which makes 
it easy to perform any gymnastic gyrations' run along a ledge, 
jump into a pit, roll, pull a gun and fire. Sounds like a lot to 
cope with, but the control method is slick enough to allow you 
to do all this with ease. The size and depth of the game are 
extensive, considering the amount of graphics data crammed 
in there (and it all fits on to four disks, with hardly any 
swapping at all), Flashback isn't just a polished platform shoot- 
em-up though. True, the action is frantic enough at times to 
please any blasting fan. but the search-and-use adventure 
elements keep your brain working throughout. Some of the 
puzzles are extremely devious and will have you scratching 
your head (or a while before you slap yourself and shout "Of 
course! Why didn't I think of that before?" Although Another 
World was impressive. and the gameplay was enjoyable while 
it lasted, there wasn't enough depth for you to sink your incisors 
into. As soon as you were in the adventure, you'd finished it. 
Flashback though, is large, frantic and involved enough to 
keep you playing for quite some time before you manage to 
reach the end (especially if you play on the harder difficulty 
settings). 


The graphics and sound are better than Another World's, so 
there's no sacrifice there either. which makes this one of the 
slickest. best-looking, most wonderful-sounding, atmosphere- 
packed, futuristic arcade adventures ever seen. Cyber fans, 
adventure freaks and blast addicts get ready to be amazed.’ 


93% - Amiga Format - Issue 45 - April 1993 - Maff Evans 


The game is really big in scope and 
size, with an impressive amount of 
location on only 4 disks. 


A murdered wife. A one-armed man. 
An obsessed detective. The chase begins. 
(Is that the film The Fugitive? - Ed) 


Darn, I now need a job. 


How did I become a delivery boy? 


Phew! Only just made that leap. 
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Right! Without further ado, it's time 
to start... RUNNING! 


The game does a very good job through 
its animation, to make you feel a complete 
badass. 


The jet pack wearing villains are pretty 
cool in the game. 


The city landscapes are gorgeously 
designed in the game. 


<p IMPROVED) 
(2 ALL-TIME) 
>A! coop! 


‘Even though it's only March and there's over two-thirds of the year 
left, I can honestly state that Flashback is the game of the year. It's 
certainly one of the best looking arcade adventures on the scene, 
with wonderfully colourful static backdrops and cinematic 
animation sequences, but it's the fluid animation of the characters 
that really steals the show. 


As you know, tasty graphics don't necessarily make for a groovy 
game (you only need to look at the Readysoft games for confirmation 
of this) so you'll be pleased to know that Flashback plays as well 
as it looks. Even though there's plenty of blasting to be done, the 
game is much more adventure based than Another World, with loads 
of tasks to be performed and objects to be found. Unlike, say, Gods, 
where the puzzle aspect mainly boils down to moving a few obscure 
switches in the hope that something useful will happen, Flashback 
is much more structured so you usually know exactly what you're 
meant to be doing. 


However, it's the fighting sequences that really make Flashback 
special; stealth-fully creeping though the mysterious locations is 
incredibly atmospheric. It requires nifty thinking and lightening fast 
reactions to survive the various enemy onslaughts, with any energy 
left. The control system can occasionally become a little confusing 
in the heat of the battle (especially with a one-button joystick) and 
sometimes it's easier to alternate between the joystick and keyboard 
or use a joy-pad for a greater degree of accuracy but, on the whole, 
Conrad can usually be moved around with ease and after a while 
the moves will soon become second nature. 


Weighing in at approximately six times larger than Another World, 
Flashback is certainly going to take some beating but, believe me, 
it will be an experience you aren't likely to for-get in a hurry.’ 


93% - The One Amiga - Issue 54 - March 1993 - Simon Byron 


‘This is a real landmark product. It's bigger and lusher than a large 

part of your average rain-forest, so you're getting your money's 
worth. it's challenging, entertaining, thoroughly addictive, and it 
looks better than any random sequence from Cindy Crawford's 
workout video. Buy it, even if you have to sell your parents into 
white slavery to raise the cash.’ 


92% - Amiga Power - Issue 25 - May 1993 - Mark Winstanley 


‘you may hove noticed that the actual review contains no mention 
of the faults in the game. There is o good reason for this - there 
aren't any! Well, not major ones anyway. If you were to be picky, 
you could say that perhaps the soundtrack is a little sparse in parts 
and maybe the main character is a little too small but that's about 
it. If would be over the top to soy Flashback is perfect because it's 
not, but it has certainly been more than worth the wait.’ 


92% - Amiga Action - Issue 45 - June 1993 - Steve McNally 


‘The graphics are fabulous. Using Rotoscoping, Delphine have 
come up with the most realistic main character animation ever, 


Cl# 


even better than Prince Of Persia. Every possible movement has 
been covered, and no matter what you do, the sprite always moves 
in a fluid and convincing way. The same goes for all the enemy 
sprites and other animation 'Film-like' was a phrase that swam 
through my head while playing; the best ever was another. 


Sound has been used to minimal effect, which is strange alongside 
the obvious effort put into the visuals. Very few spot effects and 
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the occasional burst of music make up the aural experience. One 
very nice touch, though. is the way that major effects, such as a 


cannon firing, can be heard faintly if you are on one of the screens 
adjacent to the action. The alien environments in the game 
are fantastic. 

Flashback is one hell of a good game. The first few times I played 
it. I hated it Coming from the wrong angle, I assumed it was a 
graphic adventure, and with that in mind quite rightly panned it. 
It was only when I found myself bashing away on level four at three 
o'clock in the morning that I realised what a superb game It is. Its 
mix of quality animation and all-out blasting make it highly 
recommended.’ 


87% - CU Amiga - May 1993 - Tony Dillon 


[Other Reviews: D: 96%, J: 86%, AG: 78% 
R: AP: 92%, AF: 92%, AC: 90%, CU: 90%] 


Erggh! Head shot, the game has 
some quite gory animations, as you 269 
take out some of the enemies. 


The climbing up animation is really 
well done. 


Ladies and gentlemen! Ladies and gentlemen! If you'll please bear 
with us, we're experiencing technical difficulties! 


Access...Your flexible friend. 
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WHO MADE IT 


There are loads who were involved in the game Flashback, so 
instead I have just concentrated on detailing the people who did 
the Amiga port of the game. 


Paul Cuisset - Story, Designer & 
Programmer 


Another of the French gaming developer 
greats. His first commercially released 
game was on the Atari ST with the 1987 
game Phoenix. He then did programmed 
the Atari ST port of Space Harrier. But 
it was his game on Amiga, Atari ST and 
DOS, in 1989 that really cemented both 
| himself and French Development house 
Delphine. First came Bio Challenge, an 
interesting run ‘n gun shooter. But it was 
| his second game in 1989 that really would 
put him and Delphine on the map. 


That game was Future Wars: Time 
Travellers, an impressive — graphic 
adventure, with a deep and interesting 
story line. He would continue this further 
with a James Bond inspired graphic 
adventure called Operation Stealth in 
1990 (in fact in the US they actually got 
the James Bond License and called it 007 
- James Bond: The Stealth Affair). In 
1991 he would continue his success with 
A Cruise For A Corpse, a Hercule Poirot 
inspired 3D murder mystery. But it was 
in 1993 with Flashback, that he made 
perhaps his best work. 


After the Amiga he was lead design on 
the Shaq Fu, then the 3D sequel to 
Flashback called Fade to Black. Then 
he worked on Moto Racer 1 & 2, (in 
1997 and 1998), Darkstone an RPG 
released in 1999 along with Moto Racer 
3 in 2001. 


Here he took a break from the industry 
and returned with him starting his own 
development house in 2005 called 
Vectorcell and in 2007 on the DS he 
released his next game Mister Slime. 


He continued in 2012 on the PS3 and 
Xbox 360 with the poorly received game 
Amy. And in 2013 on the Xbox 360 the 
also poorly received new version of 
Flashback. 


After Vectorcell closed its doors, he has 
done Subject 13 on PC in 2015, the 
Flashback remaster in 2018 and most 
recently Flashback 2 in 2023. 


Benoist Aron - Amiga Programmer 

He first did the Amiga and Atari ST port of 
the arcade games Bad Dudes and 
Operation Wolf in 1988. He then did 
Tennis Cup and Quadrel. But it was his 
programming in 1991 with 

A Cruise For A Corpse that him on the 
map, followed by Flashback. Since the 
Amiga he has worked on Moto Racer 1, 
Moto Racer 2, Darkstone, Amy and the 
2013 remaster of Flashback. 


Thierry Levastre - Amiga Graphics 

He first did the Amiga and Atari ST port of 
the arcade games Cabal, Pang and 
Plotting. He also did the never officially 
released port of Liquid Kids. 


Then he was called into do the Amiga 
graphics for Flashback in 1992. After the 
Amiga he did the Shaq-Fu graphics for the 
Mega Drive and SNES, Fade to Black (the 
sequel to Flashback), Ronaldo V-Football, 
and Darkstone. 


Next he worked on the fantastic Top Spin 
series, doing character design on 1 to 3. He 
then worked on Amy, the 2013 and 2018 
re-releases of Flashback and the 2019 
game Tom Clancy's Ghost Recon: 
Breakpoint. 


Thierry Perreau - Amiga Graphics 

He first did the Disney game Oliver & 
Company graphics, the Geisha. But it was 
his graphics on A Cruise For A Corpse, 
then Flashback on the Amiga. After the 
Amiga he worked on Fade to Black, Moto 
Racer, 2 & World Tour. He then was lead 
designer and project lead of the game 187: 
Ride Or Die. He then did Go West!: A 
Lucky Luke Adventure, Code Lyoko: 
Quest for Infinity, Lucky Luke: The 
Daltons, Bratz Ponyz 2, Cover Girl 
(PSP), Gunslingers, Puddle, Kung Fu 
Rabbit, The Mysterious Cities of Gold: 
Secret Paths, Flashback 2 and Lysfanga: 
The Time Shift Warrior. 


Raphaél Gesqua - Amiga Music 

His first game was Flashback, followed by 
Shaq Fu, Mr Nutz, Fade to Black, Moto 
Racer, Planet of the Apes, Cocoto series 
of games, Franklin's Great Adventures, 


_ and the Amiga 2005 release of Snow Bros. 


Then he did Crazy Frog Arcade Racer, 


' Glory Days 2, Bratz Ponyz 2, 


Gunslingers, Asterix & Obelix: Slap 
Them All! and Flashback 2. 


AFTER THE AMIGA VERSION 


YOU DON'T PLAY IT. 
IT PLAYS YOU. 


. ss 
* 


In some sections you get to 
Sly a craft. 


Released in 1995 on DOS and 
1996 on the PS1. This continues 
the adventure of Conrad, but 
switches things to 3D_ tank 
controls. In 1995 this was well 
ahead of its time, and clearly was 
an inspiration to games like Tomb 
Raider and games like it. 


The game was well received at the 
time, noting it being a step up from 
Alone in the Dark game, and 
enjoying the humour carried over 
from the original game. On 
release it was quite a hit, although 
today it hasn’t aged well and 
largely forgotten. 


Still it’s worth a play, especially 
if you are interested in the early 
evolution of full 3D games. 


The game uses from behind, 
to make shooting he enemies 
easier. 


That demon alien does not look 
friendly. 


The game switches to 3D. Its an interesting 
game, but lose a lot of the charm of the 
original. 


HAP 
SHIELD 
norniAL 
mine 
WATCH 


MESSAGE 


Some of the alien ship textures look great. 


Once you get used to the tank controls, the 
game is quite compelling really. 
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Games 


10 GREAT GAMES (NOT1200) 2295 
1869 (1MB) 21.95 
1869 (AMIGA 1200) (1MB) 21.95 
4TH & INCHES 79 
A-TRAIN (1MB) 24.95 
A-TRAIN CONSTRUCTION SET 1295 
ABANDONED PLACES 2 (1MB NOT1200) 24.95 
AFTER BURNER 6.96 
AIR SEA SUPREMACY (COMP) (NOT1200) 22.95 
AIR SUPPORT 17.95 
ALIEN 3 (1MB) 21.95 
ALIEN BREED - SPECIAL EDITION ‘92 (1MB) 695 
AMIMATION CLASSICS (1MB) 3375 
AMOS PROFESSIONAL (1MB) 37.95 
AMOS PROFESSIONAL COMPILER (1MB) 24.95 
ANARCHY 795 
ANCIENT ART OF WAR IN THE SKIES (1MB) 24.95 
ANOTHER WORLD 18.95 
AQUATIC GAMES 18.95 
ARABIAN NIGHTS (1MB) 18.95 
ARKANOID II - REVENGE OF DOH 6.96 
ARSENAL - THE COMPUTER GAME 18.95 
B-17 FLYING FORTRESS (1MB) 24.95 
BANE OF THE COSMIC FORGE (1MB) 27:95 
BARDS TALE 3 6.95 
BARDS TALE CONSTRUCTION KIT (1MB) 21.95 
BATMAN - CAPED CRUSADER 6.96 
BATMAN - THE MOVIE 6.96 
BATTLE CHESS 895 
BATTLE ISLE 22.95 
BATTLE ISLE - SCENARIO DISK VOL 1 15.75 
BATTLE OF BRITAIN - Their Finest Hour (1MB) 22.95 
BATTLE TOADS 18.95 
BC KID 1895 
BIG RUN 15.96 
BIRDS OF PREY (1M8) 24.5 
BITMAP BROTHERS - VOLUME 1 (NOT600) 18.95 
BLADE OF DESTINY (1MB) 29.95 
BODY BLOWS (1MB) 19.95 
BOSTON BOMB CLUB 7.95 
BRAIN BLASTER 6.96 
BUBBLE BOBBLE 696 
BUBBLE DIZZY 696 
BUGS BUNNY 6.96 
CAESAR (1MB NOT1200) 21.95 
CAMPAIGN 24.95 
CAMPAIGN 2 (1MB) 24.95 
CAMPAIGN MISSION DISKS 12.95 
CAPCOM COLLECTION 2195 
CAPTAIN DYNAMO 6.96 
CARDIAXX 14.95 
CARNAGE 6.96 
CARRIER COMMAND (NOT1200) 7.95 
CASTLES (1M8) 21.95 
CENTURION 895 
CHAMPIONSHIP MANAGER '93 (1B) 18.95 
CHAOS ENGINE (1M) 18.95 
CHESS CHAMPION 2175 15.75 
CHESSMASTER 2100 (1MB) 1295 
CHUCK ROCK 2 - SON OF CHUCK (1MB) 18.95 
CISCO HEAT 9.95 
CIVILIZATION (1MB) 24.95 
COMBAT AIR PATROL (1MB) 21.95 
COMBAT CLASSICS (1MB) 21.95 
CRAZY CARS 3 18.95 
CREATURES (1MB) 18.95 
CREEPERS (NOT1200) 21.95 
CRYSTAL KINGDOM DIZZY 15.75 
CURSE OF ENCHANTIA (1MB) 24.95 
CYBERSPACE (1MB) 24.95 
D-GENERATION (1MB) 12.95 
DALEK ATTACK 13.95 
DALEY THOMPSON'S OLYM. CHALLENGE 6.96 
DARK QUEEN OF KRYNN (1MB) 24.75 
DAS BOOT 12.95 
DEATH KNIGHTS OF KRYNN (1MB) 22.95 
DELUXE PAINT IV AGA 69.95 
DESERT STRIKE 21.95 
DIZZY COLLECTION 18.75 
DIZZY PANIC 6.96 
DIZZY'S EXCELLENT ADVENTURES 18.75 
DONK 1295 
DOODLEBUG 18.95 
DOUBLE DRAGON Il (NOT1200) 7% 
DRAGONS LAIR Ill (NOT1200) 21.95 
IEADNOUGHTS, 25.99 
12.95 

12.95 

18.95 

OREAMWEB (1MB) oe 


DUNE Ii (1MB) 


Dungeon Master’Chaos Strikes Back (1MB) rz a 
DYNA BLASTER 

EASY AMOS (1MB) ine 
EMLYN HUGHES INT, SOCCER (NOT1200) 7.95 


ESCAPE FROM PLANET of ROBOT MONSTERS 6.96 


ESPANA - THE GAMES ‘92 (1MB NOT1200) 21.95 
EURO FOOTBALL CHAMP 18.95 
EUROPEAN CHAMPIONSHIPS 1992 18.95 
EXODUS 3010 (1MB) 21.95 
EYE OF THE BEHOLDER Ii (18) 25.99 
F-16 COMBAT PILOT (NOT1200) 795 
F-19 STEALTH FIGHTER (1MB NOT600} 13.95 
FA PREMIERE LEAGUE FOOTBALL 18.95 
FALCON 78 
FALCON - COUNTERSTRIKE DATA DISK f 

FALCON - FIREFIGHT DATA DISK 7.95 
FANTASTIC WORLDS (COMP) (NOT1200) 25.99 


( Credit card orders 10 am to 10 pm 


071 608 0624 


Niles regen iat niniaapl wy 
Lag sl pepnsnabl al iriaelany 


FANTASY WORLD DIZZY 6.96 
FASCINATION 21.95 
FIRE FORCE (NOT1200) 18.95 
FIRE HAWK 15.75 
FIRST DIVISION MANAGER (NOT600) 6.96 
FLASHBACK (1MB) 22.95 
FLIGHT OF THE INTRUDER (NOT+) 12.95 
FLIMBO'S QUEST (NOT+) 7.95 
FOOTBALL DIRECTOR 2 (1MB) 7.95 
FOOTBALL MANAGER 3 18.95 
FORMULA 1 GRAND PRIX (1MB) 24.95 
GAUNTLET It 6.96 
GAUNTLET If 14.99 
GHOSTBUSTERS 2 (NOT+) 6.96 
GHOULS ‘N’ GHOSTS (NOT600) 6.96 
GNOME ALONE 18.95 
GOAL (MB) 2295 
GOBLINS 2 (1MB) 21.95 
GRAHAM GOOCH WLD CLASS CRICKET (1MB) 21.95 
GRAHAM TAYLOR'S SOCCER (1MB) 18.95 
GUNSHIP 2000 24.95 
HARRIER ASSAULT (1MB) 24.95 
HEAD OVER HEELS 6.96 
HEROQUEST 7.95 
HEROQUEST - TWIN PACK 21.95 
HEROQUEST 2 18.95 
HIRED GUNS 21.95 
HISTORY LINE (1914-1918) (1MB) 24.95 
HOT HATCHES 18.95 


= Games 


Mon - Fri 10am to 8pm 
Saturday 10am to ji 


2 mins from Old St. Tube - take exit 2 


HUCKLEBERRY HOUND 6.96 
HUMANS (NOT1200) 21.95 
HUMANS - JURASSIC LEVELS (STAND ALONE) 21.95 
Ks 6.96 
INDIANA JONES & FATE ATL. (ACT) ({MB) 18.95 
INDIANA JONES & FATE ATL. (ADV) (1MB) 2795 
INDIANA JONES & L_ CRUSADE (ACT) 6.96 
INDIANA JONES & L. CRUSADE (ADV) 1295 
INTERNATIONAL 5 A SIDE 6.6 
INTERNATIONAL GOLF 6.96 
INTERNATIONAL OPEN GOLF 18.95 
INTERNATIONAL RUGBY CHALLENGE (1MB) 18.95 
INTERNATIONAL TRUCK RACING 6.96 
ITALY 1990 6.96 
JAMES POND 6.96 
JIM POWER 15.96 
JOE & MAC - CAVEMAN NINJA (1M) 18.95 
JOHN MADDEN'S FOOTBALL 18.95 
KEYS OF MARAMON 9.95 
KGB (1MB) 22.95 
KICK OFF Ii (1 MEG) 18.95 
KID PIX (NOT1200) 18.95 
KNIGHTS OF THE SKY (1MB) 24.95 
LEGEND (1M) 1295 
LEGEND OF KYRANDIA (1MB NOT1200) 25.99 
LEMMINGS (ORIGINAL) 18.95 
LEMMINGS 2 (1MB NOT1500) 21.95 
LEMMINGS DOUBLE PACK 21.95 
LINKS - BAYHILL 14.95 
LINKS - FIRESTONE 14.95 
UINKS - HYATT DORADO 14.95 
LIONHEART (1MB) 20.95 
LIVERPOOL FOOTBALL 18.95 
LOMBARD RAC RALLY 6.96 
LOST DUTCHMAN MINE 6.96 
LOTUS ESPRIT TURBO CHALLENGE 795 


Centre 


Prices for Ami 


LOTUS Ill - THE ULTIMATE CHALLENGE (1MB) 18.95 
79 


LOTUS TURBO CHALLENGE ti 

MAELSTROM 24.95 
MANIAC MANSION 10.95 
MAVIS BEACON TEACHES TYPING V.2(1MB) 21.95 
MCDONALD LAND 18.95 
MEGA SPORTS 1895 
MEGA-LO-MANIA / FIRST SAMURAI (NOT1200) 22.95 
MEGATRAVELLER 2 (1MB) 21.95 
MERCENARY 3 14.95 
MERCS 7.95 
MICROPROSE GOLF (1MB) 24.95 
MICROPROSE SOCCER 6.96 
MINI OFFICE (1MB) 49.95 
MOONSTONE 21.95 
MOONWALKER (NOT+) 6.96 
MORPH (1MB) 18.95 
MORPH (AMIGA 1200) 18.95 
NICK FALDOS CHAMPIONSHIP GOLF (1MB) 24.95 


NIGEL MANSELL’S WLD CHAMPIONSHIP (1MB) 21.95 
NINJA REMIX 795 


NO GREATER GLORY (1M8) 24.95 
NO SECOND PRIZE (1MB NOT600) 18.95 
NODDYS PLAYTIME (1MB) 18.75 
NORTH & SOUTH 6.96 
OMAR SHARIF'S BRIDGE (1MB) 24.95 
OPERATION STEALTH 12.95 
OPERATION THUNDERBOLT 6.96 
OUTLANDER 2295 
PACIFIC ISLANDS 21.95 
PANG (NOT600) 6.96 
PANZA KICK BOXING 795 
PEN PAL 38.95 
PERFECT GENERAL (1MB) 24.95 
PERFECT GENERAL - WW2 DATA DISK (IMB) 15.75 
PGA TOUR GOLF - COURSES DISK 12.95 
PGA TOUR GOLF PLUS 21.5 
PINBALL DREAMS 18% 
PINBALL FANTASIES (1MB) 21.5 
PIRACY ON THE HIGH SEAS (1MB) 21.95 
PIRATES 10.95 
PLAYDAYS 1875 
POPEYE 2 6.96 
POPULOUS Ii - DATA DISK 12.95 
POPULOUS li PLUS (1 MEG) (1M8) 24.95 
POPULOUS/PROMISED LANDS 1095 
POSTMAN PAT 3 6.96 
PREMIER MANAGER 1895 
PRIME MOVER 21.95 
PRINCE OF PERSIA 696 
PROJECT X (1MB) 18.95 
PUTTY (1MB) 1895 
QUATTRO POWER MACHINES (COMP) 6.96 
RAILROAD TYCOON (1MB) 24.95 
RAINBOW COLLECTION (NOT1200) 15.75 
RAINBOW ISLANDS 6.96 
RAVING MAD 18.95 
REACH FOR THE SKIES 22.95 
RICK DANGEROUS | 6.96 
RICK DANGEROUS Il 7.95 
ROAD RASH 18.95 
ROBOCOD (NOT1200) 18.95 
ROME (AD $2) (1MB) 21.95 
RUGBY COACH 995 


SABRE TEAM (1MB) 18.95 
SCRABBLE 20.95 
SECRET OF MONKEY ISLAND (1MB NOT600) 18.95 
SECRET OF MONKEY ISLAND It (1M8) 27.95 
SENSIBLE SOCCER 92/93 1895 
SHOE PEOPLE 795 
SHOOT ‘EM UP CONSTRUCTION KIT 795 
SHUTTLE (1MB) 22:95 
SILENT SERVICE Ii (1MB) 24.95 
SIM ANT 24.95 
SIM CITY - ARCHITECTURE 2 7.95 
SIM CITY DELUXE 25.99 
SIM CITY/POPULOUS 21.5 
SIM LIFE (1MB) 21.95 
SLEEPWALKER (1MB) 21.95 
SLEEPWALKER (AMIGA 1200) 21,95 
SUCKS 6.96 
SMASH TV 696 
SNOW BROS 18.95 
SOCCER KID 18.95 
SOOTY & SWEEP 6.96 
SPACE CRUSADE - DATA DISK 15.7! 

SPACE CRUSADE PLUS MISSION DISK 18.95 
SPACE LEGENDS (1MB) 21.95 
SPORTS MASTERS (COMP) 21.95 
STAR BLADE 7% 
STEG THE SLUG 6.96 
STRATEGY MASTERS 24.75 
STREET FIGHTER (NOT+) 75 
STREET FIGHTER 2 (1MB) 20.95 
STRIDER 696 
STRIKE FLEET 10.95 
STRIKER (1MB) 18.95 
STRIKER MANAGER 795 
STUNT CAR RACER 6.96 
SUPAPLEX 696 


RES 
ee 


Prices include UK postage and VAT and are effective until 18th August 
1993. On overseas orders, postage is charged at cost. New titles will be 
sent as released and are subject to manufacturers’ price reviews. All 
orders taken subject to our standard terms and conditions. E.&0.E 


SUPER CAULDRON 

SUPER FROG (1MB) 

SUPER MONACO G.P. 

SUPER OFF ROAD (NOT1200) 
SUPER TETRIS (tMB NOT1200) 
SUPERCARS (NOT1200) 
SUPERCARS lI (NOT1200) 
SUPERFIGHTERS (COMP) 
SUPERHERO (1MB) 
SWITCHBLADE It 

Swiv 

SYNDICATE 

THE GREATEST (COMP) (1MB) 
THOMAS THE TANK ENGINE 
THOMAS THE TANK ENGINE 2 
TINY SKWEEKS 

TOYOTA CELICA 

TREASURE ISLAND DIZZY 
TREASURES OF SAV. FRONTIER (1MB) 


ULTIMA 6 (1MB NOT600) 
UNIVERSAL MONSTERS 

viz 

WALKER 

WAR IN THE GULF (1MB) 
WAXWORKS (1MB) 

WING COMMANDER | (1MB) 
WIZKID (1MB) 

WORLD CLASS LEADERBOARD 
ZAK MCKRACKEN 


Educational 


CAVE MAZE 
FRACTION GOBLINS 
MATHS DRAGONS 
PICTURE FRACTIONS 


ANSWER BACK JUNIOR QUIZ (6-11) 
ANSWER BACK SENIOR QUIZ (12-AD) 
FRENCH MISTRESS 
GERMAN MASTER 
ITALIAN TUTOR 
MATHS ADVENTURE (6-14) 
SPANISH TUTOR 
MEGA MATHS (A LEVEL) 
MICRO ENGLISH (8-GCSE) 
MICRO FRENCH (BEGINNERS-GCSE) 
MICRO GERMAN ( -GCSE-Business) 
MICRO MATHS (11-GCSE) 
MICRO SCIENCE (8-GCSE) 
PRIMARY MATHS COURSE (3-12) 
READING WRITING COURSE (3-8) 
ALVINS PUZZLES 
PAINT POT 2 
SHOPPING BASKET 
WHICH? WHERE? WHAT? 
BETTER MATHS (12-16) 
BETTER SPELLING (8-ADULT) 
JUNIOR TYPIST (5-10) 
MAGIC MATHS (4-8) 
MATHS MANIA (8-12) 
THE THREE BEARS (5-10) 
ADI ENGLISH (11-12) 

ISH (12-13) 
ADI ENGLISH (13-14) 
ADI ENGLISH (14-15) 
ADI FRENCH (11-12) 
ADI FRENCH (12-13) 
ADI FRERICH (13-14) 
ADI FRENGH (14-15) 
ADI JUNIDR\COUNTING (4-5) 
ADI JUNIGR COUNTING (6-7) 
ADI JUNIQR REABING (4-5) or ety 
ADI MATHS (11-12) 
ADI MATHS (12-13) 
ADI MATHS [13-14) 
ADI MATHSI(14-15) 
FUN SCHOOL 2 (6-6). 
FUN SCHOOL 2 }OVER 8) 
FUN SCHOOL 2 (UNDER 6) 
FUN SCHOOL 3 (5-7) 
FUN SCHOOL 3 (OVER'Y) 
FUN SCHOOL 3 (UNDER BF 
FUN'SCHOOK4 (5-7) 
FUN SCHOOL 4 (7-11) 
FUN SCHOOL 4 (UNDER 5'S) 
MERLIN'S MATHS (7-11) 
PAINT AND CREATE (OVER §'S) 
SPELLING FAIR (7-13) 

0.5Mb 


Hardware 


AS00plus RAM upgrade 1M 
‘A600 Expansion upgrade with clock 1Mb 


Rotoshift (Auto mousé/ joystick switch) 
Z-Fi Stereo Speakers 


7 days a week 


21.95 
19.95 


23 Pitfield Street 
London N1 6HB 


ga Users 


3.5" Disks 


10 5.30 7.80 
2 10.35 18.35 
3 12.65 18.25 
x» 14.75 21.80 
6 16.90 25.20 
40 18.95 28.60 
46 21.10 32.10 
ci) 2295 MA0 
Co) 6.35 5230 
100 41.70 61.90 
120 49.40 72.40 
150 60.95 90.25 
200 76.75 195.75 
250 97.30 143.30 
300 116.30 170.75 
400 154.50 221.70 
500 184.65 269,65 
600 223.50 320.60 
1000 WA 524.40 
2000 728.50 1018.75 
3000 1065.75 1498.15 
4000 1401.45 1957.50 
5000 1726.80 2396.85 
10000 3325.20 4713.70 
All our disks are fully 
guaranteed and include labels. 


Miscellaneous 


4-Player adaptor 6.96 
Head Cleaner (3.5°) 375 
Mouse 14.75 
Mouse House 295 
Mouse Mat 295 
SCART cable 9.49 
Workstation for 500 & 500+ 42.95 
Workstation for 600 37.95 
Workstation for 1200 39.95 
(Workstations include mouse mat, 
mouse house and dust cover) 
Disk Boxes 
10 Slimpack 0.94 
4 495 
50 5.60 
80 60 
80 Stackable 14.95 
100 6.80 
120 8.75 
150 10.95 
150 Deluxe Stackable 21.95 
Joysticks 
125+ 9.00 
Amiga Analogue Adaptor 499 
(use any PC analogue joystick on Amiga) 

Pro 5000 - black 13.75 
Freewheel - Analogue 36.00 
Freewheel - dighal 27,00 
Maverick 1 (QS128F) or 1M (SQ138F) 13.75 
Megastar A/F (SV133) 22.00 
Navigator AF 13.75 
Python 1 (QS130F) 9.25 
Python 1M (OS137F) 9.75 
Quickjoy 1 Turbo (SV121) 7.95 


DataGEM 


has supplied computer 
hardware and software to tens 
of thousands of satisfied 
customers since 1987 


Amiga Atari PC Sega 


Trust us to have all you need 


NOBODY DOES IT FASTER 


. No credit card surcharges 
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#11: Slam Tilt 


£ 29.99 - 21% Century - Liquid Dezign - 1996 - 8 PLAYER (T) (AGA ONLY) [M | V ] 


Late in the Amiga’s life 21‘t Century (Hewson to its mates) and the 
publisher behind the Pinball Dream series, enlisted a new developer 
who had made a new and improved pinball game. 


These four new tables are technically stunning with multi-ball and 
multiple mini games making better use of the power of computers and 
digital pinball tables can bring. 


The game is undoubtedly the most accomplished pinball game on the 
Amiga, but I find it is missing some of the charm of the Pinball Dreams 
series of games by Digital Illusion (although that could be the nostalgia 
goggles I am wearing). Overall a great game for pinball lovers (even 
if there is clearly too much pinball love in the hosts voting for yet 
another pinball game making our top 50 list.) DRISK 


Ace of Space is probably my favourite table of 
the four. It is definitely a fab pinball game. 


[| WHAT WE THINK? SLAMTILT 


DRISKY SAYS: sae Eee oxo 


OK, in my mind this shouldn’t be on the top 50 (or Top 100 for that 
matter), but both Ric and Kingy are such huge fans (of this game), they 
ganged up to get it on the list (and placed stupidly high as well). It’s 
not a bad pinball game (some would argue the best on the Amiga), but 
I personally dislike video game mini-games in my pinball, and prefer 
the charm of the earlier titles. 


Also, objectively with the Pinball Dreams and its sequels already covered 
on our list, there is too much pinball in this list already, so leaving many 
alternative and deserving gaming classics left off. For yet another pinball 
game, is wrong in my opinion. But hey, what are ya gonna do...that’s 
the downside of the triumvirate system, they out vote ya and gang up 
on ya... Next time I am going for a full-blown tin-pot dictatorship - 
Hail Caesar! :-) 


RETRORIC SAYS: 


For a long time it was always Pinball Dreams that was my go to pinball 
game on any system. That was until 1996 when I got a copy of Slam 
Tilt for my A4000 and everything suddenly changed. My A4000 was 
kept running through the late 90s by me and my friend's love of SWOS 
and some of the most impressive games that got released right at the 
death gasp of the Amiga, one of these being Slam Tilt. 
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Slam Tilt takes everything from the beloved Digital Illusions pinball 
games and adds upon them with superb AGA graphics. Not unlike pinball 
tables of the day, the LED scoreboard is used to display stylish 
animations and even mini games. This adds another layer of depth to 
the earlier pinball games on the Amiga, and with the multi-ball mode 
being activated the tables can take on a frenetic pace. The Best Pinball 
simulation of the 16-bit era and one of the best games on the Amiga. 


KINGY SAYS: 


Boo, killjoy Drisky!.... I'd have happily let the other pinball titles slip 
off the charts in the wake of this one. Slam Tilt is the finest pinball 
game ever to grace the digital screen - bar none. Forget your FX- 


licensed series - this is where it's at. All the tables are excellent, and 
there isn't a weak one to play. 


The physics are brilliant, the visuals are stunning, and the music is 
just ear-tickling stuff. Go let Drisky praise all those esoteric games 
he loves, but this one deserves its place so high on the list, and I'm 
sure Ric will back me up. 


RGDS AMIGA TOP 50 GAMES 


The Mean Machines, is a peddle to the metal, rip-roaring race 
themed table. 


WHAT THEY THOUGHT 


‘Finally there's an Amiga pinball game that has broken the mould, 
Until now flipper games have either been perfectly-scrolling, good- 
looking and ultimately boring reproductions of The Real Thing 
(Pinball Mania. Illusions) or they've been quirky, curious things 
(Pinball Preludes) or they've been crap (Thomas The Tank Engine) 
Actually, there is a fourth category for surreal French pinball games 
It has one entry - Ultimate Pinball Quest. And do you know 
something? For years, people who choose silver balls and flippers 
as their favourite stimulant, have been muttering- 'Why can't they 
get it right? 


What we want is an Amiga pinball game that doesn't try to replace 
The Real Thing, but develops it - we want sub-games, and video 
sequences and loads of top technical trickery In short, pinball 
games that try to imitate The Real Thing are stuff and nonsense. 
Real pinball machines have been trying to introduce a video game 
element for years Slam Tilt at last says 'Hang on, I'm a video game. 
Maybe I should include some little video sequences...' Its a cunning 
plan And in this case it works rather well. 


Slam Tilt is not an unqualified success, but it moves the Amiga 
pinball genre on so far that you can safely ignore most of the 
previous games. The future of Amiga pinball games starts here So 
what have we got then? Well, Slam Tilt is a huge game, there are 
too many features and video modes to look at all of them, but let's 
take a peek at each of them, starting with... 


- [REVIEW CONTINUED ON NEXT COUPLE OF PAGES] 


Yo Ho Ho! A Pirate’s life for me 
and a bottle of rum. 


The tables are really well designed, 
with lots to see and do. 


The Ace of Space table, has a multitude 
of ramps and rides to do. 
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RGDS AMIGA TOP 50 GAMES 


PIRATES 


A seafaring theme. Some might say nautical, but nice. But not us. A similar 
table to Mean Machines in that its a bit fussy and the video modes are intriguing 
rather than adrenaline-pumping. The process for activating the video bits can 
be a bit of a yawn too. It involves firing the ball up the lane just to the left of 
the top-left flipper and then, when the ball lands on the top flipper, hitting it 
up the mode chute, Here are some of the good things on offer. 


Shark Attack A simple, if chilling scenario. You will be eaten by a large-finned 
beast unless you can hit enough ramps and loops and things to put 34 seconds 
between you and the big fish. Those with a keen sense of the morbid might 
enjoy the 'being eaten' sequence. 


Knife Throwing. Throw knifes, avoid canon his keep the ball in play, sweep 
the floor. This one will keep you busy. Or not if you can't do it. You don't realty 
have to sweep the floor, but you are supposed to dodge cannon balls by using 
the flipper keys and lob knives using the Return key. 


Crocodile Multi-ball, Easy-peasy, two-ball multi-ball made all the more 
worthwhile by the hilarious music. 


Overall. There's loads more to this table, but do you really want to dally on 
it when better 
things await? - 


NIGHT OF DEMONS 


A simple, indeed sparse, table compared to the clutter of Mean Machines But 
Night Of Demons comes a close second to Ace Of Space in the list of top Amiga 
pinball tables. Some players might find the squelching noise made by the stake- 
on-flesh in the Exterminate Vampire mode, a tad uncomfortable... But you can 
always turn the volume down. The best bits are: 


Bat Butcher A simple plan. After shooting the appropriate ramps to activate 
the mode, a bat flutters around the video screen. By firing the ball up mote 
ramps. you can unload a double-barrelled shotgun at it Crude, yet worryingly 
addictive. 


Mega Mutant Meatball! Hit the right ramps to leg it from the hideous meatball 
beast You'd be foolish not to. 


The Bumpers The sight of the poor chap on the video screen being pummelled 
as the ball hits the bumpers is one of this games finest moments. 


Werewolf Video. As the gruesome beast lurches towards you (you released it 
from its lair by hitting the Werewolf Trap below the right ramp). you have to 
tap the flipper keys as fast as you can, to shoot the fast approaching werewolf 
and thus avoid all sorts of unpleasantness. 


Overall: Simple, yet fiendishly effective. - 


Possibly the finest pinball table in the history of the Amiga. This is the only 
computer pinball table I’ve ever played, where I've used the Space Bar nudge to 
desperately (and, in this case, successfully - phew') try to keep the ball in play. 
Lets face it you usually only really hit that Space Bar to see how tar you can 
push the table before it tilts you. 


A fantastic table, it's simple, yet compelling. M you have to do is whack the ball 
into the Space Station on the bottom left of the screen and hit the appropriate 
mode start. But you can have loads of modes lit at once! You breathlessly, finish 
one and another is upon you Crikey! Here are the best bits. 


The Death Planet. Brilliant. In video mode, you are hurtled at walls and have 
to dodge them using the left-hand right flippers. Its the same theory as the 
Formula One malarkey on Mean Machines But that was a bit dull and this is 
white-knuckle mayhem. Ridiculously simple. Very exciting. 


Blam! Blast video targets - including a banana, a space station and a cyber cow 
- by hitting the appropriate ramp The mechanics are identical to many of the 
features on some of the other tables. This way it’s just a lot more fun. 


Walker The same theory as Shark Attack from the Pirates table. But more laughs. 
Put space between yourself and a bad alien thing by hitting the right targets or 
suffer the (quite horrible) consequences 


Overall: Expertly crafted table. The best. - 95% 


A smart-looking table with loads of ramps and flashy things, Mean Machines 
looks better than it plays - looks fantastic and plays very well. As with all the 
tables, the object of the exercise is to go for the multi-balls and the video mode. 
You could just play for points, but you'd be a rather sad individual if you did. 
Tonk the ball into the hole at the top-left of the table to activate the video mode, 
and sling it in there again to start it. The highlights of the video modes Include: 


Formula One Race Use the flippers to steer your car around the track. If you're 
totally brilliant, you'll do this six times, collect the incredible riches of * maximum 
bonus and an extra ball. It you are mere mortal, you'll crash after a few seconds, 
swear a lot and suffer the added indignity of No Score flashing up on the screen. 


Off-Road Race Multi-ball, A three-ball multi-ball, the object of which is to hit 
the car lamps to overtake your rivals and collect a nice fat points bonus 


Chicken Race. You are in a head-to-head race with a psychopath who's probably 
got no licence and been drinking heavily. The clock counts down and the later 
you leave it before confidently shooting the trap on the left of the table, the more 
points you get. Should you fail to hit the trap before the time runs out, your car 
is totalled by the psychopath and you climb from the wreckage a humiliated 
player. 


Overheat. A curious and sightly unnecessary thing. While you are doing something 
far mote important, you notice that your car is overheating and eventually 
explodes. You can prevent this happening it you stop what you're doing and hit 
a few lights. Or you can watch your car explode, which is far more satisfying. 
Don't worry, you’ve got plenty more. 


Overall: Good, in a methodical and (hrnghh!) mechanical kinda way. - 88% 


Compelling pinball action, packed with humour and hidden depths. Plays like 
a dream. 


93% - Amiga Format - Issue 84 - May 1996 - Richard Jones 
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Multi-ball baby! Lets start juggling 
those balls! 


Forty sailors lost at sea, all of 
‘em drunk except for me. 

'Twas I alone to face the storm, 
nothin’ in sight to keep my warm. 
Yo, ho, ho, ho! Over the raging 
sea we go! 

Yo, ho, ho, ho! Over the sea we 


go! 


Iam the Nightrider. I'm a fuel injected 
suicide machine. I am a rocker, I am 
a roller, I am a out-of-controller! I'm 
the Nightrider, baby! 


‘Up until now my favourite Amiga pinball game has been Illusions. 
It took all that was right in Dreams and Fantasies and gave it AGA 
polish, a beautiful hires multi-ball mode and cracking sound effects. 
Now Slam Tilt has taken over like a new young pup in my affections 
This is not lust because Illusions is a year and a half old. it's 
because Slam Tilt is just that little bit better in all areas: music, 
graphics, gameplay. Plus, there's the bonus of four tables - Illusions 
only had three for the same price, and was still superb value. 


OK, I'm not as impressed with the Spaceport table as I am with the 
Pirates or the Mean Machines one: but this is largely a matter of 
personal preference, and none of them will realty disappoint anyone. 
Although one advantage of Mania was that it can be hard disk 
installed 


The word ultimate is overused and easily misunderstood I could 
say this is the ultimate pinball game because it's just so damn 
entertaining and most of you would get my meaning. But my English 
teacher would remind me that ultimate not only means biggest, best 
ever, wonderful - it also means last ever. And I would hate this to 
be the last pinball game from 21st Century or Liquid Design They're 
just so good at it.’ 


91% - CU Amiga - May 1996 - Alan Dykes 


‘I considered all sorts of approaches to the writing of this review. 
I thought of doing a lengthy Charles Dickens pastiche by way of 
introduction followed by a re-working of dialogue from the first act 
of Waiting For Godot, substituting "pinball game" for "Godot" and 
hoping everyone would get it before I ran out of steam. Thin I tried 
to write it entirely in pantomime-style rhyming couplets, but once 
I'd rhymed ‘pinball’ with 'nimble' I didn't have the heart to carry 
on. 


Then I found. lurking beneath Enquire Within Upon Everything and 
The ITN Fact-book, my first edition copy of The Big Boy Book Of 
Superlatives and suddenly I bad my review — just write a hug2,46t 
of superlatives and put a score at the end. Simple. Great. Astounding. 
Wonderful. Amazing. Terrific. Wizard. Top hole. Superb. Marvellous. 
Phenomenal. Extraordinary. Splendid. Sensational. Smashing. 
Breathtaking.. But even that doesn't really do it justice. 


After a few years of playing games for a living (it's a tough job, 
etc) the thrill begins to fade. Faced with a shiny box holding the 
latest gaming marvel most of us will say, "How many words do you 
want? How much does it pay?" and then shuffle off to an appropriate 
machine to see what's what. But every once in a while a game comes 
along that makes us play on even when the words are written and 
the invoice submitted. And Slam Tilt is one such game. 


If you haven't already got one of 21st Century's other pinball games 
then make Slam Tilt your first. If you're already a devotee then this 
will be a superb addition to your collection. If you don't like pinball 
then you're probably dead. And if you play Slam Tilt and still don't 
like it then you're dead and daft. 


I can see no earthly reason why 'Buy Slam Tilt’ shouldn't be the 
first item on everyone's To Do list. 


90% - Amiga Power - Issue 60 - April 1996 - Tim Norris 


[Other Reviews: AM: 9/10] 


WHO MADE IT 


Multiplayer is great in the game. 


play with your balls. 


His first commercial game was Slam Tilt, 
followed by the intro for Absolute Pinball. 
He then did the graphics on the fantastic 
arcade racer Ignition in 1997 on PC and 
worked on R/C Copter. 


He next moved to the US also did some 
work for Shiny Entertainment working on 
Wild 9 and Sacrifice. But, then having 
problems with his Visa he had to return back 
to Sweden and founded his own studio called 
Zoink AB. 


As part of his Zoink studio he worked Stick 
It To The Man!! (2013), Zombie Vikings 
(2015). In 2017 he merged his company with 
another development house and created 
Thunderful Group and worked on Flipping 
Death (2018). He also did the story for the 
game Fe (2018), and graphics for Flipping 
Death (2018), Ghost Giant (2019) and most 
recently the concept art in Lost in Random 
(2021) game. 


(Stop that - Ed) 


His first commercial game was Slam Tilt in 1996 on Amiga and 
PC. Then he did the awesome arcade racer on PC called Ignition 
in 1997. Next he did No Fear Downhill Mountain Bike Racing 
on PSI in 1999 and Michelin Rally Masters: Race of 
Champions on PC in 2000. He has since worked on the games 
Battlefield 1942, Just Cause and Barbie Horse Adventures: 
Riding Camp. 


His first commercial game was doing the music and SFX for 
Slam Tilt in 1996. Then he did Ignition (1997), 
Screamer Rally (1997), Mall Maniacs (1999), No Fear 
Downhill Mountain Bike Racing (1999), Pickup Express 
(2000), Hot Wheels: Micro Racers (2000), Airfix: Dogfighter 
(2000), Sno-Cross Championship Racing (2000), Astérix: 
Mega Madness (2001), World's Scariest Police Chases (2001), 
WRC: FIA World Rally Championship Arcade (2002), 
Futurama (2003), Just Cause 2 (2010), The Kore Gang 
(2010), Renegade Ops (2011), Gauntlet (2014), Mad Max 
(2015), Flat Heroes (2016), Statik (2017), Little Nightmares 
(2017) and Little Nightmares II (2021). 


There is nothing quite like inviting your friends over to 
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Premitry Mail Ovoer 


Please send cheque/PO's (made out to Premier Mail Order), or advise Visa/Mastercard number and expiry date to: : 


Dept CU 08, 10 Tinkler Side, Basildon, Essex $$14 ILE Tel: 0268 271172 Fax: 0268 271173 
Telephone Orders: Mon-Fri 9am-7pm and Sat & Sun 10am-4pm We Are Open 364 Days a Year 
P&P and VAT is included for all UK orders. Please add £2 P&P for Europe and £3.50 for Rest of The World 
Next day delivery service available £4. 
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24.99 


26.99 
eeoceceseceeseessesscses 
TDK /VERBATIM 
10 x 3.5" - 7.99 
20x3.5" - 14.50 
50x 3.5" - 35.00 
100 x 3.5"- 65.00 


DREAM TEAM 
WWF Wrestlemania, 
Simpsons, Terminator 2 


Treasure Is. Dizzy, 
F19 Stealth Fighter Masicland Diy 
Falcon 3° ws £16,99 
Fast Food Dizzy .. 
Final Fight ......... 
Fire Force 


Fire Howk 


ir 


/ MASTERS | | DIZZY'S EXCELLENT ADY 
Y eae piazy Panic, Bubble 
‘ "td izzy, Dizzy-Prince ol 
of Excalibur! | York Folk, Spelibound 
Diz..Kwik Snax 


Sabre Team ........ 
Scrabble ...... 


FW ea OWS sacred ae veto ent pnd devyessstdcoeetbarkeds Ne : 2. - 
First Samurai + Mega-lo-Mania..... Sacret of Monkey Island (1 Meg) ......2<.0s000--- 16.99 Eig? re AA ede ae 
Flash Bac me Secret of Monkey DP cthikccpanicame a, ANTASTIC WORLDS SOCCER STARS 20x 3.5" - 11.99 
ish she ool D2 iy pong . ; sone 1 O99 Lo Mania, World Champ Soccer, 50 x 3.5" 2 26.00 
Foot ler of the Yeor 2 . j|adow Lands ix ie Pirates, Populous, Kick Off 2, Microprose nd £ 
Formula 1 Champions”. Shadow of Beast 3 .. Realms, Wonderland Soccer ' UNBRANDED - LOOSE 
Formula One Grand Prix v22.99 Shadow Warriors £16.99 10 x 3.5" - 5.99 
Global Gladiators .. 20.99 Shadow Worlds ...... . 10.99 
Gobliiins 2 .... 19,99 Shoot Em Up Con Kit. FOOTBALL CRAZY BIG BOX? : 

9 


Graham Gooch World eee 19.99 Shuttle ....cccssessscssesseve 
Graham Tayler....... r * Silent Service 2 {1 Meg)...- 
Grusome * SIKWOKM 0... eseseceseeee 


RECYCLED - LOOSE 


Kick Off 2 1/2 Meg, | | Ghose Ret ies pe 
Player Manager, KO2 | | Agnayle Defenders of th, 
Final Whistie Sieh ppg tk 


£9.99 


Gunship 2 Silly Putty . 10 X 3.5 - 4.50 
Guy Spy Jonstigandt sonee Sim City Delu: THE GREATEST ANIMATION CLASSICS 20 X 3.5 - 8.50 
Harrier Jump Jet *.,.....+. Sim City+Populo Jimmy White's Snooker, Space Ace, Dragon's Lair? 30 X 3,5 - 12.00 
Harpoon + Bottleset 2...... Sim Earth... Lure of The Tempiress, Wrath of The Demon 3 40 X 3.5 - 15.00 
Harpoon Batlleset 3..............-.+00++ Simpsons..... Dune £27.99 50 X 3.5 - 17.50 
Harpoon Batheset 4......sssssesane Syndicate* .. £21.99 J 100 X 3.5 - 35.00 
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£25.99 - OCEAN - OCEAN FRANCE - 1990 - 2 PLAYERS (S) - 1 DISK [ M|V]|0O] 


This is one of my favourite arcade games, and ports. Known as 
Pomping World in Japan or Buster Brothers in the US, in the rest of 
the world we know it as the much cooler name Pang. Based on on 
the 1983 Hudson Soft game called Cannon Ball (the Spectrum version 


had this ported under the name Bubble Buster). 


The Mitchell Corporation updated this concept with a world tour, 
where two harpoon wielding heroes, must travel the world to pop all 
the deadly bubbles (well the instructions say balloons, but clearly 
they are bubbles). The issue is, as you pop the bubbles, they will split 
into two . And again until they are tiny and eventually pop entirely. 
So the game quickly becomes a game of shooting and avoiding the 
large number of killer bubbles, that will end your life with a single 
touch. 


Thankfully to aid you, there are power-ups left by popped bubbles 
or certain destroyable platforms. These are all useful at certain times 
or a hindrance with others, such as: a grappling hook harpoon, that 
creates a barrier, a gun, that shoots laser bullets, a double barrel 
Harpoon, and Dynamite, that immediately pops the balloons, to their 
smallest form, this saves time, but suddenly there are loads of the 
little blighters raining down on you. There is also a clock power-up, 
that freezes the bubbles in place for a short amount of time. Or the 
shield, that will protect our bubble bashers for one hit. 


At the beginning you see a map with the path of 


all the killer bubbles. It’s time to start popping! 
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What is wonderful, is the feeling of progression, each location is a famous landmark across 


TIME:097 } 


the world, with a different way of tactically defeating each level. For the part of the world 
you must tackle morning, afternoon and night, all set to the fantastic music, that perfectly 
accompanies the on screen action. Complete a location, and then you are greeted with a 
selfie snapshot of the duo, as they then move on to the next place. 


The game is addictively awesome, but it’s in two player that it comes into its own. Here 


you are working together, to take out the killer bubbles, but if one of you dies, then you 


Bea have to both friggin’ start the whole level again. Much anger can ensue when one player 


You start off in Japan with Mount keeps screwing up and dying I can tell you. 
Fuji. 


The Amiga port is almost arcade perfect, sure there are differences, but pretty much 
everything is exactly as the arcade original. 


Overall this is an arcade game many who only had consoles or outside of Europe would 
have missed out on this gem. They may have seen its sequels like Super Pang on the SNES, 
but for me they aren’t as good as the original game. DRISK 


Defeat a location and you take 
a very happy selfie. 


TIME :0 7,2 
ag’ 


TIME BON 
NEXT EXTEND 


Next it’s off to China, to Then it’s off to the beautiful Now it’s on to Cambodia andI’m_ forever blowing(up) 
see the beautiful Mount Keirin Emerald Temple in Thailand the Ankor Watt and its Hindu bubbles. _Let’+s go and 
mountains. in Bangkok. temple. save the world. 


TIME:O80 £ 
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Now it’s Ayers Rock in Off to India next and the Now we are in Russia with Then it’s Champs Elysées, 
Australia. beautiful Taj Mahal palace. snowy city of Leningrad. Paris and Arc de Triomphe 
in Paris. 


Time OSE ae TIMELCOGe 
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Finally we make it to London Then it’s off to the beautiful Now it’s to Athens and the Next it’s off to see the 
and Big Ben and the Houses Gaudi's Sagrada Familia, stunning Parthenon on the Pyramids at the Giza 
Of Parliament. in Barcelona. Acropolis. Plateau, in Egypt. 


WHAT WE THINK? 
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DRISKY SAYS: PAN G 


CBM AMIGA 


© 1990 Ocean Software Lid. 


This game holds such a special place it my heart. You see I wasn’t as 
lucky as some, to grow up near the arcades, so for me Pang was 


completely new to me. The game plays perfectly, with the level of polish 
of Japanese arcade games, perfectly recreated by the Ocean France team. 


From the moment I first booted it up I was hooked and couldn’t stop 
playing. I think it was the games seeming simplicity, hiding its depths 
of strategy and puzzle, as you work out how to beat the game. 


The game really comes into its own as a two player title. Working 
together taking out the bubbles (I will never accept they are balloons), 
only to have the other play, lose on the final bubble, is a way to end 
friendships trust me,. A genuine classic, needed to be played by more. 


RETRORIC SAYS: 


There were some great arcade conversions on the Amiga but none come 
as good and as early as this one. I also had Toki on my top 50 but I'll 


take Pang all day long. It's a perfect conversion of a brilliant 2 player 
arcade puzzler. 1 remember at my brother's wedding reception in1990. 
Downstairs in the bar was a Pang arcade cabinet and I played that for 


287 


hours whilst the adults were upstairs getting pissed and dancing to Enya! 
Love this game, the powerups can be tricky, (hate that double gun) or 
put the game on easy mode (the sticky harpoon and double shot). Levels 


ramp up well and there's even a small bit of ladders and levels involved. 


Smashing conversion for the Amiga. 


KINGY SAYS: 


The Amiga rendition of Pang is truly impressive, if I may say so myself. 
Some games seamlessly transition to different platforms, and this one 
exemplifies such titles. It's a simple concept, but trying to survive this 
bouncing bubble take on Asteroids is challenging but incredibly 
addictive. I found that the two-player experience was far too argument- 
inducing as it requires a partnership, as seen in tennis doubles, and I 
don't have the patience for that. 
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‘Pang ts a refreshing blast 
from your arcade past with 
enough original elements to 
let you play it without feeling 
old. Good. clean fun for all 
the family’ - The One 


You continue your world tour in Kenya, 
at Mount Kilimanjaro in Tanzania. 


1173600 
2 
= 


Now it’s the city that never sleeps, 
New York and the Statue of Liberty 
in New York Harbour 


The next leg of our journey is 
Mexico and the ancient Mayan 
temple Chichén Itza. 


WHAT THEY THOUGHT 


‘This is one of the C+VG team's favourite coin-ops, and to say we 
were over the moon to hear of Ocean laying their hands on the 
license is something of an under-statement. Now Pang is here, I 
can safely say with-out fear of error or contra-diction that this 
isn't Just a conversion - this is the coin-op! 


Both the graphics and sound match the arcade machine pixel for 
pixel, with bright, crisp, colourful sprites and exquisitely drawn 
backdrops. The whiny, poppy sound effects are spot on too, and 
the title music (which sounds like a remix of Puff the Magic Dragon) 
sets the mood perfectly. These combine with the horribly addictive 
game-play to make Pang a really brilliant game. Grab it at the 
first opportunity, and prepare to stay up till the wee small hours.’ 


96% - C+VG - Issue 107 - Oct 1990 - Robert Swan 


‘Simplicity is the spice of life and Pang is a spicy product. It's best 
described as a mixture of Asteroids and Arkanoid, and because it's 
so simple and un-fussy the urge to have ‘lust one more go' is over 
present Despite the relative anonymity of the coin-op. Ocean France 
has gone to great pains to recreate the look and feel of the machine 
as accurately as possible. 


The whole attract sequence has been squeezed in. along with the 
‘cute' intermission pictures shown between levels. The graphics are 
detailed and pleasantly colourful. and there are plenty of lolly tunes 
to accompany the fun. All in all. Pang is a refreshing blast from 
your arcade past with enough original elements to let you play it 
without feeling old. Good. clean fun for all the family.’ 


90% - The One - Issue 25 - Oct 1990 - Paul Andrews 


‘Simple and enjoyable games like Pang don't come along too often. 
Most of the time the emphasis seems to be on getting the biggest, 
hardest, meanest warriors to leap and career around the screen 
spraying leaden death around. So it's nice to see an amusing little 
jaunt like this pop up every now and then. 


The cutesy sound and colourful graphics make it entertaining, but 
the sheer addictiveness will keep you coming back for ‘just a quick 
couple of hours of gaming'. Altogether now..."I'm forever po-o-o- 
popping bubbles! Deadly bubbles overhead".’ 

87% - Amiga Format - Issue 17 - Dec 1990 - Maff Evans 


‘Pang is the name of a little-known Milliard(sic) Coin-op originating 

from. as you might guess, Japan. The game involves travelling 
around the world. destroying large bouncing balls by repeatedly 
shooting them and splitting them into smaller spheres. Sounds rather 
like a certain product reviewed last issue by the name of Oops Up. 
doesn't it? 


You, and a friend. have to travel through 50 screens. Set in front 
of famous landmarks from 25 major cities, such as the Taj Mahal 
and Ayres Rock in Australia. Quite what your motivation is. I'm not 
sure, but for some reason you have to systematically wreck every 
city you come to by smashing up the aforementioned balls. As you 
break up the spheres, weapons fall from the top of the screen, 
ranging from cannons for fast blasting, a grappling hook that leaves 
a temporary barrier across the screen, killing anything that collides 
with it and a dynamite bomb, that instantaneously breaks all balls 
on screen down to their smallest components. 


The coin-op is generally regarded as one of the most playable and 
addictive games around, and one that ranks with the classics. You'll 
be happy to know that Ocean's conversion is perfect in every detail, 
right down to the attract mode. 


The graphics are pure Japanese arcade. Very bright, very colourful 
and very, very cute. The backdrops are well detailed, but as the 
sprites are generally simple, and because they work from a different 
palette, there's no visual confusion. 


Pang plays brilliantly. The controls are fluid and responsive and 
the game is set just hard enough not to be easy, without being 
frustrating Ocean have managed to capture the feel of the arcade 
game perfectly, and that's what makes Pang a winner. Addictive 
and entertaining, I can see Pang appearing on monitors for some 
time to come.’ 


87% - CU Amiga - Oct 1990 - Tony Dillon 


‘Pang has been superbly converted from the Mitchell arcade game 
by Ocean France. The graphics are identical to the original, even 
down to the attract sequence between games. Each country is 
represented by an attractive picture which acts as a backdrop to 
the on-screen action. The animation is good, and everything moves 


very smoothly. Sound is also well implemented. The spot effects are 


pretty standard bangs and pops, but there are a large number of 


enjoyable tunes and jingles throughout the game. 


This is a marvellous game. Okay, so you're not exactly stretched to 
the limits of your intellectual capacity, but the game does require 
more brains than your average arcade bash. If you hanker for the 
days when games were fun and simple, buy Pang - you won't regret 
it!’ 


840/1000 - ACE - Issue 38 - Nov 1990 - David Upchurch 
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Our penultimate location is the frozen 
wastelands of Antarctica, in the Arctic 
Circle. 
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Finally our bubble popping heroes 
reach the Easter Islands (or Rapa 
Nui to give its proper name) in the 
South Pacific. 


FINALLY YOUR LONG ADVENTURE I8 AT 


ENJOY THE SUNSET OF THE SOUTHERN PACIFIC 


And with that our bubble blasting 
heroes, after defeating the killer 
bubble world invasion, dive off 
into the sunset, taking in the 
views. 
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TIME BONU 
NEXT EXTEND 


The pictures of our victorious 
bubble hunters are iconic. 


Each location is depicted in 
daytime, dusk and night. 
Defeat all three and you are 
whisked off to a new location. 


HUME. Oo 


SSI IF RA ID OO POD en FIT IT IO To em 


Sunset in St Petersberg is quite 
beautiful in the game. 


S200PTS 
NEXT EXTEND DOOOOPTS 


You gotta love the cheesy grins 
of the heroes. 


‘Like Wozza, I initially found Pang primitive. However, after a few 
two-player games I become totally hooked, by the ridiculously 
simple concept. At first it's very confusing with balloons bouncing 
all over the place, but you soon discover ways to limit the number 
of small balloons and use the collectables to best effect — it's often 
unwise (suicidal) to use the dynamite! 


The presentation style is typically Japanese with cutesy animal 
sprites and jingly tunes, hardly making best use of the Amiga but 
a suitable enough accompaniment to the fun action.’ 


96% - Zzap! 64 - Issue 67 - Nov 1990 - Phil King 


‘This is one of the closest arcade conversions I’ve ever played. It’s 
barely distinguish-able from the coin-op, put it in a coin-op cabinet 
and no-one would notice the difference.. The sprites are superb 
Both the players have a cute monkey-like appearance blinking their 
big eyes as they totter across the screen. 


With clever use of different colour schemes, the equally impressive 
backgrounds are recycled without looking cheap. A typically jingly 
tune plays in the background, along with some good balloon- 
bursting sound effects. Pang is the sort of game that's simple enough 
for the youngest garners to get into, but still has a lot to otter the 
rest of us. The difficulty level can be set to one of four levels. so 
there's no problem there. Ocean France have done the business 
again, with a carbon copy of a very playable coin op Give it shot 
if you fancy something a bit different.’ 


82% - AUI - Vol 5 No 6 - June 1991 - Tony Horgan 


‘It's a well known fact that the simplest of games are often the most 
additive and fun to play. Pang sums up this theory perfectly, and 
yes, I'm hooked, in a big, big way. The gameplay is loosely based 
on the old classic Asteroids. You've got to guide the Pang through 
17 different countries, shooting large, balloons. It sounds simple, 
and it is in theory, but once you've shot the biggest balloon, it 
divides itself in half until it reaches its smallest size. As you can 
well imagine, the going gets very frenetic as you desperately attempt 
to wipe the screen of all the small balloons. 


Luckily, help is provided in the form of power-ups, such as rapid 
fire weapons and smart bombs. If you can only afford one budget 
game this month, buy this one. It's the perfect conversion of a coin- 
op which was wickedly ignored, but at the same time, so maddeningly 
addictive. An ace game'- BUDGET RE-RELEASE - £7.99 


92% - Amiga Action - Issue 35 - Aug 1992 - Peter Lee 


‘The No.29 game in our All-Time Top 100 finally touches down on 
Planet Cheap. and what a re-entry it's going to make. t reckon, One 
of our very favourite arcade games of all .time, and one of the very 
finest examples of the coon-op converter's art to boot, Pang takes 
a couple of old arcade classics (Asteroids and Galaxians), welds 
them together, with a hint of 90s aesthetics on top (bouncy music, 
gorgeous backdrops) and comes up with a hugely playable and 
massively addictive game with a feel all its own, as huge and 
strangely Convincing balloons wobble and bounce across the screen 
to be harpooned by two little guys in safari suits.. 


Its all completely fab, then, but the very best bit is the two-player 
mode. Two players compete/co-operate at the same time, but if one 
gets killed, the screen immediately ends and both players have to 
start it again with all the enemy balloons restored to their original 
state, which causes some severe ructions when a more talented 
player is continually kiboshed by his uncoordinated pal. It all just 
adds to the fun in the end, though. so don't even consider hesitating 
- go buy this at once 


THE BOTTOM LINE An absolutely genuine, bona-fide, real McCoy- 
type classic. A game at a bargain price. Don't be without it.’- RE- 
RELEASE BUDGET REVIEW - £7.99 


91% - Amiga Power - Issue 17 - Sept 1992 - Stuart Campbell 


[Other Reviews: G: 92%, JK: 86%, J: 80%, D: 7/10, 
R: O: 92%, CU: 86%, AM: 78%, AG: 64%] 


CHEATS 
Level select: 


On the map screen quickly type “what a nice cheat” then before 
the timer runs out you can select any part of the world (you have 
to be quick though, if you want later stages). 


Multiple Cheats: 
Whilst playing the game, type the following 


"ok ok ok ok ok ok ok ok ok ok pang is good for you" 
(That’s ten ok’s). 


If done correctly then use the following keys: 
I - Invincibility Toggle 


FI - Easy 

F2 - Normal 

F3 - Difficult 

F4 - Very Difficult 


Keypad 7 - Weapon | 
Keypad 8 - Weapon 2 
Keypad 9 - Weapon 3 
Keypad 4 - Weapon 4 


Right Shift - Debug Mode 


50000PT 


PUSH E£ 


Another place saved from the 
bubble invasion. Time for our 
victory photo. 


The grapple hook harpoon, will 
stay connected to the above platform 
for a short amount of time acting 
as_ barrier. 


On this pop-tastic world tour, you 
sure see some gorgeous sites. 


RIEYII—Ibk 


MITCHELL CORP. 


The Pang arcade flyer isn’t as 
good as the Bob Wakelin Ocean 
box art. 
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WHO MADE IT 


Pierre Adane - Programmer 


Part of the famous Ocean France team, who did some of 
the best arcade conversions for Ocean on the Amiga and 
Atari ST. His first commercial game was the Amiga game 
called the Ilyad (1989), followed by Pang (1989), Plotting 
(1990) and the cancelled Snow Bros., an Amiga port (that 
unofficially got released in 2006). 


He then designed and programmed Mr. Nutz (1994) and 
Jurassic Park Part 2: The Chaos Continues (1994), and 
Waterworld on Game Gear in 1995. On PlayStation 1 he 
did Ronaldo V-Football (2000) and on Xbox and PC the 
brilliant Top Spin (2003) game and Top Spin 2 (Xbox 360 
in 2006). 


Most recently he helped with he Toki remaster in 2019, 
and was Lead Programmer on the fab 
Asterix & Obelix: Slap Them All (2021) and its sequel in 
2023. He did the fun New Joe & Mac: Caveman Ninja 
(2022). 


Tamayo Kawamoto - Arcade Original Music 


The beautiful Tamayo, had been behind some of the most 
beloved music of Capcom and Taito games. 


She started at Capcom with the game Pirate Ship 
Higemaru in 1984 and then followed with 

Section-Z (1985), Commando (1985), SonSon (1986), 
The Speed Rumbler (1986), 

Bionic Commando (1987), Black Tiger (1987), Tiger 
Road (1987), Avengers (1987), Forgotten Worlds 
(1988), Last Duel: Inter Planet War 2012 (1988), 1943 
Kai (1988), Ghouls 'N Ghosts (1988). She was then 
commissioned to Mitchell Corp. to do the music for Pang 
in 1989, 


In addition to her arcade work, she did music on the NES 
with SonSon and Commando in 1986, 
Section-Z in 1987, Legendary Wings (1988) and Marusa 
no Onna in 1989. 


Moving to Taito. she then did Gensé Tairiku Auleria on 
the PC Engine CD, then the Mega CD version of The Ninja 
Warriors (of which she also provided the voice of Bunny 
Girl) and Night Striker (1993). Followed by the awesome 
soundtrack to the games, Galactic Attack (1994), Bubble 
Symphony (1994) and Raystorm (1996). 


Other games were the Game Gear port of Bust-A-Move 
(1996), PS1 music for Gamera 2000 (1997), Psychic Force 
2012 (1999), Kisha de GO! (2000) and RayCrisis: Series 
Termination (2000). 


Then on PS2 she did Maximo: Ghosts to Glory (2001), 
Magic Pengel: The Quest for Color (2002), Bujingai: 
The Forsaken City (2003) and Thunder Force VI (2008). 


Most recently she has done the iPad game Pitapat-Beat 
and of course the re-released compilation of the Ray'z 
Arcade Chronology (2023) which features her music. 


Thierry Levastre - Amiga 
Graphics 

He first did the Amiga and Atari 
ST port of the arcade games 
Cabal, Pang and Plotting. He 
also did the never officially 
released port of Liquid Kids. 


Then he was called into do the 
Amiga graphics for Flashback in 
1992. After the Amiga he did the 
Shaq-Fu graphics for the Mega 
Drive and SNES, Fade to Black 
(the sequel to Flashback), 
Ronaldo V-Football and 
Darkstone. Next he worked on 
the fantastic Top Spin series, 
doing character design on 1 to 3. 
He then worked on Amy, the 
2013 and 2018 

re-releases of Flashback and the 
2019 game Tom Clancy's Ghost 
Recon: Breakpoint. 


Pierre-Eric Loriaux - Music 


Starting work on the Amiga and 
Atari ST music for Cabal in 
1989, he then did the art for 
Ocean’s Beach Volley and the 
Programming and music for the 
Amiga and Atari ST port of 
Plotting. 


He also did the music for 
Ivanhoe, and Toki on the Amiga 
and Atari ST and the unreleased 
Amiga port of Liquid Kids 
(although this did get unofficially 
released in 2023). 


After the Amiga he did mostly 
programming with on the SNES 
Super Danny (1994) and Timecop 
(1995). Then on PlayStation, he 
did Atlantis: The Lost Tales 
(1998), Versailles 1685 (1998), 
Dreams (1998), China: The 
Forbidden City (1999), The 
Guardian of Darkness (1999) and 
then on PS2 he did Beyond Atlantis 
I in 2001. 


Toshihiko Uda - Arcade Original, Planner & Creator 
Starting with Pang in 1989. He went on to Capcom to 
do 1941: Counter Attack (1990), Super Pang (1990 and 
SNES port in 1992), Block Block (1991), 

Three Wonders (1991) and Alien vs. Predator (1994). 
He then did the fun PlayStation platformers Tomba! 
(1997) and Tomba! 2: The Evil Swine Return (1999) 
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AFTER THE AMIGA... THE PANG SEQUELS 


Super Pang (1990) 


A fun update, with different shaped bubbles, and an 
endless panic mode option along with the tour. This 
was ported to the SNES and so for many this was 
= Be : mt | their first Pang experience. A good sequel, but 
f=] tiMeos? TOUR 


MORLO 
HE 


7 Tot T=3 missing the charm of the original game. 


2017856 MODE 


Pang 3 (1995) 


This time there is a cast of characters to choose from 
and now you are touring works of arts as opposed to 
places. This is a great sequel, sadly it was only ever 
ported to the Super Pang Collection on PS1. 


Super Pang Collection (1997) [PlayStation] 


The PlayStation saw the first three Pang arcade games, 
lovingly bundled together with remastered music 
PlayStation. tracks (although I prefer the original tunes). Worth 
owning for Pang lovers, but fetches a hefty price these 
days. 


I-P S356b600 1T 


Mighty Pang (2000) [Arcade] 


The game is actually good, despite the terrible 
character design. Definitely worth a play through. 


Capcom Puzzle World (2007) [PSP] 


A much cheaper option than the PS1 collection. This 
has Super Puzzle Fighter 2, Block Block and the three 
Pang games, Pang, Super Pang and Pang 3 on its 
wonderful disc. 


Pang Adventures (2016) [PS4. 


Pang: Magical Michael [=] Xbox One, Switch, PC] 
(2010) [Nintendo DS] 

e Nice update, miss the pixel art and 
A pretty soulless sequel, fn] charm of the earlier titles, but 
not a fan. = gameplay is really solid. 
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7 a NO TIME FOR 
J baste tee BALLOONIN’ AROUND!.. 
ye NO TIME TO SHOOT THE BREEZE!.. 


OCEAN SOFTWARE - 6 CENTRAL ST - MANCHESTER - M2 5NS - TEL: 061 832 6633 - FAX: 061 834 0650 


il) 


BENEATH A 


STEEL 
SKY 


Featuring Revolution's innovative 
Virtual Theatre system and stunning artwork 
from award-winning comic-book artist Dave 
Gibbons, Beneath A Steel Sky is a gripping 
science fiction thriller set in a bleak vision of 


the future. 


Robert Foster is an innocent outsider stranded 
in a vast city where oppressed civilians live 
and work in searing tower blocks... while the 
corrupt, covetous and rich lie underground, 


shielded from all pollution. 


Alene, save for a robot circuit board, Foster 
must fight for survival... and discover the 


sinister truth behind his abduction. 


VIRGIN INTERACTIVE ENTERTAINMENT (EUROPE) LIMITED 
338A LADBROKE GROVE, LONDON W10 SAH 
1994 REVOLUTION SOFTWARE 
© 1994 VIRGIN INTERACTIVE ENTERTAINMENT (EUROPE) LTD 
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£34.99 - VIRGIN GAMES - REVOLUTION - 1994 - 1 PLAYER - 15 DISKS [ | | 


Coming on a whopping 15 disks, BASS was something special, 
with a clever user interface, witty dialogue, clever logical puzzles 
and engaging characters. All set to wonderful artwork and design 
of the famous British comic book artist Dave Gibson (Watchmen 
comics). 


Made after Revolution’s debut game Lure of the Temptress, it all 
combines to a wonderful experience, falling between the 
lighthearted comedy of LucasArts adventures, and the more serious 
and unforgiving Sierra adventure games, finding its own space in 
the adventure world, and would lead the way to the brilliance of 
their Broken Sword games. 


The game, following Robert Foster an innocent man, being hunted 
by the law and must find away to gain his retribution, it takes him 
through a cast of memorable characters, such as the sarcastic Joey 
the Robot and beautiful locales, feeling like a 2000 AD comic 
coming bursting to light. 


On the Amiga the CD32 version is best, as it cuts out the disk 
swaps and adds well voiced dialogue to everything. Although 
today I would play the PC version, especially as GOG.com has 
the game completely free to own. So there is no excuse to play 
this game today. DRISK 
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Your first puzzle is to avoid the pursuing guard. 
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WHAT WE THINK? 


PX 


DRISKY SAYS: 


This is such a special game to me. Adventure games were always a 
genre I was drawn to, and after LucasArts it was always the Revolution 
Software games I would be drawn to. Charles Cecil is the master, and 
surrounded by a team of talented individuals he has created some of the 
most beloved adventure games of all time. This is one of their best 
adventures (after Broken Sword) and is still as much fun to play today 
as it was back then. 


As mentioned in the review, these days playing it on PC is best, especially 
as you can legally pick up the game for free on the website GOG.com 
(whilst you are there pick up their first game Lure of Temptress for free 
as well) 


RETRORIC SAYS: 


I never did get round to playing this one, I think after Monkey Island 
2, 1 was all point and clicked out. It did look fantastic though and I 
remember getting a demo of it on a cover disk. But much like the H. R. 
Giger inspired Dark Seed, after playing through the cover disk demo I 
never went on to play the full game. 


I would like to go back one day and try Dark Seed and Beneath a Steel 
Sky again, but it's hard to enjoy these games properly with all the pressure 
on your time as an adult these days. 


Maybe one day! 


KINGY SAYS: 


Point-click adventures were so popular at this time, and I couldn't get 
enough of them. But what made this one stand out in an ocean of 
plenty? In truth, you really have to play this to understand, but the 
story was so engaging, and hands down, it was the best buddy game 
I've played, with absolutely brilliant dialogue that carried the story 
along. This unlikely pairing of Robert and Joey is way better than Sam 
and Max. Set against a cyberpunk landscape, the game perfectly 
balances an industrial future while retaining a human touch. The 
characters are richly developed, and their interactions are filled with 
humour, tension, and genuine camaraderie. 


AMIGA 
ENGLISH 
BOOT DISK 
DISK 1/15 
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WHAT THEY THOUGHT 


‘The control method in Steel Sky is so simple that Revolution 
can finally lay claim to having created the ultimate in intuitive 
control methods The left mouse button selects an object to look 
at, and the right mouse button selects an object to use To look 
at a door. you click with the left. and to open it you click with 
the right. 


You don't need to tell the program that you want to open it - 
it knows that the only thing you can really do with a door when 
you want to go through is open it. In much the same way that 
the only thing you can do with a closed window is look through 
it In places where some-thing has no real use, the main 
character will pick it up and stun it in his coat. 


From this point. moving the mouse to the top of the screen will 
call up the inventory, and the same mouse controls apply, 
although using an object from the inventory will require you 
selecting some thing to use it on. What could be simpler. 


The graphics in the game are simply stunning There is no other 
way to describe them Hand-painted back-drops, scanned on 
and retouched. stop it from looking like a run-of-the-mill 
adventure, and the use of exceptional detail make the smallest. 
dullest rooms interesting to search. Small ceiling-fans rotate 
and, in the far distance, cars travel along the highways. Every 
character has a whole range of moves and expressions, which 
along with the personality generated through conversation, 
gives them depth and makes them all the more believable. 


So what's it actually like to play? A lot of fun, to be honest. 
The puzzles are logical without being too obvious, and the 
control method means that you can get into it immediately There 
is enough challenge to keep even the most ardent adventurer 
going. while beginners will work through it without straining 
too hard. There is a really nice learning curve to the game 
making it taxing without being frustrating. 


There are always enough clues to help you figure out problems, 
but that isn't to say the game is easy. After a few hours play I 
had managed to work through the first sixth of the game,but 
the speed I was progressing was definitely slowing towards the 
end. No doubt by the time this review is printed. I will have 
finished the game. but only because its so much fun to play, 
that I can't think of playing anything else in its field. 


Beneath A Steel Sky also features one important aspect that I 
find sadly lacking in a lot of adventures Its extremely addictive. 
You always want to know what someone will say to you next, 
or what the next problem is going to be. 


A genuinely enjoyable experience, and one where there are so 


many different ways to play it, I can definitely see myself 


returning to this one after I've completed it. just to find out 
what I've missed Simply one of the best adventures ever released 
on the Amiga.’ 


95% - Beneath A Steel Sky - Jan 1994 - Tony Dillon 


‘One of the best 


adventures ever released 


on the Amiga.’ 
- CU Amiga 


The user interface, is simple and 
intuitive, well ahead of its time in 
adventure games. 


Joey The Robot, is one of the character 
highlights. It shows the fine balance 
between LucasArts humour and the 
more serious Sierra games. 


The towering monolithic 
metropolis with towering 
skyscrapers, perfectly sets the 
scene, of this dystopian Sci-Fi 
adventure. 
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Crash landing in the city our 
hero Foster, runs from the 
helicopter ruins, in heavy 
pursuit. 


Puzzles are well thought out 
and logical as your progress. 


The art in the game is fantastic. 
It really gives the sense of being 
in a towering metropolis. 


He’s inhaling tthe-SMOKE—== = 
et 


ForsPLEASURE? . 
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Along with witty dialogue, and 
cast of eclectic interesting 
characters, the game is also 
really well voiced. 


‘Within the game itself, there are irritating niggles too. Moving 
Foster around a screen con get annoying if Joey gets in your way 
and the manner in which characters have to jostle for position when 
you want to talk to them can get aggravating. 


Another annoying factor is that it's incredibly easy to die. If you 
stick Foster in the wrong place at the wrong time and he takes a 
fatal tumble, your only recourse is to restore from your last saved 
game position. You never found Guybrush Threepwood carrying on 
like that. These are minor glitches in an otherwise thoroughly 
enjoyable game. 


The controls are well set-up - left click tells you about an object 
or per-son, right click performs an action and you only use the 
icons or menu bars to select an object from your inventory. Beneath 
A Steel Sky is very slick and extremely well put together. It' one of 
the most enjoyable Amiga graphic adventures for a long time. 


Beneath A Steel Sky is a massive, intense and atmospheric adventure 
which will keep you on tenterhooks right until its final startling 
conclusion. Utterly brilliant. ’ 


94% - Amiga Format - Issue 57 - March 1994 - Rob Mead 


‘I could, if I wanted to, sum up Steel Sky in just one word: Superb. 
Reasons for this? Well, take the amazing incidental animations, for 
starters. Steel Sky is a real eye-opener - once you've seen the way 
that background objects move just for the hell of it (after all, the 
odd fan rotating doesn't enhance the adventure, does it?), you'll 
never be able to focus on the virtually static screens of the 
LucasArts games again. 


The attention to detail is simply breathtaking, and the quality of 
these incidental animations is far higher than the best examples 
from all other adventures. Everything about the game has been 
polished to perfection. The backdrops are stunning and _ the 
characters move like sprites from an arcade game, not with the 
jerky mannerisms we normally associate with graphic adventures. 


Virtually all of the puzzles are tough but logical, and problem 
solving is aided by the player interface which has to be the most 
friendly system I've ever come across. Revolution have to be 
congratulated for cramming so much into just two mouse buttons 
and a pop-down menu. 


Due to some common sense on the part of the coders, you never 
have to insert one disk, then another and so on before an individual 
location can be loaded into memory, and although some screens 
can take up to twenty seconds to be read from floppy, it's all bearable 
and in no way detracts from your overall enjoyment (of course, 
hard drive owners are in for a right treat). It's amazing to think 
how concerned we were when LucasArts announced they were going 
to leave the Amiga scene but with Revolution currently producing 
stuff like this, who needs 'em?’ 


93% - The One Amiga - Issue 62 - Nov 1993 - Simon Byron 


‘Ooh Lordy-Lordy, I do like this game. Everything about it is 
sheer class, from the moody intro, the dozens of hand crafted 
screens and the... the... the EXCELLENCE of it all. Even the 
disk swapping is well organised and not too much of a drag. tt (im leokins (2 
Everything Revolution have tried has worked. The humour, 7 jie tke 
gameplay, puzzles - they all combine to make Beneath A Steel ; 3 
Sky what should rightly become hailed as the new king of the 
adventures.’ 


92% - Amiga Action - Issue 52 - Xmas 1993 - Paul Roundell 


‘With as much care and attention taken on the story-line as the The wonderful gritty locales 
graphics. Steel Sky is an example of what an adventure game are like a 2000 AD comic 
should be like - funny. enthralling and convincing. There aren't coming to life. 


12.4 TO THE any jumps in logic in the story line, or stupid coincidences that 
me) a:\a.@ propel you through the story. Read as little about this game as 
! possible and you'll genuinely be surprised as the story unfolds. 
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86% - Amiga Power - Issue 33 - Jan 1994 - Mark Winstanley 


‘Beneath a Steel Sky is just about one of the best graphic 


adventures I have played to date on the Amiga. Everything 


about it just oozes quality and over the last couple of weeks 


it's been a real pleasure to play Before I praise it anymore I The game’s user interface and 
should point out its few unfortunate faults. Firstly, It comes on well thought out puzzles, makes 
15 (count 'em!) disks and you will, without a shadow of a doubt, this game still a joy to play today. 


need a hard drive. The actual installation process takes well 
over an hour, but why It should take this long is completely 


beyond me. 3 0 ] 
I played Beneath a Steel Sky on the Al200 and It kept crashing 
about every 15 minutes. It's not just me either because another 
member of the AC team, who was as deeply engrossed in Virgin's 
adventure as me. experienced the same problems. 


Putting these faults, which do take the edge off the actual 
brilliance of the game, aside, I would heartily recommend 


Beneath a Steel Sky to any adventure fan Why do I recommend 
it though? Well, the graphics are good enough to marry and 


have children with, the gameplay and actual story-line are first- Of course these days the PC 
rate, it's easy to play and you just couldn't wish for a better version is best to play, and 
adventure. it’s free to own on GOG.com 


The actual puzzles contained within the game do vary from the 
obvious to the baffling, but you have a lot of fun trying to work 
them out, and when you do a sense of achievement washes over 
you. Beneath a Steel Sky is not aimed at the very young market 
though, because it does have a small amount of swearing and 
innuendo contained within it. Nothing that shocking, but I'd 
just thought I'd let you know. 


Beneath a Steel Sky was just a whisker away from getting a 


Platinum award, but due to the amount of bugs I suffered I'm 


now a little bitter and I've consequently knocked the score down There is a nice visual variety to 
No matter what software comes out, there is little excuse for all the locations. Here we are 
letting bugs get into a game. Revolution Software have in the posher bit of the city. 


surpassed the amazing Lure of the Temptress with their latest 
adventure and I congratulate them on making such a fine 
adventure game. If it doesn't go to the top of the software charts 
then I think there is simply no justice in this world.’ 


85% - Amiga Computing - Issue 74 - June 1994 - Jonathan Maddock 
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What)SERUICES 
Ve 
provide 


Hmm, time for a bit of plastic 
surgery, to throw off the fuzz. 


MORTAL 
KOMBAE 


This guy is a total and utter 
anchor (Stop that - Ed). 


Let me suggest that you take a 


vacation from yourself. 


I wonder what happens if I put 
this fish in my ear. 


‘BASK is a beautifully crafted vocal and animated adventure. The 
graphics are totally superb The minor niggle I had with the game 
was that there was a slight delay in loading between each location 
and the music occasionally tends to be a bit boppy perhaps some 
moody atmospheric stuff might have been better. However, couple 
the superb scenery with an involving gameplay and add a rather 
large helping of humour in the shape of some excellent characters, 
and you've got a superb game.’ - CD32 VERSION REVIEWED 


95% - CU Amiga - Jan 1995 - Lisa Collins 


‘Yep. Same game. Same lovely game. But now you can have speech 
instead of text. Or just text Or both. The accessing time is also 
reduced, and there's no disk swapping. You still have a wait a couple 
of seconds for the next bit to be pulled of the CD. and you have to 
wait for the next bit of speech to be found on the disk. But these 
hold-ups don't cause any major problems. so we'll forget about 
them. Although this isn't using the full capabilities of the CD32, its 
using the CD to improve the original disk version. and it costs the 
same price. What more could you ask for?’ 


THE BOTTOM LINE Fabulous speech (loads of different accents) 
and reduced accessing time show that maybe CD’: aren't such a 
bad idea after all. You'll love this.’ - CD32 VERSION REVIEWED 


90% - Amiga Power - Issue 44 - Dec 1994 - Paul Mellerick 


‘Perhaps the most significant (only) improvement over the A I 200 
version is the speech. Whereas before, all conversations appeared 
as text on screen, now you can actually hear what everybody says. 
This adds greatly to the atmosphere despite the motley selection of 
dialects on offer. Talk about your multi-racial society — there's 
Yorkshire-men, Brummies, Australians, Belgians, Italians, you name 
it. Funny how the heroes always seem to end up as well spoken 
Americans though, innit? 


One of the best bits is the constant banter with the moaning Joey. 
He can be a right little swine, but we luvs 'im really! Unfortunately, 
there's a slight pause before each section of speech is accessed, 
and this can be annoying during long sessions at the monitor. Luckily 
you can choose to have text only which speeds up game considerably. 
That said, there's still a few seconds pause when moving from one 
screen to the next Any Amiga veterans, however, will find it a breeze 
after all that horrendous disk swapping malarky of the olden days. 
BASS doesn't quite match the charm and laff factor of the Monkey 
Island games. despite their age, they're still the yardstick by which 
all other shall be measured. 


Fortunately neither has yet appeared on the CD32. In their absence, 
this must go down as the best CD adventure about. It's got some 
great back drops. superb animation and the game itself as sprawling 
epic that plays like simplicity itself. Go out, buy it, play it, erm... 
that's about it really. Can I have another go now?’ 
- CD32 VERSION REVIEWED 


90% - Amiga CD32 Gamer - Issue 7 - Dec 1994 


‘One of the big Christmas games on floppy-based Amiga ’s last 
year, Beneath A Steel Sky (Virgin 0181-960 2255, £29.99) 
featured the artwork of Dave Gibbons of Watchmen fame coupled 
with a complex adventure engine and a more-than-engaging 
plot. The CD32 version is exactly the same as the original except 
for the inclusion of speech and exclusion of RSI-inducing disk 


swaps. 


I completed the floppy version for the tips section of sister 


magazine Amiga Power and even though I knew exactly what I 
was doing, it still took over 30 hours solid playing time to finish Time to speak to the mad 

the game. Admittedly, a fair proportion of that time was spent doctor about selling body parts. 
disk swapping (the floppy version came on 15 disks). But that 
couldn't hide the fact that it looks and feels as if you're 
interacting with a comic book . 
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The characters you meet aren't the wooden fill-ins that tend to 
populate lesser point-and-click adventures And, more 
importantly, there are several red herrings thrown in to 
deliberately confuse and deceive the adventurer - keyboards to 
be pressed, cupboards to be opened, that sort of thing. Moreover, 
certain actions have to be completed in real time, such as stealing 


Hobbin's spanner while he's away. This bit is tricky, and I found 
it nigh on impossible using the CD32 controller A mouse soon This is a fancy place. Watch 
rectified the fault. out for the cat! 


If you own a CD32 and have never played Beneath A Steel Sky, 
treat yourself. It's an excellent adventure - atmospheric and 
compelling - and the speech adds to the mood, if you're into 
that sort of thing.’- CD32 VERSION REVIEWED 
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68% - Amiga Format - Issue 67 - Jan 1995 - Steve McGill 


[Other Reviews: AD: 92%, J: 87%, S: 5/6, D: 5/5] 


OK, lets Tarzan our way to the 
next building. 


Ooh, they have a VR machine. 


Finally I have made it to the ground, now its time to escape. 


The VR is a bit weird, in the 
game isn’t it? 
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WHO MADE IT 


Charles Cecil - Designer, Director 


One of Britain's true greats, and founder and head of 
Revolution Software. He started at Arctic Software, doing 
the text adventures, Adventure B for the ZX81 and Spectrum 
in 1981 and Adventure C for the Spectrum in 1982. He 
then did the text adventure Espionage Island on the 
Spectrum in 1982. 


Here he left the industry, but inspired by the LucasArts 
graphic adventures and so in 1990 he founded the 
development house Revolution Software. In 1992 they had 
their first game, released on the Amiga, Atari-ST and PC. 
Called Lure of the Temptress. It was a great adventure, 
full of humour, intriguing characters and stories, and logical 
puzzles. The game was well received, but it was their next 
games the would cement as the all time greats. In 1994 they 
followed it up with Beneath A Steel Sky, Then in 1996 he 
wrote the adventure Broken Sword: The Shadow of the 
Templars (my favourite adventure game of all time - known 
as Circle of Blood in USA), and in 1997 its sequel Broken 
Sword: The Smoking Mirror. In 2000 he wrote Cold Blood 
adventure game they then did the design of Gold and Glory: 
The Road to El Dorado. Then in 2003 they did the third 
in the series with Broken Sword: The Sleeping Dragon. 


In 2006 Charles was brought in to write the story for the 
video game of the Da Vinci Code, and he wrote the story 
for Broken Sword 4 called Broken Sword: The Angel of 
Death (or Secrets of the Ark in the USA). 


Next in 2009 he helped Sumo Digital write the dialogue of 
Disney's A Christmas Carol for the Nintendo DS. They 
continued remastering their first two Broken Sword games, 
which are the best way to play them today. Finally in 2013 
after a successful Kickstarter they released the fantastic 
Broken Sword 5: The Serpent's Curse, thankfully going 
back to 2D art. Finally in 2020 they released a sequel to 
Beneath a Steel Sky, called Beyond A Steel Sky. I am 
personally not a fan of the 3D structure of this game. 


At time of writing they are working on Broken Sword - 
Shadow of the Templar’s: Reforged another remaster, to 
be released in Q4 in 2024. I for one cannot wait. 


David Gibbons - Designer, and Comic Book Artist 


One of the best comic book artists, David first made a name 
for himself doing horror DC Thompson and IPC comics and 
then his fantastic work on the Dan Dare comics. But it was 
when he joined 2000 AD and created such characters as 
Rogue Trooper, that he began to be noticed in the US, and 
so moved over to DC comics. Here in the 80s he worked 
on Green Lantern and the Flash, and The Brave and The 
Bold Batman story. 


He did much work in this period from Doctor Who comics 
and Phantom. But it was his team up with Alan Moore in 
1986 with The Watchmen mini series, that would cement 
him as an all time great. Charles Cecil was a huge fan of 
his work and so invited him to do the character and 
background art for the game Beneath A Steel Sky and the 
comics for Broken Sword 1 and 2. 


Dave Cummins - Design, Music, 
SFX & Script. 


He started his career as a game 
tester for games like the home 
ports of Afterburner and Ninja 


» Spirit. 


But in was when he joined 
Revolution that he showed his 
talent for witty dialogue, with 
British humour, but finding that 
balance between the laughter of 
LucasArts and dryness of Sierra 
Games. 


His first game here was as lead 
Designer on Lure of the 
Temptress followed by Beneath 
A Steel Sky, followed by Broken 
Sword 1 and 2. Sadly he left 
Revolution Software and the game 
industry. His dialogue and design 
is missed, with Revolution’s 
games never being the same after 
his departure. 


Daniel Marchant - Design 


Beginning his career as the 
designer of the fantastic shooter 
S.W.LV. On the Amiga and 
Atari-ST. He also worked on the 
8-Bit Spectrum and Amstrad Saint 
Dragon ports. 


Next he went on to be designer on 
Dragon: The Bruce Lee Story, 
before joining Revolution, and 
helping produce Lure of the 
Temptress. He also helped 
Virgin Games oversee titles such 
as KGB, The Mega CD versions 
of Dune and Dune 2 before 
working on both production and 
design of Beneath A Steel Sky. 
His final games were Pinocchio 
on the SNES and Mega Drive and 
the Gameboy Color version of 
Alone in the Dark: The New 
Nightmare. 
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Tony Warriner - V T System Design 
and Game Design 


Starting on the Spectrum and Amstrad 
with such games as Obsidian (1985), 
Ultima Ratio (1987), 19 Part 1: Boot 
Camp (1988), Arcade Trivia Quiz 
(1989) and Death Stalker (1989). 


But it was his time at Rebellion that 
he really made a name for himself, 
doing the coding on Lure of the 
Temptress and the system design 
interface with Beneath a Steel Sky and 
Broken Sword 1 and 2. 


Then after building the Engine that ran 
Disney's Activity Centre: Disney 
Pixar A Bug's Life and Disney's 
Animated Storybook: Mulan, He 
continued with Rebellion doing the 
adventure games Gold and Glory: The 
Road to El Dorado, In Cold Blood, 
Broken Sword 3, 4 and 5. He also did 
the programming for Sumo Digital 
Disney's A Christmas Carol in 2019 
on the Nintendo DS. Most recently he 
worked on Stranded Sails an iPhone 
game released in 2019. 


Steve Ince - Background Paintings 


Starting work on Beneath A Steel Sky. 
Steve would go on to do, Broken 
Sword 1, 2 and 5. He also did Who 
Wants to Be a Millionaire: 2nd 
Edition and Mr. Smoozles Goes Nutso 
in 2006. 


He has also written dialogue for In 
Cold Blood, Broken Sword 3, 
Legendo's The Three Musketeers, 
Agatha Christie: And Then There 
Were None, So Blonde 1 &2, Spare 
Parts and on the DS Captain Morgane 
and the Golden Turtle. 


Most recently he is known for his 
writing on The Bunker (2016) and 
Resident Evil : The Village. 


Lee Pace - Background Paintings 


After doing Beneath A Steel Sky, he 
left the game industry. 


David Sykes - V T System Concept 
and Programmer 


His first commercial gaming 
endeavour was for Lure of 
Temptress. He then worked on 
Beneath A Steel Sky, and Broken 
Sword 1, 2 and 3. He also did Gold 
and Glory: The Road to El Dorado 
and Who Wants to Be a 
Millionaire: 2nd Edition. 


James Long - V T System Concept 
and Programmer 


Starting as a programmer on 
Beneath a Steel Sky, he would go 
on to be lead programmer on 
Broken Sword 1 and 2. He then 
worked on Hogs of War, Loons: 
The Fight for Fame, Slam Tennis, 
Superman: Shadow of Apokolips, 
Premier Manager: 2002/2003 
Season and beyond the Broken 
Sword remasters he’s worked on 
Diablo II: Resurrected. 


Steven Oades - Animator 


He did the graphics on Lure of 
Temptress, Beneath A Steel Sky, 
Broken Sword 1 and 2, In Cold 
Blood, Gold and Glory: The Road 
to El Dorado, Who Wants to Be a 
Millionaire: 2nd Edition, 007: 
Nightfire, Predator: Concrete 
Jungle and Disney Pirates of the 
Caribbean: At World's End. 


Adam Tween - Animator 


He started with the graphics for Lure 
of the Temptress, and then Beneath 
a Steel Sky. He then went and did 
the art on the Mega Drive game 
Striker, the Gameboy Color games 
Tony Hawk's Pro Skater 3 and 
Indiana Jones and the Infernal 
Machine. After this he did artwork 
for Gameboy Advance games Egg 
Mania, Kelly Slater's Pro Surfer 
and Medal of Honor: Infiltrator. 


His recent games are Elefunk in 
2008, NBA 2K23 and LEGO 2K 
Drive. 


Paul Humphries - Animator 

He worked on Beneath A Steel 
Sky, Broken Sword, Mass 
Destruction, Men in Black: The 
Series - Crashdown, Downforce, 
Super Bubble Pop and Fightbox. 
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JIMMY WHITES BATTLE OF BRITAIN ULTIMA 5 SLEEPWALKER 3D GOLF FIGRAND PRIX KNIGHTSOFTHESKY POPESIMCITY © HEROQUEST+00 © THUNDERHAWK ADAMS FAMILY 
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ELITE 


14.99 


RAILROAD TYCOON 
14.49 


S OF MONKEY ISLAND 
12.99 


LEMMINGS 
12.49 


PROJECT X 
10.49 


POWER UP 
14.49 


FIRST SAW/MEGALO 
13.99 


AIR SUPPORT 
AIR, LAND & SEA 

(688 ATTACK SUB, INOY 500, 

F18 INTERCEPTOR) (NO12) soo... 
AIRBUCKS 1,2 (A1200 VERSION). 
ALFREO CHICKEN (1 MEG)... 18.49 
ALFRED CHICKEN (A1200 VERSION) + 17.99 
ALIEN 3 18.99 
ALIEN BREED (SPECIAL EDITION) (1 MEG) 9.49 
ALIEN BREED 2(1 MEG) ....... 17.49 
ALIEN BREED 2 (A1200 VERSION) « 
AMBERSTAR ..... : 
AMERICAN GLADIATORS + 
AIANIOS .. nats 
ANOTHER WORLD 
APACHE + e 
APIDYA .. 
APOCALYPSE (1 MEG) 
AQUATIC GAMES 
ARABIAN NIGHTS... 
ARCHER MACLEAN’S POOL 
ARKANOID 2.000000 
ASSASSIN (1 MEG) .. 
ASSASSIN REMIX + 
AV88 HARRIER ASSAULT 
BAT 2 voccous 

B17 FLYING FORTRESS (1 MEG) 
BART Vs THE WORLD : 
BATMAN RETURNS ... 

BATMAN THE MOVIE 

BATTLE ISLE ...... 
BATTLE ISLE 93 
BATTLE OF BRITAIN 
BEACH VOLLEY (NO12) 
BENEATH THE STEEL SKY (1 MEG) « 
BENEFACTOR (1 MEG)*........ 
BILL'S TOMATO GAME 
BLACK CRYPT (1 MEG) ...... 
BLADE OF DESTINY (1 wed) 
BLASTAR (1 MEG) ....essseseee 


BLOB (1 MEG) + 14.49 
BLUES BROTHERS. 749 
BOB'S BAD DAY + 17.99 
BODY BLOWS (1 MI 16.99 
BODY BLOWS (A1200 VERSION)... 19.49 
BODY BLOWS GALACTIC (1 MEG)+ ...17.49 


BODY BLOWS GALACTIC (A1200 VERSION) + 18. 4 
BOSTON BOMB CLUB (NO12).. 
BOXING MANAGER (NO12) ..... 
BRIAN THE LION « 

BUBBA 'N’ STIX= .. 

BURNING RUBBER ......... 
BURNING RUBBER (A1200 VERSION) +18 49 
CADAVER (NO12) ........... 
CAESAR (1 MEG) (nora) | 
CAESER DELUXE ..........00 
CAMPAIGN (1 MEG) . 
CAMPAIGN 2(1 MEG)= 
CANNON FODDER (1 MEG) « . 
CAPTIVE 2 - LIBERATION (1 MEG) 
CARDIACS  .... 


CASTLES 2 (A1200 VERSION) 

CELTIC LEGENDS... 16.49 
CHAMPIONSHIP MANAGER (1 MEG) ...12.49 
CHAMPIONSHIP MANAGER 93 

UPDATE DISK (1 MEG) + 


CHAMPIONSHIP MANAGER: A 
CHAOS ENGINE oes 17.49 
CHAOS ENGINE (A1200 VERSION) * 1649 
CHUCK ROCK 2 (1 MEG). . 10.49 
CIVILISATION (1 MEG)... e 1.23.49 
CIVILISATION (A1200 VERSION) + ......25.99 
COMBAT AIR PATROL 20.49 
COMBAT CLASSICS 


(F15 STRIKE EAGLE 2, 688 ATTACK SUB, 
TEAM YANKEE) (1 MEG) nota wee 

COOL SPOT+ 
COOL WORLD (1 MEG) oo 

CORRUPTION lagna) 
CRAZY CARS 3 
CREEPERS ...... es 
CRUISE FOR A CORPSE... . 
CRYSTAL KINGDOM DIZZY 


LEMMINGS 2 


CHAOS STRIKES BACK a ae 
DYNA BLASTERS .... 

ELITE .... 

ELITE 2 (FRONTIER)... 

EPIC (1 MEG) . 

EUROPEAN CHAMPIONS (1 MEG) ... 


veo A799 
EVE OF THE BEHOLDER (SSI) (1 MEG) 13.99 


EYE OF THE BEHOLOER 2 (1 MEG)......24.49 
FA (DOMARK) (1 MEG) ® ooo. scsssssnene 7.99 
FI17A STEALTH FIGHTER 2.0 (1 Mes) 22.99 


F15 STRIKE EAGLE 2 (1 MEG) .......,....12.49 
F17 CHALLENGE ...... 10.49 
F19 STEALTH FIGHTER (NOP) .. Ad 


FABLES & FIENDS - 

LEGEND OF KYRANDIA (NO12) (1 MEG)23.99 
FACE OFF ICE HOCKEY (NO12) 9.49 
FANTASTIC WORLDS. 

(REALMS, PIRATES, MEGA LO MANIA 
POPULOUS, WONDERLAND) (1 MEG) (NO12)23.49 
FIRE & ICE ..... viene .99 
FIRST SAMURAI « MEGA ‘to: MANIA (NO12) 13.99 
PLAMES OF FREEDOM (MIDWINTER 2) 10.99 


FLASHBACK (1 MEG) ....... 20.99 
FOOTBALLER OF THE YEAR 2(NO12)...8.49 
FORMULA 1 GRAND PRIX cesses AD 
FUTURE WARS (NOT2)_ 10.49 
G2 (1 MEG) + ; 17.99 
GAUNTLET 2...00000000 7.99 
GAUNTLET 3 (NO12) 16.49 
GEAR WORKS «.... 15.49 
GHOULS 'N’ GHOSTS 


GLOBDULE - .... 

GOAL . in 

GOBLINS 2 .... 16.49 
GOLF WORLD CLASS LEADERBOARD 6.99 
GRAHAM GOOCH WORLD 


CLASS CRICKET (1 MEG) . 
GRAHAM GOOCH DATA DI: 
GRAHAM TAYLOR'S 
SOCCER MANAGER (1 MEG) . 
GRAND PRIX CIRCUIT +... 
GUNSHIP 2000 (1 MEG) 


18.49 
13.99 


1149 


HARLEQUIN 

HEAD OVER HEELS oo... pene 

HEIMDALL (1 MEG) (NO12) ..... 12.49 
HEROQUEST + DATA DISK (NO12) ove 8.99 
HEROQUEST 2 - 

THE LEGACY OF SORASIL (1 MEG) ... 


HILL STREET BLUES (NO12) ...... 
HIRED GUNS (1 MEG) ....... a 
HISTORYLINE 1914-18 (1 MEG)...... 
HOLLYWOOD COLLECTION 
(ROBOCOP, GHOSTBUSTERS 2, INDIANA 
JONES ACTION, BATMAN THE Movm os 
(NOP) .. 7 sere 
HOOK 2 . 
HUMANS 2 (1 MEG) + . 
HUMANS DATA DISK (NO12) 
HUNTER (NO12) 


INDIANA JONES 2 ‘ACTH N 
(FATE OF ATLANTIS) . 
INDIANA JONES: ACTION | — 
INDIANA JONES ADVENTURE . 
INDIANA JONES FATE OF 
ATLANTIS ADV (1 MEG) .. 
INNOCENT (1 MEG) + 22.99 
INTERNATIONAL RUGBY CHALLENGE 14.99 
INTERNATIONAL SPORTS. 

CHALLENGE (NO12) so I B899 
ISHAR 2 - LEGIONS OF CHAOS (1 MEG)18.49 
ISHAR 2- LEGIONS OF CHAOS 

(41200 VERSION) + 

‘7 CAME FROM THE DESERT PLUS 
ANT HEADS DATA DISK (1 MEG) 
JACK NICKLAUS GOLF..... 
JAGUAR XJ220 (1 MEG) 
JAMES POND ........ 
JAMES POND 2 - ROBOCOD 
JIMMY WHITES SNOOKER. 
JINXTER (M/SCROLLS) ......... 
JOHN MADDEN'S (U.S) FOOTBAL| 
JURASSIC PARK (1 MEG) ..... 


24 AD 


18.99 


HOOK 


TWO TOWERS (1 MEG) . 20,49 
LOST VIKINGS .... 19.99 
LOTUS 3 - THE FINAL CHALLENGE “ MEG) 

(NO12) os ool O.49 
LOTUS TURBO CHALLENGE 2 (NO12)...9.99 
LURE OF THE TEMPTRESS (1 MEG) ...19.49 


M1 TANK PLATOON (1 mae 11,49 
MAGIC BOY * o.oo 17.99 
MAGIC WORLDS 


(STORM MASTER, DRAGONS BREATH, 
1649 
2049 


CRYSTALS OF ARBOREA) (NO12) 
MAGICIAN’S CASTLE (1 MEG) « .. 
MAN UTD PREMIER LEAGUE 
CHAMPIONS (1 MEG) « ¥ 
MANCHESTER UNITED .... 
MANIAC MANSION (NO12).. 
MICRO MACHINES °..... 
MICROPROSE 30 GOLF (1 wed). 
MIG 29 (1 MEG) .... 2: as 
MONOPOLY ...... 
MORTAL KOMBAT (i MEG)» 
MR NUTZ (A1200 VERSION) =... 
NEW ZEALAND STORY (Nora) . 
NICK FALOO’S GOLF ....... 
NICKY BOOM 2 ..... et 
NIGEL MANSELL'S WORLD 
CHAMP’SHIP (1 MEG) 15.99 
NIGEL MANSELL’S WORLD CHAMP'SHIP 
(A1200 VERSION) .......... re mS 
NIPPON SAFES (1 MEG) . 
NO SECOND PRIZE 
ONE STEP BEYOND (1 MEG) 
OPERATION STEALTH (NO12) . 
OPERATION WOLF (NO12) 
OVERDRIVE (1 MEG) 
PANG ...... 

PANZA KICK 80: 
PATRICIAN (1 MEG) ....... 
PERFECT GENERAL 
PERFECT GENERAL DATA DIS! 
PERIHELION (1 MEG) + : 
PGA TOUR GOLF + COURSES ..... 
PGA TOUR GOLF COURSE DISK... 
PINBALL DREAMS (1 MEG) 
PINBALL FANTASIES ........ 
PIRATES (NOP) 
PITFIGHTER ........ 

PLAYER MANAGER (NO12) 
POOLS OF DARKNESS... 99 
POPULOUS & PROMISED LANDS $(NOt2) 10.49 
POPULOUS & SIM CITY 20.00... A749 
POPULOUS 2 (1 MEG) + 


CHALLENGE DATA DISK 8249 
POPULOUS 2 CHALLENGE 

DATA DISK (1 MEG)..... ot 2 49 
POWER UP 


(CHASE H.Q, TURRICAN, X-OUT, 
ALTERED BEAST. RAINBOW ISLANDS)14.49 
PREMIER MANAGER (1 MEG) 10.49 
PREMIER MANAGER 2 (1 MEG) 
PREMIERE (1 MEG) 
PRIME MOVER . ‘ 
PRINCE OF PERSIA (1 MEG) . 
PRO TENNIS TOUR 2 ... 
PROVECT X (SPECIAL EDITION) (1 Mes) 10. a 
PUGGSY (1 MEG)+ ..... 
PUSH-OVER (1 MEG) 
QUEST & GLORY 

(BLOOOWYCH, MIDWINTER, 


CADAVER, BAT) (NO12) ... 13,49 
QUESTRON 2 (SSI) ad 5.49 
QWAK © oooccccoes 9.99 
A-TYPE (NO12) ° 7.99 
RAILROAD TYCOON (1 MEG) 14.49 
RAINBOW COLLECTION 


(BUBBLE BOBBLE, RAINBOW ISLANDS, 
NEW ZEALAND SYOMNR rai te e e 
RALLY (1 MEG) + - 
RAVING MAD 

(MEGA TWINS, JAMES POND 2 - 
ROBOCOD, RODLAND) . 
REACH FOR THE SKIES. ...... 


B17 FLYING FORT GRAHAMTAYLORS SPACE CRUSADE+DD 


SHUTTLE (1 MEG). ae 
lA 49 


SILENT SERVICE 2 (1 MEG) (NOP) 
SIM CITY DELUXE 

(SIM CITY, FUTURE CITIES & TERRAIN 
EDITOR) . sounsesnnsn 299 
SIM LIFE (A1200 VERSION) +... 2.99 
SIMON THE SORCERER (1 MEG) ......22.49 
SIMON THE SORCERER (41200 VERSION) 25.49 
SLEEPWALKER.. 

SMASH TV ccc. 
SOCCER KIO 
SOCCER KID (A1200 VERSION) -........ 
SOUP TREK (THE SEARCH FOR STOCK) « 
SPACE CRUSADE + DATA DISK (NO12}14.49 


SPACE HULK ooo. cesses soe 20.49 
‘SPIRIT OF EXCALIBUR (1 MEG) (NOP) 9.49 
SPORTS MASTERS 


(PGA GOLF, INDY 500, ADVANTAGE TENNIS, 
EUROPEAN CHAMPIONSHIP’S 1992) 

(1 MEG) (NO12) 
STAR TREK - Psi ANNIVERSARY 
{A1200 VERSION) ... 
STARBLADE (NO12) .. 
STARDUST ...... 
STEVE DAVIS SNOOKER 
STRATEGY MASTERS 
(POPULOUS, HUNTER, SPIRIT OF 
EXCALIBUR, CHESSPLAYER 2150 
BATTLEMASTER) (1 MEG) (NO12) .... 
STREETFIGHTER 2 18.99 
STRIKER (1 MEG)........ 16.49 
STUART PEARCE’S SOCCER SELECTION’ Ss 
(KICK OFF 2, WORLD CHAMPIONSHIP: 
SOCCER, MANCHESTER UNITED, 
INTERNATIONAL SOCCER) (NO12) 
STUNT CAR RACER (NO12)... 
SUPER CARS (NO12)... 
SUPER CARS 2 (NOP) 
SUPER CAULORON 
SUPER FROG (1 MEG)... 
SUPER HANG ON 
SUPER HERO........ 
SUPER LEAGUE MANAGER (1 MEG) . 
SUPER SPACE INVADERS . 
SUPERSKI 2(NO12) ...... 
SWITCHBLADE 2 (NO12) . 
SWIV (NOP)... . 
SYNDICATE (1 MEG) 
TERMINATOR 2* . 
TFX (A1200 VERSION) « ... i 
THE BLUE & THE GREY (1 MEG)- .... 
THE LOST TREASURES OF INFOCOM 1 
(20 CLASSIC INFOCOM TEXT 
ADVENTURES) (NO12) 

THE SETTLERS + .... 
THEATRE OF DEATH + 
THUNDERHAWK 
TITUS THE FOX 
TORNADO (1 ME 
TRANSARCTICA 
TURRICAN.... 
TURRICAN 2. 

TV SPORTS BOXING (NO12) ....... 
TV SPORTS FOOTBALL (wo12) 
ULTIMA 5 (NO12)...... 
UTOPIA + DATA DISK 1.99 
VIKINGS - FIELD OF CONQUEST a est 1 a 
VROOM (NO12) 

WALKER 
WAR IN THE GULF 

WAXWORKS (1 MEG) 

WHEN TWO WORLDS WAR (1 MEG)’ ® 
WING COMMANDER 1 (1 nia 

WIZ 'N' LIZ + 
WIZ-KID .. 
WONDERDOG + 
WOODY'S WORLD . 
WWF WRESTLING (NO12) .. 
WWF WRESTLING 2 (1 MEG) 
XENON 2 MEGABLAST .. 
XMAS LEMMINGS « 

YO JOE!+....... 

ZAK MCKRACKEN (NO?) . 


20.49 
2249 


21.49 


13.49 
99 


chtsave f 
aly 


PINBALL DREAMS ASSASSIN REMIX SILENT SERVICE 2 REMIER MGR 
13.49 9.99 14.49 11.49 14.49 14.99 11.49 14.49 10.49 
CURSE OF ENCHANTIA (1 MEG) 13.49 JURASSIC PARK (A1200 VERSION) 1949 RICK DANGEROUS (NO12) ZOOL (1 MEG) . 10.49 
CYBERPUNK = 14.49 K240 (UTOPIA 2) (1 MEG) oo... 18.49 ROAD RASH ..... ZOOL (A1200 VERSION) 18.49 
NOP = will not work on A500 — cvaenspace (1 MEG) « 22.99 KGB oss. ‘occnsune@049 ROBIN HOOD LEGEND QUEST ZOOL 2 (1 MEG)... 16.99 
Plus, A600 or A1200. D-GENERATION.. 13.49 KICK OFF 2(1 MEG) (NO12). 1949 ROBOCOD AEG (A1200 VERSION) 
US, or . DARKMERE (1 MEG). 17.49 KINGDOMS OF GERMANY (1 MEG) *...1949 ROBOCOP 2... EDUCATIONAL 
NOI2 = will not work on the DARKSEED (1 MEG)... 21.49 KINGS QUEST 1+ 10.99 ROBOCOP 3 (NO12) ...... : 
DENNIS (A1200 VERSION) . 49 KIT VICIOUS «. 116.99 ROLLING RONNY (NO12) ....00..0 ADI ENGLISH (11-12 YRS) .. ; 
A1200. DENNIS + ....... KNIGHTMARE 13.49 ROME (1 MEG) ... ADI FRENCH (12-13 YRS) . . 
DESERT STRIKE G MEG) 4 KNIGHTS OF THE SKY (1 MEG) 12.99 RORKE'S DRIFT + , aaa ADI FRENCH (13-14 YRS) ona t 
1 MEG = requires at least 1 MEG | OISPOSABLE HERO- ......... 99 KRUSTY’S SUPER FUN HOUSE .........18.99 RULES OF ENGAGEMENT 2+ ‘ADI JUNIOR COUNTING (6-7 YRS} 14.49 
f DIZZY PRINCE YOLKFOLK . 7.99 LAST NINJA 2 (NO12).....+:cc00000» +799 RYDER CUP (A1200 VERSION} Phe ADI JUNIOR READING (4-5 YRS) 14.49 
\of RAM to run. DIZZY'S EXCELLENT ADVENTURE .....16.49 LEGEND (WORLD OF LEGEND) 13.49 RYDER CUP ‘ ADI JUNIOR READING (6-7 YRS) 14.49 
\e = NEW Item DOGFIGHT (1 MEG) * so. 99 LEGENDS (KRISALIS) (1 MEG) 18.99 SABRE TEAM.. ADI MATHS (11-12 YRS) ... 16.99 
z DONK (1 MEG)... LEGENDS OF VALOUR (1 MEG) ........23.49 SABRE TEAM (A1200 VERSION) « ADI MATHS (12-13 YRS) ... 16.99 
DOODLEBUG LEISURE SUIT LARRY 1 a MEG)* ....12.99 SCRABBLE (US GOLD) .... ADI MATHS (13-14 YRS) . 16.99 
688 ATTACK SUB (NO12) ..... 10.49 DRACULA (1 MEG: LEMMINGS . SECOND SAMURAI (1 MEG) ALVIN'S PUZZLES LOGIC 
A-TRAIN (1 MEG) .. 22.99 DREAMLANDS LEMMINGS 2 SECRET OF MONKEY ISLAND (1 99 AND SPELLING GAMES (6-8 YRS) 13.99 
A-TRAIN CONSTRUCTION SET (1 MEG)12.49 (TRANSARTICA, STORM MASTER, LEMMINGS DATA DISK - OH NO! 8.99 SECRET OF MONKEY ISLAND 2(1 MEG) 24.49 AMOS EASY (FIRST STEPS TO 
A320 AIR-BUS (1 MEG) (NOP) -18.99  ISHAR) (1 MEG) = ...... .99 LINKS - THE CHALLENGE OF SENSIBLE SOCCER ('92/93 SEASON) 13.49 PROGRAMMING) 
A320 AIRBUS (USA VERSION) a 1 MEG) 2 a 49 DREAMWEB (1 MEG) «. 99 GOLF (1 MEG). SHADOW OF THE BEAST 2 (WITH T- ae 9.49 FUN SCHOOL 2 (2-6) 
ADOAMS FAMILY (1 MEG) ...... DUNE (1 MEG) ...... a : LIONHEART ...... ae SHADOW OF THE BEAST 3 FUN SCHOOL 2 (6-6) 
ADVANTAGE TENNIS tte DUNE 2- BA’ FOR ARRAKIS (1 MEG)...20.49 LOMBARD RAC RALLY...... SHADOWLANDS © ooo. cccsccnsas FUN SCHOOL 3 (2-5 YRS) .. 
AIR BUCKS DUNGEON MASTER & LORD OF THE RINGS ..... SHADOWOALOS (NO12) _. FUN SCHOOL 3 (5-7 YRS) ... 
AIR FORCE LORD OF THE RINGS 2 - SHOOT-'EM-UP CONSTRUCTION KIT wore) 99 FUN SCHOOL 3(7+ YRS) 2... 


FUN SCHOOL 4 (2-5 YRS) 
FUN SCHOOL 4 (5-7 YRS) .... 
FUN SCHOOL 4 (7+ YRS) ccc 
FUN SCHOOL SPECIAL - 


MERLIN'S MATHS (7-11 YRS)... 16.99 
FUN SCHOOL SPECIAL - PAINT 'N CREATE 
EDUCATIONAL ART (5+ YRS) + 16.99 
FUN SCHOOL SPECIAL - 


SPELLING FAIR (7-13 YRS) ...... 
MEGA MATHS (A’ LEVEL COURSE) 
MICRO ENGLISH “* 
MICRO FRENCH . 
MICRO GERMAN 
MICRO MATHS 
MICRO SCIENCE 
MICRO SPANISH ova 
NODOY’S BIG ADVENTURE. 

(FOLLOW UP TO NODDY'S PLAYTIME) 17.49 
NODDY'S PLAYTIME (EDUCATIONAL 
PROGRAM FOR CHILDREN AGED 3+) 


(1. MEG)... 17.49 
PAINT POT 2 (4-10 YRS) ........ 13.99 
WHICH? WHERE? WHAT? (4-8 YRS) ...13.99 
3D CONSTRUCTION KIT 

(WITH FREE TUTORIAL VIDEO) 12.49 
3D CONSTRUCTION KIT 2... 32.49 
AMOS (GAMES CREATOR) 30.49 
AMOS 3D (REQUIRES AMOS) 22.49 
AMOS COMPILER (REQUIRES AMOS) 19.99 
AMOS EASY (FIRST STEPS TO 
PROGRAMMING) woocscce 22.49 
AMOS PROFESSIONAL 


(MORE COMPLEX VERSION OF AMOS)32.49 
AMOS PROFESSIONAL COMPILER ..24.49 
DELUXE PAINT 3 (WITH ANIMATION) ... 10.49 
DELUXE PAINT 4 (1 MEG) 
(HAM MODE & ANIMATION) . 
DELUXE PAINT 4 

(AGA FOR AMIGA 1200 WORKS IN 

256 COLOUR AND NEW 8-BIT HAM MODE) 


sreveeeed 55.49 


60.49 
ACCOUNTS oocccessesescsinee 5.49 
HOME ACCOUNTS 2 v5.49 


KIND WORDS 3 WORD PROCESSOR ...30.49 
MINI OFFICE 

{WORD PROCESSOR, SPREADSHEET, 
DATABASE AND DISK UTILITIES) 
PEN PAL WORD PROCESSOR 
POWERWORKS 

(MAXIPLAN PLUS SPREADSHEET, KIND 
WORDS 2 WORD PROCESSOR INFOFILE 
DATABASE) (NOP) .. 19.99 
PUBLISHER (PAGE LAYOUT PACKAGE). 
CAN PRODUCE BLACK AND WHITE 
NEWSLETTERS, FLYERS, ANNUAL 
REPORTS AND MAGAZINES. REQUIRES 
ONE EXTERNAL DISK DRIVE OR HARD 
DRIVE (1 MEG) (NO12) soseenee 049 
TECNOPLUS BUSINESS PACK FOR AMIGA 
{WORDWORTH WORD PROCESSOR, K- 
SPREAD 2 SPREADSHEET AND K-DATA 
DATABASE) (1 MEG) ..... 66. 
WORDWORTH V.2 WORD PROCESSOR 

(1 MEG, AGA COMPATIBLE)... 76.49 


AMIGA CD GAMES 


ALFRED CHICKEN +... 
BURNING RUBBER + 
D/GENERATION + 
DONK +........ 
LOTUS TRILOGY | (voTus 1,2, < . 
MICROCOSM + 
PINBALL FANTASIES ° 
ROBOCOD + . 
RYDER CUP 
SLEEPWALKER 
TEX* 

ZOOL +. 


NIGEL MANSELL 


> 
MAN UTD EUROPE 


15.99 9.49 


JOYSTICKS 
BOLLISTICK HAND HELD 
JOYSTICK 
(wICROSWITCHED, 


AUTOFIRE) 


- d 10.99 
CHEETAH 
BUG JOYSTICK 
(MICROSWITCHED, 
AUTOFIRE) 
13.99 


COMPETITION PRO EXTRA 
JOYSTICK (CLEAR BASE, 
MICROSWITCHED, 
AUTOFIRE) ....... 49 


FREEWHEEL 

STEERING WHEEL (DIGITAL) 
FOOTPEDAL) SUITS MOST = 

25.99 


GRAVIS JOYSTICK WITH 
FOAM PADDED GRIP. 
ADJUSTABLE HANDLE 

} TENSION & eet 


KONIX 

SPEEDKING JOYSTICK 

(AUTOFIRE) 10.99 
LOGIC 3 DELTA 
RAY JOYSTICK 


‘OFIRE) 


) 11.99 
LOGIC 3 PINTO 
MINI JOYSTICK 
(MICROSWITCHED) 10.99 
LOGIC 3 QUATRO 
JOYSTICK 
(MICROSWITCHED) 10.99 


7 LOGIC 3 SIGMA-RAY 
) JOYSTI 
(icroswnrcHeD, 
11.49 4 


MINI 

COMPETITION PRO 5000 
JOYSTICK 
(MICROSWITCHED) 3.99, 


POWER PLAY CRUISER 
TURBO JOYSTICK 
(MICROSWITCHED, 
AUTOFIRE) .... 
QUICKJOY 
FOOT PEDAL 
FOR AMIGA 
OR ST. 


TRANSFERS ANY JOYSTICK 
FUNCTIONS TO FOOT PEDALS. . 18.99 


QUICKJOY JET FIGHTER 
JOYSTICK (MICROSWITCHED, 
AUTOFIRE). 11.99 
QUICKJOY QJ1 ps 
JOYSTICK 
pa aaa Si), 
7 


DRIVING GAMES 


= 


QUICKJOY TOP 

STAR JOYSTICK - 
(MICROSWITCHED, AUTOFIRE) 
17.49 


QUICKSHOT 

128F 

MAVERICK 1 
JOYSTICK 
(AUTOFIRE) 11.99 


QUICKSHOT 
137F PYTHON OOTAINIE J 
(AUTOFIRE) .......... 


QUICKSHOT 155, 
AVIATOR 1 
JOYSTICK 
(MICROSWITCHED) 23.99 
SAITEK MEGAGRIP 
2 JOYSTICK 
(AUTOFIRE) 


SPEEDKING 
ANALOGUE JOYSTICK FOR 


SOFTWARE, BEIOne) sith 
1 


<a LEMMINGS PACK 1/0 
A 
WARRANTY. SAVE £50 . 


AS ABOVE CoMmpPLETE WITH SONY 14" FST KVM1400 
COLOUR TV/MONITOR AND SCART LEAD. SAVE £70 


BAVE BOD ovescctgcresvassatamnbrsivescetss 
AS ABOVE WITH OVERDRIVE 85MB HARD DRIVE........:000+ 


AS ABOVE COMPLETE WITH SONY 14" FST KVM1400 
COLOUR TV/MONITOR AND SCART LEAD. SAVE £85 


WITH SONY 14" FST KVM1400 COLOUR TV/MONITOR 
AND SCART LEAD SAVE £135 ON RRP on... serene 


SAVE UP 
5 £50 

TOe OVERDRIVE HIGH SPEED HARD DRIVES FOR A1200. 

EXTERNAL DRIVE STYLED TO MATCH AMIGA. PLUGS 


INTO PCMCIA SLOT. EXTERNAL PSU. SEAGATE DRIVE 


UNIT (“THE FASTEST DRIVE EVER REVIEWED BY CU"). 
INCLUDES CIVILISATION GAMEAND AQ TOOLS 
SOFTWARE. 1 YEAR WARRANTY. 


OVERDRIVE HARD DRIVE 85 MB . 
OVERDRIVE HARD DRIVE 170 MB . 
OVERDRIVE HARD DRIVE 250 MB ... 


SCART TELEVISIONS 


& MONITORS 
COMMODORE 1084S 


COLOUR MONITOR 
STEREO SOUND, OFFICIAL UK 
VERSION. INCLUDES AMIGA 
MONITOR LEAD AND 1 YEAR 


WARRANTY. svaceesnseee 


COMMODORE 1940 


MONITOR 

SUPPORTS SVGA AND ALL 
AMIGA 1200 AND 4000 GRAPHICS 
MODES. 0.39" DOT PITCH, 14” 
DISPLAY, BUILT IN STEREO 
SPEAKERS FOR QUALITY SOUND. 
OFFICIAL UK VERSION. 

PC LEAD WITH AMIGA ADAPTOR 
INCLUDED. 284.99 


SONY KVM1400 14” FST 


COLOUR TV/MONITOR 
WITH REMOTE CONTROL. 

60 CHANNEL TUNING, REAR SCART 
INPUT, HEADPHONE SOCKET, TWO 
POSITION TILT, BLACK TRINITRON 
SCREEN, LOOP AERIAL. 

FREE SCART LEAD 

(STATE AMIGA, ST, MEGADRIVE 
OR SNES). 


PHILIPS 15” FST SONY TY (GREY)... 
COLOUR TV/MONITOR = sonvwwith 
WITH TELETEXT AND REMOTE —- FASTEXT OPTION 249,99 


CONTROL, MODEL 15PT161A. 
AUTO PROGRAMMING, FRONT AV 


SOCKETS, REAR SCART INPUT, 2 GOLDSTAR 14 

YEAR WARRANTY, TELEscopic TELEVISION 

AERIAL. FREE SCART LEAD WITH REMOTE CONTROL AND 
(STATE AMIGA, ST, MEGADRIVE SCART INPUT. 

OR SNES) FREE SCART LEAD 

SAVE £15 OFF RAP ...... (STATE AMIGA, MEGADAIVE OR 


PRINTERS 


CANON BJ-10EX BUBBLE JET PRINTER 

64 NOZZLE, 60 COLUMN, 83LQ CPS 2LQ/1 DRAFT FONT, 1 YEAR 
WARRANTY, FREE PRINTER LEAD. A SMALL, PORTABLE PRINTER, 
VERY QUIET IN OPERATION YET GIVING OUTSTANDING PRINT 


CRORES cars Sehentag ree ss aecncetlsssxccaltlthosns» dO .. 199.99 


CANON BJ10 SX BUBBLE JET PRINTER 


64 NOZZLE, 80 COLUMN, 110LQ CPS 2L0/3 DRAFT FONT, 1 YEAR 
WARRANTY, FREE PRINTER LEAD. A SMALL, PORTABLE PRINTER, 
VERY QUIET IN OPERATION YET GIVING OUTSTANDING PRINT 


QUALITY. FASTER AND QUIETER THAT THE BJ10EX.......215.99 


CITIZEN SWIFT 90C COLOUR PRINTER 


9 PIN, 80 COLUMN, 240CPS/S4NLQ, 6NLQ FONTS, 2 YEAR WARRANTY, 
FREE PRINTER LEAD. A 9 PIN PRINTER WITH COLOUR FACILITY AND 


FULL PAPER HANDLING FUNCTIONS. 


CITIZEN SWIFT 200C PRINTER + COLOUR KIT 


24 PIN, 80 COLUMN, 216CPS/72LQ 6 LQ/1 DRAFT FONT, AUTO SET 
FACILITY, INPUT DATA BUFFER, AUTO PAPER LOADING, ENVELOPE 


PRINTING, 2 YEAR WARRANTYFREE PRINTER LEAD. «.-...216,99 


CITIZEN 240C PRINTER + COLOUR KIT 


24 PIN, 80 COLUMN, 240CPS/80L0, 9LQ/1 DRAFT FONT, 2 YEAR 
WARRANTY, FREE PRINTER LEAD. ADVANCED VERSION OF 24E WITH 


AUTOSET FEATURE AND LCD CONTROL PANEL 1259.99 
EPSON LQ100 PRINTER 


24 PIN, 80 COLUMN, 250 CPS/72 LQ, 8 FONTS (2 SCALEABLE), QUIET 
50DB NOISE LEVEL, EASY TO USE CONTROL PANEL, FREE PRINTER 
LEAD. 1 YEAR WARRANTY. EXCEPTIONAL QUALITY LOW COST 24 


EPSON STYLUS 800 INKJET PRINTER. 


48 NOZZLE, 80 COLUMN, 150CPS LQ, 360DP! RESOLUTION, 4 
SCALEABLE FONTS, LOW RUNNING COSTS, EASY TO USE CONTROL 


PANEL. FREE PRINTER LEAD. 2YEAR WARRANTY —.. 29.99 


COMMODORE AMIGA A600 


WITH DELUXE PAINT 3 AND LEMMINGS 
GAME, BUILT-IN TV MODULATOR, MOUSE, 
WORKBENCH 2.0, 1 MEG RAM EXPANDABLE 
TO 10 MEG, 1 YEAR IN-HOME SERVICE 
«174,99 


COMMODORE AMIGA A600 LEMMINGS PACK 1/0 


COMMODORE AMIGA A1200 LEMMINGS PACK 2/0 
WITH DELUXE PAINT 3 AND LEMMINGS, 
MOUSE, BUILT-IN TV MODULATOR, 

2 MEG RAM EXPANDABLE TO 10 MEG, 

32 BIT 68020 14 MHz PROCESSOR, AGA 

GRAPHICS CHIPSET, WORKBENCH 3.0, 
‘1 YEAR IN-HOME SERVICE WARRANTY. 


COMMODORE AMIGA A1200 LEMMINGS PACK 2/0 
+464,98 


COMMODORE AMIGA A1200 LEMMINGS PACK 2/0 


COMMODORE AMIGA A1200 LEMMINGS PACK 2/0 
AS ABOVE PLus OVERDRIVE 85MB HARD DRIVE COMPLETE 


COMMODORE AMIGA Ai200 


DESKTOP DYNAMITE PACK 
WITH WORDWORTH 2.0 AGA WORD 
PROCESSOR, DELUXE PAINT IV, 

p, PRINT MANAGER, OSCAR AND 

<! DENNIS, MOUSE, TV MODULATOR, 
' 2 MEG RAM EXPANDABLE TO 10 

=) MEG, 32 BIT 68020 14 MHZ 
PROCESSOR, AGA GRAPHICS 
CHIPSET, 1 YEAR IN-HOME 
WARRANTY. SAVE £50 


COMMODORE AMIGA CD-32 CONSOLE 

WITH OSCAR AND DIGGERS GAMES. 

CD BASED CONSOLE WITH AMIGA A1200 
POWER, 256,000 COLOURS FROM 16 
MILLION, FAST 68020 PROCESSOR, 

2 MEG RAM AND 11 BUTTON JOYPAD. 

CAN PLAY AUDIO CD'S AND CD+G DISCS. 
FULL MOTION VIDEO ADAPTOR AVAILABLE 
. SAVE £14... 285,99 


COMMODORE FULL MOTION VIDEO ADAPTOR FOR CD-32 
(VIDEO-CD MPEG ADAPTOR). GIVES THE CD-32 THE CAPABILITY OF 
RUNNING VIDEO FROM CD WHEN THE SOFTWARE BECOMES AVAILABLE. 199.99 


COMMODORE AMIGA CD-32 AS ABOVE 
COMPLETE WITH SONY 14" FST KVM1400 COLOUR 
TV/MONITOR AND SCART LEAD. SAVE £43 ON RAP ......0..0s00 465.99 


FOR A FREE COLOUR CATALOGUE 
PLEASE CALL 0279 600204 


MICE 


ALFA MEGAMOUSE 2 FOR AMIGA OR ST. 


ANTI-SURGE PLUG ne ANY ELECTRICAL 
DEVICE (EG. COMPUTE! 


260 DPI, HIGH QUALITY MOUSE FOR ICONSOLENIDEO). PROTECTS YOUR 
A BUDGET PRICE. .. VALUABLE EQUIPMENT AGAINST 
DATALUX MOUSE Fo! DAMAGING ELECTRICAL SURGES. ...12.99 
LEGEND TRACKBALL FOR “** MEMORY UPGRADES 
LEGEND TRACKBALL FOR 

REPLACES STANDARD MOUSE FORALL —-1 MEGABYTE A600 RAM 

COMFORTASLE, ERGONOWIG FEEL Apr’ WH CLERK aie 
SUITED MAINLY TO RIGHT HANDED usERS. 4 MEG PCMCIA UPGRADE 


OR 
A1200. PLUGS DIRECTLY INTO SMART 
CARD SLOT. THESE ARE NOT BATTERY 
BACKED AND CAN'T BE USED AS A era 


23.49 
RSD TRUEMOUSE FOR AMIGA OR ST. 


200-400 DP! RESOLUTION. COMFORTABLE = ONLY AS RAM, .....ssssssssessssssesessenes 
FEEL AND LONG 
CORD .. 118.49 
MOUSE M. ) 
SPONGE BACK AND GOLOUR PRINT ...5.99 MISCELLANEOUS 
MOUSE MAT WITH SPONGE BACKING 4.99 CITIZEN PRINTER DRIVER KIT, ....... 
DELUXE WORK CENTRE (RSD) 
FOR AMIGA 41200 99 
A pte cons 
I-FI 7 
PHONO INPUT). 9 METRES een 99 DELUXE WORK CENTRE (RSD) 
FOR AMIGA A600... 


MONITOR LEAD - Kite wt PHILIPS 
M8833 MK2 OR CBM 1084S MONITOR 7.99 


MONITOR LEAD - ATARI ST TO PHILIPS 
M8833 MK2 OR CBM 1084S MONITOR 7.99 


SCART LEAD - AMIGA TO 
GOLDSTAR TV ..0.,-sstsntecrensesoosnsegeeasse 9.99 


SCART LEAD - AMIGA TO PHILIPS TV...9.99 
SCART LEAD - AMIGA TO SONY TV...... 9.99 
SCART LEAD - AMIGA TO TELEVISION WITH 

INPUT 9.99 


EXTERNAL 3.5" DIS: A 
WITH SONY/CITIZEN DRIVE MECHANISM. 
880K FORMATTED CAPACITY, QUIET, HIGH 
QUALITY, SLIM LINE DESIGN, COLOUR 
MATCHED METAL CASE AND LONG REACH 
CONNECTION CABLE. 99 
SCREENBEAT STEREO SPEAKERS FOR 
AMIGA OR PC. REQUIRES 4AA BATTERIES 
OR MAINS ADAPTOR. DESIGNED 
SPECIFICALLY FOR COMPUTERS, 


SCART I INCLUDING MOUNTINGS FOR 

NULL MODEM CABLE .. .8.99 ATTACHMENT TO MONITOR. ............ 18.99 
SCREENBEAT MAINS ADAPTOR FOR 

PRINTER LEAD Ape 15 basen os SCREENBEAT SPEAKERS . > 


FOR AMIGA, ST OR PC 
SWITCHER BOX FOR AMIGA, ST OR “sy 


ZYDEC AMIGA POWER SUPPLY (SPECIAL 
COOL RUNNING TRANSFORMER) ...... 32.99 
ZYDEC STEREO SPEAKERS FOR AMIGA 
WITH BUILT-IN AMPLIFIER AND VOLUME 
CONTROLS. ciisevitbesssessatnwosioacahpeonan 27.99 


ROBOSHIFT INTERFACE FOR AMIGA OR ST 


PORT. MANUAL SWITCHER. REQUIRES 
SWITCHER LEAD .......ccseseesssscaeestnsuee 18.99 
SWITCHER LEAD (STRAIGHT THROUGH 
CABLE). CONNECTS AMIGA, ST OR PC TO 


SWITCHER BOX. 1.6 METRES PLUGS MOUSE & JOYSTICK INTO ONE 
PARALLEL (MALE TO MALE 25 WAY Lyn foun 12.991 MEGABYTE A500 PLUS RAM 
CONNECTORS) oo.ccccssssssssessssernsrersenaeeted UPGRADE WITH CLOCK ......cesserensenet 29.99 


ANALOGUE JOYSTICK ADAPTOR on 


AMIGA. ALLOWS ANY 15 PIN ANALOGUE 
POJOYSTICR TO Be USED ON ALLAMIGas LOTS MORE AVAILABLE 
WITH GAMES THAT FEATURE ANALOGUE | PLEASE RING FORA 
FOUR PLAYER JOYSTICK ADAPTOR CATALOGUE 0279 600204 
FOR AMIGA OR ST ccsssecesseccssssnsnnsvsees 
JOYSTICK EXTENDER CABLE FOR 
AMIGA OR ST (3 METRES) ssnsscceorsea 6.99 BLANK DISKS 
PORT EXTENSION ADAPTOR FOR AMIGA PACK OF 50 SONY DSDD 3.5" oA 
OF ST (PACK OF TWO). EXTENDS WITH LABELS.. scnevesovevevenr EOD 
JOYSTICK AND MOUSE PORTS BY 
RICMR, cstcraielstrtdnialh ana! 5.99 pack oF 10 TOK MF-200 2.5" Disks 
EXTENSIONLEAD FOR ANY ELECTRICAL Mtr gr nang es 

PACK OF 10 VERBATIM DSDO 3.5” DISKS 
DEVICE (EG.COMPUTER /CONSOLE/VIDEO). 
PROCES NOUR VALUABLE COND MEG WITH LABELS (GRANDED) “seco. snsuiescaed 6.49 
AGAINST DAMAGING ELECTRICAL 3.5" DISK HEAD CLEANER. sssscscccsccssessesl an 


SURGES... 


CHRISTMAS CONSOLE MADNESS 


ALL GENUINE UK VERSIONS 


MEGADRIVE 2 + ALADDIN + 2 CONTROL PADS.. 
MEGADRIVE 2 + SONIC 2+ 2 CONTROL PADS .. 
MEGA CD 2 + ROAD AVENGER ........ 
GAME GEAR + COLUMNS 
GAME GEAR + CHAMPIONSHIP TENNIS + PENALTY KICK 

+ COLUMNS FLASH + PAN AMEARICAN ROAD RALLY.......... 87.99 


SUPER NINTENDO + STARWING +1 CONTROL PAD .........112.99 
SUPER NINTENDO + MARIO ALLSTARS +1 CONTROL PAD ...112.99 
SUPER NINTENDO + ee TURBO 

< ++122.99 


+000039,99 


stexeseeP 1SO0 
seeeeeee 12.99 
229.99 


GAMEBOY + TETRIS + HEADPHONES 
+ BATTERIES + TWO PLAYER LEAD 
+ FREE KONIX HOLSTER..........:cecrseeessceeersserererenee 


We only brands. We sell 
mes ai ripherals all at amazing prices for Megadrive, Master Sysiam, Game 
ear, Super Ni NES, Gameboy, NES, Lynx, Amiga, Atari ST, PC, CD ROM and Apple 
Special Retaece Shih Snee al Saridgoworh i & Che ford 

ms 
eer Both opn 10am til 8pm Seven a Week! 


Supply official UK products. Official supphiers of all leadi 


Special Retorwe members can have all this.. can YOU? 

~ READ NRG" Regular Club Magazine 

= CHOOSE from our Huge Selection 

_-- BUY at Best Possible Prices 

~% SAVE with our Special Deals 

SAVE more with our XS Coupons 

WIN up fo £10,000 worth of prizes FREE 
JOIN now from just £4.00 


We only supply members but you can order as you join 


There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 


As a member of Special Reserve you'll receive regular issues of 
NAG magazine. NAG is our 48 page colour club magazine sent bi- 
monthly only to Special Reserve members. NRG contains: 
1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 
. Reviews in colour and latest information on new products 
. Charts and Release Schedule, to help you choose and plan 
The best prices. Just one purchase will save you your joining fee 
Hundreds of Special Offers. Top games at prices you won't believe 
XS Super Savers. Money-off coupons worth over £180 a year 
BIG £10,000 TARGET PRIZE COMPETITIONS. !n every issue 
f NRG, exclusive to members, free to enter. 


That's why over 180,000 people have joined Special 
Reserve, the biggest games club in the World! 


0279 600204 


Open 10am til 8pm Seven Days a Week 
Order/Contirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 
We pride ourselves on our after-sales service, (18 customer service lines) 
Inevilably some games listed may not yet be available, Please phone sales on 
0279 600204 to check availability before ordering, In the event of delay we issue 
refunds on request at any time prior to despatch. We reserve the right to change 
prices without prior notification. E .& O.E. 

Registered Office : inter-Mediates Lid, 2 South Block, The Maltings, 
Sawbridgeworth, Herts. CM21 9PG. 

Club Shops at Sawbridgeworth (above address) and at 
43 Broomfield Rd, Chelmsford, Essex. 

All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges, We supply hardware only to UK mainland addresses. 


MEMBERSHIP FEES 6 tla ONE YEAR TWO YEARS 
iL 
MEMBERSHIP 


UK MEMBERS 4.00 


OVERSEAS EC MEMBERS 6,00 
OVERSEAS WORLD MEMBERS 7.00 


7.00 


9.00 


18.00 


WE ONLY SUPPLY MEMBERS BUT YOU GAN ORDER AS YOU JOIN. 
THERE ARE NO SURCHARGES ON TELEPHONED ORDERS (UK) 
H (PLEASE PRINT IN BLOCK CAPITALS) GALL 


Postcode 


Machine. 


inter membership number (if be rerigr eg om or 


ee 


LL PRICES INCLUDE UK POSTAGE & VAT 


Ea 


heque/P..O./Access/Mastercard/Switch/Visa (Switch Issue No. 


Signature. 


i Chermee payable to: SPECIAL RESERVE 
1 P.O. BOX 847, HARLOW, CM21 9PH 


' Overseas Orders gincharta (EC or World): Software orders 
please add £2.00 per item. Non-software Items please add 
25%. Hardware Items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 


NEW Ansa 1200 packs 
e AMIGA CD® CONSOLE 


AMIGA @i=** CONSOLE 


TEIN | AMIGA. 600 AMIGA 600.) AMIGA 600. 


FREE! SILICA 


Fo@dL. 


= Osc. An &. DIGGERS 
a ‘AR & 
SOFTWARE PACK b Imes 


ZOOL is the software pack 
of the year. It includes: 
Zool, Transwrite, Pinball 
Dreams and Striker - Value 
£127.92. 


All Amigas from Silica a 
(excluding CD* and ) 
FREE 200. ae a d, FREE! 4 

: E pack and, 
se " many of them also include ee. a 
1 =" GFA Basic and Photon Paint Il. 
Check individual panels for details. 


on, 


2 ad 
4 


as 


TECHNICALLY SUPERIOR | * oer Oe SS on consis ne 2 


ba technology. 4 x taster than « 68000 CPU 
AMIGAN CD QUALITY STEREO SOUND 
16.8 MILLION COLOUR PALETTE 
256K MAX COLOURS ON-SCREEN 
GAMES FROM BELOW £20 
PLUGS INTO A TV OR MONITOR 


ZOOL - Piatiorm Tite of the year - 97% Amiga Comp - Nov 92 £25.99 FAYE ISIC Go 
TRANSWRITE - word Processor and Spell Checker . £49.95 Ton AbEGK 600 ee obi Transiers data almost tance as tas? as 


Te AMIGA 600, 
BUILT.IN ve ORIVE 
BUILT-IN TY MODULATOR = 


ordinary CD-ROM drives 
MULTI-SESSION 

ALL data on CDs, even # the 
mnloenation was added aller nhat pressing 
FULL SCREEN VIDEO-CD 11/93 


PINBALL DREAMS - Piet simuaion-Se% aut-Sepr's2 £25.99 
STRIKER - Soccer Simulation - 94% CU Amiga - June "$2 --.++++ £25.99 


ZOOL PACK: £127.92 


BUILTANN tem DRIVE & TY MODULATOR. 
(Ges HARD DISK = 
EPIC ASCH ADVENTURE .... 

ROME - ROLE PLAYING ADVENTURE £25.99 


BUILTAN tee DRIVE BTV MODULATOR: 
CELUXE PAINT Hil... £79.99 


DELUXE PAINT Hil 
GFA BASIC V3.5 - Powerful Basic Programming Language ... £50.00 LEMMINGS TOs RICAN FORDLIR CH fs 4 Te Ce can he COse - computa 
PHOTON PAINT I! - Powerful Graphics Painting Package... £89.95 9 (See Top lum) £127.92 FRO (See Tope) £127.92 | F (Gee Top Let ence ere ioe ee oe 
a TOTAL PACK VALUE: £407.90 TOTAL PACK VALUE: £494.87 PACK VALUE: 
TOTAL VALUE: £267.87 LESS PACK SAVING: £218.90 LESS PACK SAVING: £295.87 PACK SAVING 11 BUTTON CONTROL PAD 
—_— SILICA PRICE: £189.00 SILICA PRICE: £199.00 SILICA PRICE: 2 FREE CO TITLES 


PREViOUSY SSOE 


"The Mega CD (£269) will only 
work when plugged into the | » COMPATIBLE WITH 26 CDTV TITLES 
Mega Drive (£129), therefore the PECTED BEFORE CHRISTMAS ‘33 
price shown is the total 
combined price of both models. 
The Amiga CD32, however, is a 
standalone system which works 
without additional units. 


INC VAT - AMC 0649 


prEviOUSLY SORE 


FREE DELIVERY 
FREE 
SOFTWARE 
SEE 

BELOW 


LAP PY 


i 


ag 


3 & 


LUS! FREE FROM SILICA 
Photon Paint Il 


Hutchinsons 
Encyclopedia CD RAP £29.99 4 
A fascinating and unique Ret CSS au2 4 
reference tool comprising the 


7 7 complete Hutchinsons 
Encyoopedi 
: CDPD - 600 Public 
Domain Titles ARP £19.99 


Over 600M of Public Domain 
software and shareware. 


Dim Arniga 1200 @ Dehuxe Punt WV AGA 
Oenns Wordwoith V2 


1 YEAR RETURN TO SILICA WARRANTY 


goto nine ey ong Osear Prat Manages ; includes word processors, data 
: a Fr (See Top Len) tue A} 1500 £699.99 bases and spreadsheets ec. 
RACE ‘N’ CHASE DESKTOP DYNAMITE Kelas pf arene | | games and utilities 
EXPANSION SLOTS 
PC COMPATIBILITY - 
VIDEO SLOT - 
Ferwtareed paths 
PC-XT BRIDGEBOARD SUPPLIED .. £100.00 ” ‘ 3 
ear Le par i a eee os ES ee Enables your Am a 500 ts run COTY sot an | Sica are a fully authorised Amiga 
PUZZNIC c: . dealer. We can upgrade Amiga 600 
Plays normal aude CD discs 
TOKI “ ad or 1200's with hard drives, for new or 
ELF - Dec AT AMID 4820 ‘Storage capacity equal 0 600 foppy GSS | existing owners, without affecting 
ey HOME ACCOUNTS : c aria ||6s, 214= Transier time 153Kbisecond Commodore's official on site 
INC VAT AMC 1597 DELUXE PAINT li 1 og Eb Riba Compatitte with CD +G andCD+MIDI formats | warranty. We offer other upgrades 


2h 209: See Top Left) : Compatible with S09660 standard and repair service for A500 and 
= : f ° “ A500nus computers 
INC VAT AUC 1808 f TOTAL PACK VALUE: £1422.76 = on i © ‘Some old ASQQs need moxificalion ~ ca er seats 8 comput a 
for maxcenam - F 2 


= 207 trmeenal IE Hard Deve Opens LESSENS Seite Srtere Latest test equipment 
BROOUEC Process ~ 1419me Dock Speed 1 Year On-site Warranty SILICA PRICE: £399.00 20 trained ti 


ea Architectirn/ ue Chip RAM [ 

Anniga DOS v3.0/ Baden TV Modutator ‘Approved 2.5" Hard Ove RAP SOSH SECATSLOTS 
AA hip Set/ 16.8 Mithon Colours Fined correctly setow metal salety ubeelt - does sot VEC rT 
1.22.8 CPU/RAM Expansion Sit svabcale way pat, ho 


PCM Sart Card Stat Gowered ty Commmedors’s Oticial 1 Year On-Site Warranty — 4 
96 Kiry Keyboued with Numene Keypac Look tor Spraal Oriaciat Upgrade sicker INC VAT - AMB 16m 39 FLOPPY DRIVE 


MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-309 1111 
Order Lines Open. Mon-Sat 9.00am-7.00pen (Sat 9.00aen-5.30pen) No Late Night Operwny Fax No. 061-305 0608 


LONDON SHOP: 52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000 
Opening Hours: Mon-Sat _9.20am-6.009m No Late Night Opening Fax No. 071-323 4737 


Before you decide when to buy your new 
besa oh Kp arp teen FE thy Conaitey We have demonstration and training facilites at all our stores. 
cm it. Consides THE FULL STOCK RANGE: 
al yet bate oe beri] All of your Amiga requirements are available from one supplier 
Sitlonal Pedghertis: oF solbeas, or tai FREE CATALOGUES: 
‘and advice. And, will the company you buy Will be mailed to you, with special reduced price Amiga offers, as 
from contact you with details of new products? At well as details on all Amiga software and peripherals. 
Silica, we ensure that you will have nothing to wory PAYMENT: 
penal ban 4 sf unrivalled ——— — mere we pelea ae We accept most major credit cards, cash, cheque or monthly terms 
jirements wil in rst im J f %- 
Complete and return the coupon now for ous latest FREE Werature and APS coe <eriaae ees GFL reqiael 
begin to experience the "Silica Service” 
@ COMMODORE APPROVED UPGRADES: 
Official Hard Drive upgrades with ICL on-site warranty. 


—d _ E PAGE : 
@ FREE OVERNIGHT DELIVERY: . itiale- ‘ 
On all hardware orders shipped in the UK mainland. > ( LS | Mr/Mrs/Miss/Ms: ....... Initials: .......000000+ Surname: 
TECHNICAL SUPPORT HELPLINE: Company Name (if MCADIA)® ..ccsscccostsssssereseresseseen 
A team of Amiga technical experts will be at your service. z= pany (if applicable) 
PRICE MATCH: - 


We match competitors on a “Same product - Same price” basis. 
ESTABLISHED 15 YEARS: 

We have a proven track record in professional computer sales. 
PART OF A £50M A YEAR COMPANY: 


With over 200 staff - We are solid, reliable and profitable & ) HOT 1 1 . : 
BUSINESS + EDUCATION + GOVERNMENT: L) LINE = Teh (OMB): 5 osnscasencasosdsesrensovsaryserpentesstuedsessseanseace «Tel (WOK): ....sssssseeseseesnsesseesensccnsssnnnnnarsensennessterten 
Volume discounts are available. Tet: 081-308 0888. case ome Which computers), if any, dO yOU OWN? q......---s+0-- .. 104R 


EOE - Advertised prices and specifications may change - Please return the coupan for ihe latest information. 


LONDON SHOP: Selfridges (Gacemert Arena), Oxford Street, London, WIA TAB Tel: 071-629 1234 
Opening Hours: -7.00gen 


9 Hoe Mon-Sat 9.30am- m Late Night: Trersday - Bom = Extension. 3914 - 
SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 40X Tel: 081-302 8811 
__Opening Hours: Mon-Sat 9.00am-5.30pm Late Night: Friday 7pm Fax No: 081-309 0017 
ESSEX SHOP: Keddies (2nd Floor, High Street, Southend-on-Sea, Essex, SS11LA Tel: 0702 468039 

Opening Hours: Mon-Fri 9.30am-5 30pm (Sat 9.00am-6.00pen) Late Night: Thursday - 7pm Fax No: 0702 468039 


IPSWICH SHOP: Debenhams (2nd Foe), Waterloo House, Westgate St, Ipswich, IP1 3EH Tel: 0473 287092 
Opening Mours: Mon-Fri 9.3Gam-5.30pm (Sat 9.00an-6.00pm) Late Night: Thursday - 9pm Fax No 0473 287092 


F THE OLB MAN 


WAS TRYING TO 


NOW THE 
EVit DEAOLY FEELERS 
OVER THE LAND 
ACROSS 
THE GAP. 
REACHING 
TOWARDS THIS 


EVIL... 
OHHH , IT SEE 
EV/L... 


EVIL, 
BORN DEEP 
BENEATH THE 
CITY... FAR 

FROM THE 
LIGHT OF 


GROWING, SAFE 
BELOW A SKY OF 
STEEL», SCHEMING 

IN) THE DARK 
uw GATHERING 
STRENGTH.,,, 


D 

WHAT DOES 

THis Evil 
WANT 


y 
FEAR THE 
EVIL WANTS 


You / 


fs Ss 
FOSTER ! 
SENSORS 
CEeETECT 
INCOMING 


PIPED UP-- 


THE EVIL ? 
THE EV/L (5 
THEN THE NEARLY 
REST OF US HERE - 
HEARD /T, 
Too, 


(T SOUNDED 
MORE LIKE A 
"COPTER THAN 

A DEMON. 


STW ee 
DN 


ii 


FOSTER! RUN! VO 
HIDE FROM THE 
\ Bvt! ) 
~~ 


— BETTER NS 
FOSTER ! +EZ2ZT< > a THEN, AS 
>eZZT< MAKE MY NM 4 SUDDENLY 
H-HELP / STZZETSC »-¥ AS IT STARTED, 
NEXT Sopy THE SHOOTING 
MOVE >TZ«< STOPPED. 
FASTER, 
FOSTER.,, 


HE WAS ONLY 
A ROBOT, 
BUT, WELL, 

Z LOVED THE 
LITTLE GUY. 


YI | 
Cel THELE WAS 
A MOMENT'’S 
SILENCE As 
THE COPTER 


WHOEVER IS ) Tele Tie 
| IN CHARGE CEAGER 

HERE, COME 

MN FORWARD-- 


AT ONCE, 
COMMANDER 
REICH, 


: ONLy A FOOL 
WOULOVE ARGUED 

WITH THAT 
FIREPOWER. 


y 


we WAN'T 

TO TAKE 

HIM AVOME 
AGAIN, : 


SOMEONE ' : 
WHO DOESN'T ))) a 
BELONG HELE,..WHO : r 4h ij MY MIND 
WASN'T BORA IN THIS : —, Me RACING, IT 
GARBAGE DUMP... WHO WY) Sd REMEMBERED 
CAME FROM THE WC A WHERE I'D SEEN 
CITY AGA oy, THAT SYMBOL 
CHILE... BEFORE... 


, 


> y gs _ 
, . THE DAY 
er m ; MY MOTHER 
> 


MAb / 
WELCOME 
TO THE GAP, 
ROBERT / 


YOURE 
ONE OF US, 
NOW, 


AS HE PATCHED 
ME UP, THE OLD 
MAN HAD GENTLY 
EXPLAINED THAT 


NOTHING HE COLILD 
DO FOR MOTHER. 
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I'M VOUR ; 
SKZZT< FRIEND 

we CALL ME 
>TZZT< JOEY 


NOW YOU'VE COME 
OF AGE, SON / 
WE FOUKID You, 


FOSTEREC fie 


THE RUNAWAY 
OR WE'LL SHOOT 
EVERYONE -- 
STARTING 
Wit You 
GRANDAD ! 


A 


NO, MY ; 

; aN Oe SON! DON'T PNA 
ee tees Se MET THE EVIL SCAN EVIL HAD 
WANTED. fa TAKE you! 


“ON - COME TO 
RUN | rere AA, THe GAP, 
JUST AS 

HE SAID. 


BUT HAD THE OLO 
MAN SEEN WHY (T 
WANTER ME? 


iT WAS Too 
LATE TO ASK 
Ain Now. LEAVING 
DESTRUCTION 
ZONE, COMMANDER 
REICH. 


GOOP 
DETONATE -- 


' “SF, 


THE OLB MAN 
TAUGHT ME. 


LAND IN THE 


CENTRAL SECURITY 
COMPOUND. 


A PAWN MY 
TRIBE WOULD 
“| NEVER SEE, f-. 


THEY WERE NO YES, SIR. 
MORE THAN A LOCKING ON 
NOTE IN REICH 'S 


4 


—S—— re 
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Y GUIDANCE Vee 

A SYSTEM! 

1 IT'S GONE 
CRAZY / 


WERE 
GOING TO 
MIT / 


MAYBE I'D 
GET SOME 
ANSWERS VOW. 


v 
. 


m (& IT SURVIVED 
ANOTHER 
YOPTER CRASH... 


INTERACTIVE 
entertainment 


VIRGIN INTERACTIVE ENTERTAINMENT (EUROPE) LIMITED, 
338A LADBROKE GROVE, LONDON W10 SAH. 
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STUNT CAR RACER AMIGA 
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#08 : Stunt Car Racer 


£24.99 - MICROSTYLE - GEOFF CRAMMOND - 1989 


- 8 PLAYERS (T) & 2 PLAYERS (S) - 1 DISK [ 


This is one of the most exhilarating racing games of all time. 
Taking fast and fluid racing, exciting tracks, full of death-defying 
leaps and banked corners, as you try to get past the opponent driver. 
It really has never been done better. 


Made by Geoff Crammond, who had already made a name for 
himself with the racer Revs, this for me was his pinnacle racing 
game. Sure his Grand Prix is a technical marvel, but it’s a 
simulation, where as this is full on arcade racing fun. That doesn’t 
mean it’s not realistic in its way, it all feels as it should, with its 
inertia and breakneck speeds. It’s just, where else are you going 
to be put on a sky high track by a crane and race jumps and bumps? 


The game moves all at a blistering pace, with each time you push 
the car a little too much, you hear the cracking of the chassis, seeing 
your damage depicted as a growing crack across the car frame, 
making you wonder if the whole thing will hold together. But over- 
drive it you must, if you want to win the four divisions and make 
it to the Super League with even faster cars. Then when all that's 
done you can hook up two Amiga’s, or an Amiga and an Atari-ST 
and race another person. It is all racing perfection, and I am thrilled 
to see it make it so high on our top 50 list. DRISK 


If it says Geoff Crammond, then you know you 
are in for an amazing game. 


SELECT 


Wi. Hall of Fame - 
: 
ee rractise 


8-4. Load/Save/Replay 


ert wees ee, oe 


In the game you can practise all the tracks or 
start the racing season. 
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| WHAT WE THINK? 


DRISKY SAYS: 


This is the best racer on the Amiga. Geoff has made a stunning racer, 
and for me this is the best game he has done (I am an arcade racer at 
heart). There is something about the sense of speed and death-defying 
racing he has achieved here, that I haven’t seen anywhere since. 


Sure you could decry, the lack of music, the simplistic graphics, but it’s 
got it where it counts, in the full on fast and furious gameplay. In fact 
the only thing I wished of the game was more tracks and in 2004, thanks 
to a reverse engineered version we got eight more tracks to enjoy. 


So come on, let me bring my our Amiga to your house and lets do some 
link-up racing. 


RETRORIC SAYS: 


What a game Stunt Car Racer was and still is. I'm completely surprised 
it was never remade, a PSI or PS2 remake could have been epic and 
even a new polished remake on modern systems with net play and 
multiple cars could have been a blast. 


There were only 2 racing games I really played back on the Amiga, the 
first was Indianapolis 500 for its insane crashes, instant replays and 

3 Z 2 multiple cameras, and Stunt Car Racer. Whilst Indy 500 was a decent 
3D racing sim, Stunt Car Racer had an amazing career mode across 4 
divisions with 8 incredible tracks that became more and more technical. 
You couldn't just stick the pedal to the floor and fire the nitrous, you 
had to have real skill and track knowledge to even complete the 6 harder 
circuits, let alone win a race. There was even a serial link mode for 2 
player action but alas, we never got it together back in the day, what a 
shame! 


A stone cold Amiga classic that needs a modern remake, done in the 
spirit of the original. 


KINGY SAYS: 


I spent more time in the air with Stunt Car Racer than I thought I was 
playing a flight simulator. Joking aside, I'm with Drisky - this is most 


definitely the best racer on the Amiga. There is a sheer thrill to these 
elevated tracks, which induce a fear of heights as you whizz around 
them. I love the Lo-Fi polygonal look of games like this - I don't need 
fancy details; I just want a good arcade feel of racing, and this game 
perfectly delivers that. Who can forget the exhilaration of boosting 
your speed as you approach the drawbridge? This is my favourite Geoff 
Crammond game. 


RGDS AMIGA TOP 50 GAMES 


WHAT THEY THOUGHT 

‘The game really comes into its own when you race against 
_ friends, either in a league, or ideally by using the twoecomputer 
data-link. Even linking a vanilla machine to the fastest Amiga 
you can buy works perfectly. There are no pretty sprites or copper- 
list skies, just a few smart title screens between races and shots 
of the winner's podium. The whole thing is rounded off nicely by 
a comprehensive manual with a potted history of motor sport and 
some great action photos. No one could identify all the cars. In 
future years. when most games have been forgotten and aged 
joystick jockies reminisce of the games of their youth. Stunt Car 
Racer will be one of the titles which gets cited as a true classic.’ 


100% - Amiga Computing - Vol 2 No 10 
- March 1990 - Simon Rockman 


‘Who said brain games were the best? Even the author of a classic 
intelligence tester must fancy a bit of high-speed action from time 
to time. Which is presumably why Geoff Crammond not only wrote 
the classic game Sentinel but has also written Stunt Car Racer. 
And that's just what it's about: the player takes control of a stunt 
car and has to drive it around eight death-defying tracks. 


The player's aim is to become Division One champion in the Stunt 
Car Racer League, but to do that you'll have to get to Div 1 first, 
Starting in Div 4, you have to race both other drivers in the 
division on both tracks. Points are awarded to the winner of the 
race (who gets two points) and the competitor who put in the 
fastest lap during the race (who earns just one). 


At the end of the season the competitor with the most points is 
promoted to the next division, but of course once you get out of 
the fourth, you always stand a chance of being relegated if you 
finish the season in last place. Make it to the top of the first to 
earn a chance to take part in the Super-league and race against 
some expert competition in better cars (faster with better brakes). 


The action is all viewed from the cockpit and the controls are 
very simple: push forward on the joystick to accelerate, pull back 
to brake and move rt left-right to steer_ What's not so easy is 
staying on the elevated tracks which twist and turn, dip and rise 
the whole way round. Each race consists of three laps of the track 
and the race is over when either car crosses the finish line or 
one car becomes a wreck. 


Fall off of the track (or even take a jump incorrectly and come 
down too heavily on the other side) and you'll incur chassis and 
structural damage. Too much damage and the car becomes a 
wreck and 'race over. However. before starting a season it is 
possible to practise the track so you can learn exactly where to 
use the nitro boost and where to decelerate (it would be far too 
easy to just blast around the track willy-nilly) before competing 
for real. 


GRAPHICS AND SOUND Rewving engines, crashes, screeches 
and scrapes - all of which sound great. The graphics are superb: 
extremely fast, and well animated. Excellent stuff. 


JUDGEMENT This is gripping stuff: Action all the way - you 
really will be holding your breath as you go flying over the jumps 
and gritting your teeth with determination when you see your 
opponent go whizzing past. All it lacks is an instant replay option 
to allow an out-of-cockpit view of those spectacular crashes’ 
93% - Amiga Format - Issue 6 - Jan 1990 - Andy Smith 


‘adrenaline-pumping, gut 
wrenching high speed 
action that'll keep you 
engrossed for months.’ 

- CVG 
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Before each track you are treated 
to a course layout, so you can plan 
your racing. 


Li 825) 
| — 0544) 


The game does a fantastic job of 
making you feel you are doing death- 
defying racing and stunts. 


Li B52) 
L_—9032) 


As you race, stress and a 
cracking sound, greets you as you 
race to the edge. As you watch 
the crack grow, you begin to 
wonder if the rust bucket will 
hold together before the end of 
the race. 


Win a race and you are treated to 
this great victory screen. 
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The group of racers are an 
eclectic bunch. 


fall off the edge, you are lifted by 
a crane and dropped on to the 
track. 


/ 


ie ee 
2 ee 


The tracks are awesomely designed 
and are great to race around. 


The tracks has some fantastic 
jumps in the game. 


The high jump track is 
particularly bowel loosening as 
you make the jump. 


‘Tf you win the league you're promoted to the next division; come 
last and you're relegated. To help you out, there's a load/save 
game option, which comes in very handy indeed. If you manage 
to win the first division, there's a surprise in store — a super- 
league in which you drive a car that's twice as powerful as the 
normal one! 


Every aspect of Stunt Car is superlative. The options are great. 
and allow up to ten players to participate at once in a giant 
league, and there's also a data-link option for head-to-head 
battles. The graphics are marvellous. 


with solid-filled 3D roads and cars moving at high speeds, and 
a nicely drawn engine (complete with turbo flames) in the 
immediate foreground. During play, you get completely engrossed 
in the action — the feeling of "being there" is uncanny, with the 
car bouncing around on every bump and jump. The 3D effect is 
amazing, and coupled with the brilliant joystick feedback, the 
whole thing is unbelievably realistic. The tracks are superbly 
designed, starting with a fairly straightforward, but bumpy oval, 
and progressing to such delights as the ski jump. complete with 
massive (and I mean MASSIVE) jump, and roller-coaster track, 
which has enough hills to turn the stomach of the hardest drivers. 


The gameplay is very tough and challenging, but is highly 
addictive too — getting promoted to division one takes loads of 
practice, but it's well worth it And even when you do that, the 
super-league is a whole new ball game. with new tactics required 
to tackle each track successfully. Quite simply. Stunt Car is the 


best racing game yet seen on a home computer. Check it out 


Amiga and Spectrum versions are currently being programmed. 
The Amiga will be slightly smoother than the ST and will have 
better sound effects. The Spectrum version promises to be one of 
the most amazing games yet seen on that machine — virtually 
identical to the ST! Yes indeed!! The only difference is that it'll 
be monochrome rather than colour — but who gives a fig when 
the game-play's this good? 


Stunt Car is utterly brilliant, and offers adrenaline-pumping, gut 
wrenching high speed action that'll keep you engrossed for months. ’ 
- REVIEW FOR ATARI ST 


3% 


fo - C+VG - Issue 93b - Aug 1989 - Julian Rignal 


The budget re-release is fantastic value, although it was missing the amazing 
manual of the full price game. 


‘Set on eight roller coaster-style racing tracks, Stunt Car Racer 
is a very arcade orientated racing game . One person can 
compete against the computer, or if a few mates are around 
challenge them to a multi-player game. There are four divisions 
and you start in the fourth, the goal is simple — reach division 
one and become top racer. Two courses make up each division: 
in four there are the Little Ramp and The Hump Back, three 
contains the Stepping Stones and the BIG Ramp. Division two 
boasts the High Jump and the Roller Coaster, and, most difficult 
of all, division one has The Ski Jump and the Drawbridge. 


Eleven other racers are after the fame and glory as well as you, 
and none of them stops till they have turned your car into a 
mangled wreck. After the options have been sorted a division 
table is shown, which tells you who is where in the league and 
contains some amusing mug shots of the competitors. The 
player's eye view is through the front windscreen, so all that's 
visible of the car are the front wheels and the massive V-8 
engine with its wicked looking exhaust ports that spew flames 
when the turbo booster kicks in. Inside the car is the steering 
wheel and several readouts to tell you the amount of laps 
completed (four in all), 


the amount of turbo boosts left etc. As the racing track is a fair 
way up, the car is winched up on a crane and given a drop 
start, but It's advisable to use the practice mode until you are 
confident enough to tackle the racing season, because your car 
is capable of speeds in excess of 230mph. 


To be promoted in the division league you need to win every 
race in a season and up against some of these computer chappies 
this is very difficult. And don't think that bombing around the 
track with the turbo screaming will win you the race, because 


most of the time all it gains you is an extra couple of inches of 


damage to the crash-o-meter. Stunt Car Racer is an action- 
packed racing game that had us all on the edge of our seats. 


Background graphics are sparse but when hurtling round a 
bend at colossal speeds sightseeing is your last consideration. 
Sound is also thin on the ground consisting mainly of spot 
effects, but again with your eyes glued to the track this is a 
minor irritation. Fighting your way to division one is a long 
and dangerous path, but it is well worth the effort. 


OTHER FORMATS The Spectrum version should be with you 
by the time you read this, PC and Amiga games will appear 
soon. Normal prices are expected to apply.’- REVIEW FOR 
ATARI ST 


93% - The Game Machine - Issue 24 
- Nov 1989 - Mark Caswell 
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The purpose of the game is 
to promote your way through 
the four divisions and so 
reach the Super League. 
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Of all the tracks, The Roller 
Coaster is my favourite track to 
race on. 


4 
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The other stunt car dragster car 
you are racing against is well 
depicted. 
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You can get some serious air on 
The Roller Coaster course. 


/ 


Going on the piste with The 
Ski Jump course. 
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The other racers are awesome racers 
and so quite a challenge. 
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Going full Eddie The Eagle Edwards 
on the Ski Jump track. 


Careering around the corners at 
breakneck speeds, is so exciting 
in the game. 


Sen. 


LS Bec) 
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Chasing the other car at breakneck 
speeds is such a lot of fun. I would 
love to link up to Amigas again 
to do 2 players. 


Fall off the track and you are left 
in the dust literally. It takes ages 
as well for the crane to put you 
back racing as well. 


xmas MYTH 


OF. 
TOBE WON!! 
XMAS DAY AT THE ARCADES 
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‘T've always looked to Geoff Crammond to deliver the goods - 
who can forget Revs arid the classic The Sentinel. Geoff hasn't 
been around the scene of late, but now he's really surprised us 
all with what must be one of the best racer games this year (looks 
like that's going to be a common phrase this year), and all this 
with next to no hype. The C64 game is obviously the most 
remarkable program with speed easily comparable to the Amiga 
game and a highly effective illusion of speed. I'd have liked more 
than one opponent to race against in the races to give it that 
much more of a race feeling. But as it stands Stunt Car Racer 
provides immense fun as you leap over obstacles, jump gaps and 
bum round corners with no thought for safety or margins of error 


- great stuff!’ 


92% - Zzap 64! - Issue 56 - Dec 1989 - Robin Hogg 


‘Geoff Crammond (remember him, the author of Revs?) has done 
an amazing job on the maths involved in getting both the hand-ling 
of the buggy and the response to gravity just right. Inertia works 
perfectly, and you realise after the first time you try it, that racing 
up a hill at full pelt with your finger on the thrust button isn't a 
good idea. You suddenly run out of road to race on and plummet 
downward, rejoining the track with a nasty smash up. Crashing 
isn't advised, it has to be said. 


Every time you do anything to damage the car a crack appears 
on the left hand side of the windscreen. It gradually works its 
way across every knock, until it reaches the far right of the screen, 
at which point your car falls apart and is considered a wreck. 


I've said it before but the graphics are incredible, and that doesn't 
only apply to the movement of the track in relation to you. The 
other buggies are amazing to watch, too. It's almost worth losing 
the race so that you can follow the other car along the track, 
watching it bounce around realistically. 


Sound too, provides some of the most realistic revving and 
acceleration noises yet heard. But that's not all. There's plenty 
of other additions — like the facility to link up your Amiga with 
a friend, either Amiga or ST owner, and have a head to head race 
via a modem link, Or the league option. You start the game bottom 
of division four, with other drivers (computer controlled) in your 
division. You have to race the computer cars over the two tracks 
assigned to your division, and gain enough points to be promoted 
to the next division. An amazing game, almost perfect in fact. A 
‘must buy' for all Amiga owners.’ 


92% - CU Amiga-64 - Dec 1989 - Tony Dillon 


‘First of all, let's get all the usual superlatives out of the way. 
Stunt Car Racer is flippin' brrrrrrilliant. There's no other word 
for it. Well, there's brrrilliant with slightly fewer 'r's in it. It's 
a very simple idea - racing another car round a bumpy track - 
and it's perfectly executed. There. This reviewing lark's easy. 
erm... The first thing that 
strikes you about Stunt Car Racer is the way the perspectives 


(Another paragraph please. Ed.) Oh... 


work to create an excellent emulation of reality. (Eh? Ed.) What 
I mean is, that when you go crashing off the side of the track, 
you will literally lurch forward and brace yourself for the impact. 


That's how involved you will get. The speed and smoothness of 


the scrolling is largely to thank for this, along with the solid 
and realistic nature of the graphics. 


A special mention must also go to the sonics. Forget about music 
- that's for shandy drinkers - what you get here are incredibly 
realistic (‘cos they's sampled) gut-wrenching, bending metal 
sounds as you swerve around a corner with your frame shot to 
pieces. And sick making crunchy noises as you hit the ground 
having fallen silently through about a hundred feet of fresh air. 


But that's only two major noises, in addition there are loads of 


other screechy, clangy, bendy effects that are guaranteed to have 
you clenching your teeth and praying your ‘buggy' won't fall to 
pieces halfway through an accurately executed jump. And that's 
another thing. The tracks are all cleverly designed so that it's 
not just a matter of belting round like Duncan when he's given 
the honour of parking the Publisher's car, (although the sounds 
are the same) each track is a mix of Dunc's driving, and more 
considered and ‘intelligent' driving. For example, it's better to 
take some bumps slowly and accelerate on the down side, rather 
than hit them at two thousand miles an hour and spend the next 
10 seconds gliding through the air before landing nose first with 
your suspension knackered. 


I would have liked more special features however, along the 
lines of The Drawbridge. It has a section of track that rises and 
falls as you race, forcing you to reach it at just the right time, 
‘cos if you don't, you either go plunging over the edge, damaging 
your suspension, or smash into it with a resounding... er... crash, 


bang, wallop. 


For many people one thing that will add to the games lasting 
appeal is the option which allows you to connect two computers 
together (even an Amiga to an ST) and race head to head. In 
the future this will doubtless give me the chance to take on 
Duncan and whip his ass, but for the moment racing against 
Brian Blessed and Co is keeping me fully occupied. 


As it stands, Stunt Car Racer is a fantastic mix of Microprose 


simulation - style graphics and fantastic arcade style 
addictiveness. It's a well thought out, very playable game which 
must rate as one of the best games of the year. Stunt Car Racer 
proves that MicroStyle can really cut the mustard. Actually it 
doesn't, it proves they can produce a pretty, damn brilliant racing 


sim thingy and who cares about mustard anyway? ’. 


92% - Zero - Issue 2 - Nov 1989 - Duncan MacDonald 


(. 


888888! 


The Hump Back is one of the less 
madcap courses you will face. 


The other racers are brilliantly named, 
giving them a sense of personality. 


"It's the car, right? Chicks love the 
car." 
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"If my calculations are correct, when 
this baby hits 88 miles per hour, 
you're gonna see some serious shit." 


/ 


Bly) baie ‘baie 


(SSeS RRR ERR EES 
r 4 


The High Jump, is one hell of a 
ride. 
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The Stepping Stones, must be 
tackled at the perfect speed 
to make all those jumps. 


"Here's the deal. I'm the 
best there is. Plain and 
simple. I wake up in the 
morning and I piss 
excellence." 


vane? = pol 

ee a4 =|=10 irs, x 
"Does this thing go any faster? 
We're kind of in a hurry, and 
I could really open her up, if 
you wanted me to drive." 


"I'm just here for the gasoline." 


PUTTY TRAINSD... 


aed 


‘There s not much variety of graphics, and the sound isn t amazing. 
but the gameplay is great. We linked up two of our Amiga's in 
the office for a head-to-head and had the most fun we have had 


for ages. The game is still a lot of fun with one player verses the 


computer, but it might become a bit boring after a while. If you 
know someone who has an Amiga you can link up to, Stunt Car 
Racers is a must.’ 


80% - Amiga Action - Issue 5 - Feb 1990 - Doug Johns 


‘Another Geoff Crammond masterpiece, this is far removed from 
the realism of Formula One Grand Prix. Here the action takes 
place on roller-coaster-style tracks, complete with incredibly steep 
hills, ramps and huge gaps to jump. Performing huge leaps and 
nitro-boosting round banked bends is a_stomach-churning 
experience, and it's all too easy to veer off the side as you race 
to the limit against a solitary computer driver. You then suffer 
the ignominy of being hoisted back onto the track by a huge crane, 
and watching your opponent zoom into the distance. 


Whether you're far behind or way ahead, there's always the 
incentive to go for the fastest lap to earn an extra championship 
point. There are four divisions of three drivers and two tracks 
each, with promotions/relegation's at the end of the season. It's 
a tough challenge to rise through the ranks, but the emphasis is 
on fantastic fun — there's nothing quite like just making it across 
a huge ravine! 


Fast 3-D ensures an exhilarating experience, though the drill- 
like engine noises irritate. Presentation is excellent with 
options to practise all the tracks, enter an eight-driver league, 
play head-to-head against a real-life opponent via modem 
cable, and save position and lap records to disk. It all adds up 
to a supremely playable racer with a unique, refreshing style.’ 
- ROUND UP REVIEW 

94% - Amiga Force - Issue 1 - Nov-Dec 1992 - Phil King 


‘There are too few tracks, but thankfully they're all great. Kin 
have saved you the trouble of hunting through games exchanges 
to find this classic racer by Sir Geoff Crammond. Every Amiga 
owner should be forced to own a copy of this classic by law.” 
- RE-RELEASE BUDGET REVIEW - £5 


91% - Amiga Power - Issue 41 - Sept 1994 - Mark Winstanley 


if YS are i=l" Th ii! 


You get some photo finishes in some of the races. 


‘The effect of speed is excellent, and the realistic feeling of 
racing at height is sure to unnerve even the least acrophobic 
among us. It must be said, this is how EA's Powerdrome 
should have felt (it certainly had plenty of exciting gameplay 
elements). Stunt Car Racer feels quite wonderful and offers 
sufficient lasting challenge with the league system and the 
data-link option, which allows two ST or Amiga owners to 
race against each other. This is all very well for anyone 
suitably equipped, but the less fortunate among us you can't 
help wishing for more variety in the courses — even pseudo- 
random ones. How about an add-on disk?’ 


- REVIEW FOR ATARI ST 


84% - The One For 16-Bit Games 
- Issue 11 - Aug 1989 - Gary Penn 


[Other Reviews: G: 96%, JK: 91%, ACE: 905/1000, 
AUI: 9/10, J: 80%, S: 66.67%, R: AA: 92%, 
Z: 91%, AM: 90%, AF: 89%] 


WHO MADE IT 


Geoffrey J. Crammond - Designer, Concept, 
Programmer 


A true veteran of the gaming world. Geoff started work 
at Marconi programming main frames in Fortran. But 
after buying himself a BBC Micro, he started to make 
games for the machine. 


His first game was released in 1982 by Acornsoft and 
was a Space Invader clone called Super Invaders. 
This he followed in 1983, with a flight simulator game 
called Aviator. But it was in 1985, with his realistic 
racing simulator called Revs, that he really made a 
name for himself. He followed this up with the 
intriguing strategy and puzzle game, The Sentinel, 
which was another smash hit. 


His next game was Stunt Car Racer released in 1989, 
followed by Microprose Formula One Grand Prix 
or World Circuit as its known in the US. A stunningly 
good and realist Fl racing game. (The only reason it 
failed to make our list here, is it’s tough to play today, 
as technology has moved on). 


After the Amiga he continued his Grand Prix series, 
with Grand Prix II in 1996, Grand Prix 3 in 2000 
and Grand Prix 4 in 2002. 


Norah Crammond - Designer, Concept, Programmer 


She helped with the concept and programming of Stunt 
Car Racer and aided with Technical Assistance on 
Microprose Formula One Grand Prix or World 
Circuit as its known in the US. 
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Crash your car, and you see your 
smouldering wreckage. 


vim 


The RAW BRIOGE 


The Draw Bridge has some steep 
climbs for that jump. 


John Cumming 
- Additional Graphics 


Beginning his career porting Firelord 
to the C64. He then co-designed and 
coded the game Zynaps (C64 and 
Spectrum) and the 1988 game Soldier 
of Fortune (C64). On Graphics he did 
Sky Shark, Anarchy, Orion, Intensity, 
Bushido: Way of the Warrior, Stunt 
Car Racer and Ivan ‘Ironman’ 
Stewart's Super Off Road. After 
Rainbow Islands (which he did all 
home computer versions), he worked on 
Paradroid “90 Simulcra and 
California Games II (SNES) . 


Julie Burness - Packaging & Manual 
She helped in some of the design, and 
the layout of the fantastic manual for 
Stunt Car Racer. he then helped in the 
packaging design of Rick Dangerous 
2, F-19 Stealth Fighter, First Contact 
(1990), Oriental Games _ (1990), 
Betrayal (1990), Elite Plus (1991). 
Microprose Formula One Grand Prix 
or World Circuit (1991), Midwinter 
II - Flames of Freedom (1991), The 
Legacy: Realm of Terror (1992), 
Special Forces (1992), Subwar 2050 
(1993), Fields of Glory (1993), 
BloodNet (1993), B-17 Flying Fortress 
(1993), Gunship 2000 (1993), Subwar 
2050 (1993), Pirates! Gold (1994, 
Amiga CD32) and Transport Tycoon 
(1994). 
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Stunt Car Racer TNT (The New Tracks 


£FREE - HOMEBREW - AMIGER - 2004 (OCS/ECS, CD32) 
- 8 PLAYERS (T) & 2 PLAYERS (S) - 1 DISK (1 CD CD32) [ V ] 


Stunt Car Racer, as seen in the previous 
pages is pretty much perfect. It had only 
two points against it in my mind... It 
didn’t work on AGA machines without 
a patch, and I wanted more tracks to 
race on. Then in 2004 the game was 
reverse engineered with eight new 
tracks and worked on AGA and CD32 
machines for free. These might not have 


the stunt madness of the original tracks, 
but in many ways the faster designed The eight new tracks are expertly 
tracks are a lot more fun, as youreally done, and a load of fun. 

can put your foot to the floor and let in 
burn. 


The tracks are called Dizzy Descent, 
Witty Way, Crazy Caper, Amazing eee eee ee 


Adept, Jerkily Jump, Evilly Episode, 
Teasing Temper and Rat Race. 
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So if like us in RGDS Towers you adore 


288288888) 


Stunt Car Racer but are looking for 


more, then track down and play The 
New Tracks edition, you won’t regret it. The track tarmac is in a different 
DRISK colour to the original. 
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It is so great to have 
more tracks to race on. 


From Bullfrog Productions Ltd 
. Wee 
| 


\ 


¥ 


PRODUCTIONS LTD 


GOT 


#07 : Syndicate 


£34.99 - ELECTRONIC ARTS - BULLFROG - 1993 


- 1 PLAYER - 4 DISKS - 1 CD (1MB & CD32) [ M]| V ] 


For me personally this is the best game the Bullfrog ever released 
(and that’s against many amazing games). Set in the future, it is a 
world run by corporations and, as a head of one corporation, you 
must use your cyborg operatives to do a variety of missions, to take 
over all the other regions. 


These missions vary, from assassinations, kidnapping other 
scientists and rescue. All are set in Blade Runner like cities, and 
in a forerunner to games like GTA, you can wander anywhere, hop 
into cars, and carry out your wanton destruction. Or you can grab 
your persuadatron and then brainwash all the other civilians to act 
as cannon fodder or do a conga line, as you surround yourself with 
these hypnotised poor souls. 


All set in the isometric viewpoint, for the most part it works really 
well (although A1200 will scroll a lot smoother), with only indoor 
bits, being a bit annoying as you cannot see in the buildings and 
have to guess where things are by the radar map. Still it’s my only 
quibble, and the upgrading weapons and your cyborgs as you 
progress, more than makes up for it. 


I adore the explosions, the range of distinctive weaponry, from the 
shotgun and uzi, to the flamethrower (watching the people run 
screaming in flames), all the way up to mighty street destroying 
Gauss Gun. Is it wrong to find it all so much fun? A true classic 
and one many (especially those who only played the console version) 
need to play. 


In between missions, you can upgrade you cyborg agents 
and equip them to take on the task at hand. 
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| WHAT WE THINK? 


DRISKY SAYS: 


lL adore this game, it was one I played to death countless times as a kid, 
and still go back to it now and again. Of course much of the shock 


value it once it has diminished, of people screaming on fire, civilians 
caught in the crossfire, as you mini-gun or gaus gun the area...given 
that nowadays every Gary, Terry and Alice game around is at it today. 
But for me the game, thanks to its gritty pixel artwork still holds much 
of its charm and still holds up in its playability. For me Bullfrog’s best. 


RETRORIC SAYS: 


Syndicate was a firm favourite of mine until Cannon Fodder came along 
to take its crown as best squad based shooter, but Syndicate is definitely 


a more in-depth game and has its own uniqueness that makes it worth 
playing. The animations and UI really gave this a far off futuristic feel 
and really set you in that Blade Runner vibe, and the array of weapons 
and power ups can really turn your squad into a bunch of 1984 
Terminators. 


I think where Syndicate falls over a bit is when you have to enter 
buildings as it obscures you characters and can be a little frustrating. I 
always remembered getting annoyed when entering buildings, but it was 

3 3 4 oh so satisfying chasing down a target in a car and blowing them up 
with grenades or something similar. Or lighting people up with flame 
throwers and seeing them running about like a maniac. 


It's not a game I've returned to since back in the day but I think it's time 
to fire it up and give it another blast. 


KINGY SAYS: 


The thrill of assassination lured me to this game. Like the Hitman 


series in the modern era, the gameplay was coldly sinister, and I loved 
it. I get sucked into the concept of planning a mission and sussing out 
how I will execute it. You can't come into a game like this all gung 
ho - you have to peel the missions apart. Oh yeah, there is trial and 
error, but that is fun and learning from your mistakes is what it's all 
about. To quote the old phrase, "/f at first you don't succeed, try, try 
again". 
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WHAT THEY THOUGHT 


‘This is not a game for nice guys. When a fire fight starts it's tough 
luck for anyone caught in the cross fire. Civilians are brutally gunned 
= down. or burned and nobody really minds - apart from the civilians, 


© that is. In some missions is impossible to get to your target without 


wasting a few bystanders. But you're supposed to be playing a right 
bastard in the game, so who cares. 


While the graphics are small, they're certainly detailed. Blade Runner- 
style TV screens adorn the building, pumping out commercials for soft 
drinks. The graphics used to depict the individual citizens of the game 
are small, but very well detailed. especially when they're shot. Pump 
a civilian full of lead and he or she will fly backwards, landing in a 
bloody heap. Blow up a police car and the occupant will leap out, on 
fire and screaming. While these graphics add immensely to the games 
overall look and feel, it's not exactly suitable for younger players. 


This is the game I've been waiting for for years. No holds barred, full- 
out megadeath violence. No morals. no prisoners, just grab the biggest 
sod-Off gun you can find and total a town. The only thing this game 
could be compared to is a real-time version of Laser Squad. but then 
that's in the loosest sense of the word. 


I only have one real criticism. When you walk into a building you cant 
see what s going on The only way to keep track of the action is to use 
the scanner and move the Cursor around the general area as it changes 
shape when it's over another person. This makes for some extremely 
frustrating moments, especially when you're attempting to kidnap 
someone without actually being able to see where they're standing. A 
much better system would have been for the roof of the building you're 
in to disappear - It might not be easy to program, but I suspect that I 
wont be the only one with this particular whinge. 


Apart from that this is one of the best games I've played in years. The 
sheer size. violence and the huge among of action makes for totally 
addictive gameplay. Put all other purchases on hold, this is an essential 
buy.’ 


94% - CU Amiga - July 1993 - Simon Rockman 


‘The violence in Syndicate would easily earn it an '18' certificate in 
the cinema. The shootouts are straight out of a gangster film, with 
agents getting mown down in a hail of bullets. You can even get into 
cars and murder targets as you drive past! Or better still. why not run 
them over at zebra crossings? 


The flamethrower is sicker still, turning its victims into balls of flame, 
screaming as they run around in a dying frenzy. Then there's the 
impressive heavy weapons like the lasers and rocket-launchers which 
can easily destroy whole buildings. Talking of buildings. agents can 
often be hidden behind them. n option of different viewing angles would 
have solved this, but I reckon it'd be an unnecessary complication. 


More surprising is that you don't get an internal view when your 
cyborgs enter buildings — instead you have to use the scanner map to 
guide them, and often have to click several times before they go to the 
right place. 


This is a minor irritation, though, in a magnificently engrossing game. 


It's a cracking 3-D shoot-'em-up and more. The tactical aspect of 


researching extra equipment and arming up your agents for the job in 
hand is enjoyable in itself: Maybe the future isn't so bad after all!’ 


94% - Amiga Force - Issue 8 - Aug 1993 - Phil King 


‘A modern masterpiece, 
The self respecting gamer 
Should ensure they have 
Syndicate nestling snugly 
on the games shelf as 
soon as possible.’ 


- Amiga Computing 


The cool gritty intro, sets the world 
of Syndicate perfectly. 


The game does a fantastic job of 
a thriving Blade Runner style city 
for you to explore. 


Le a < 


The architecture and design of 
the vehicles and outfits, all 
perfectly capture this dark 
dystopian city in which you 
inhabit. 


You can see which countries your 
corporation controls, put up taxes 
and see their level of happiness. 
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For 1993, this open world 
action and RPG game was so 
ahead of its time. 


The games cities are so 
intricate and detailed, it makes 
you want to explore. 


The min-gun is my _ personal 
weapon of choice, I love watch the 
enemies fly back ina hail of bullets. 


As you control your agents from a 
drone airship, it’s impossible to see 
when they are in a building or 
walking under underpasses. 


Quite an experience to live in 
fear, isn't it? That's what it is 
to be a slave. 


‘Vicious is the best way to describe Syndicate), although brutal 
runs it a very close second I can honestly say that I haven't as 
yet encountered anyone who has played It who hasn't liked it 
Strolling around a simulated city in which the inhabitants go 
about their business, blasting enemy agents (or even civilians, if 
the mood takes you), is the best method of relieving stress I have 
ever come across. Destined to become a true classic.’ 


93% - Amiga Action - Issue 47 - Aug 1993 - Steve McNally 


‘Each agent can carry eight items, be they guns, scanners, or 
other special devices. When you've selected an agent you can 
then select the item you want them to use. 


If you select a gun and then use up all the ammunition in the heat 
of battle, the computer will cleverly switch to a weapon with 
ammo in it, allowing you to get on with the task in hand, namely 
that of wasting People. 


Some of the missions involve you traipsing around searching out 
scientists and “persuading them to join your cause, with the help 
of o Persuadertron gun. 


Others involve you being accosted by copious numbers a enemy 
operatives, and your task is simply to explain to them the folly 
of their ways, with the aid of an Uzi sub-machine gun. 


If at all possible you should try and avoid robbing helpless 
civilians of their of their lives. If you spot any cars, you can either 
pump them of lead or leap into them. You can have great fun 
cruising around the town, opening fire on anybody and everybody 
who just happens to be nearby. On some missions you can also 
hitch a ride on trains, which are fortunately far more punctual 
than BR ones and wont be cancelled due to leaves (or dead bodies) 
on the line. 


The graphics throughout are varied and some what tasty, being 
of the variety that’ll make you leap up and down in glee whenever 
you come across a new type of building or feature. The sound 
also helps conjure up the image of a sad, grey future, and the 
gun affects are certainly beefy enough, The way in which everyone 
else goes about their business until you do something against 
them adds considerably lo the gameplay, because you feel like 
you really are just a small part of a living city. 


Between missions you can invest in research into new weapon. 
You can also choose different cyborgs for the missions from your 
stocks. Weapons and equipment can be bought and taxes on 
provinces you rule on be adjusted to increase the amount of cash 
in your reserves. There’s bags of depth, with so many provinces 
to take over. Each mission is subtly different to the previous one, 
so you wont get bored quickly, This is one of the best games 
released for ages, and it deserves a lot of success. Another classic 
from the boys at Bullfrog who, it seems, can do no wrong. 


A modern masterpiece, The self respecting gamer should ensure 
they have Syndicate nestling snugly on the games shelf as soon 


as possible.’ 


92% - Amiga Computing - Issue 65 - Oct 1993 - Dave Cusick 


‘A fully-charged saga of cyber-Induced power struggles, this games 
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got everything. Strategy AND a callous disregard for human life. It 
really is quite difficult to describe why, but I urge you to trust me 
(and Bullfrog, of course) and demand a copy of this game from your 


y 
DIRTY BUSINESS / 

Corporations ge prety in 
Syndicate - rie 


nearest software retailer immediately. 91% 


A1200 Version - Substantially smoother, faster and better - . which 


gets it a well-r, extra 2 percent. 93%’ 


ALVOTIUNAS 


The cinematic cut-scenes are short, 
but really help build the world in 
the game. 


91% (A1200 93%) - Amiga Power 
- Issue 28 - Aug 1993 - Tim Tucker 


‘Syndicate is a very involved game, mixing strategy and arcade 
elements for a truly fun game to play. and one which will keep you 
coming back for mare. Unfortunately tor A500/600 owners. the game 
docs run rather slowly on these machines - it’s still playable. though. 
Still. if there was ever an excuse to upgrade your machine... Although 
there have been power-struggle games before, Syndicate approaches 
the genre from a new direction, and playing it is a refreshing 
experience (as well as a damn good tension release). 


Also, Bullfrog have other missions in the pipeline, along with multi- 
player version where up to eight people can play against each other, 
each using a separate Amiga. Although Syndicate is incredible fun 
and massively addictive. I would have trouble recommending it to 
kids. There arc some disturbing overtone to the game, which 
occasionally go beyond simple Sci-Fi. 


Head Bullfrog Peter Molyneux commented - “I didn't originally set a5 7 


out to create a violent game, but having said that I didn't want to 


pull any punches. Obviously it is violent... but there is nothing I 


would like to see more than ratings in computer games" Well. if 

Christ, Deckard. You look almost 
as bad as that skin-job you left on 
sidewalk. 


Syndicate had a certificate, it would be 18. Having said that. I've 
told you that it is violent so if you're easily '‘persuaded' steer clear. 
You've been warned.’ the 


91% - Amiga Format- Issue 49 - Aug 1993 - Andy Nuttall 


The PC version > 
has a more detailed 
cinematic intro 

to the game. 


Box out on Amiga Format Review. 


A CALL TO ARMS 


Syndicate, being a game based around a violent futuristic world, naturally places a range of powerful weapons at your disposal. Let’s take a look at them. 


PISTOL 
The weakest of all the weapons, but available for no cost. 
Medium range, useful as a back-up weapon 


SHOTGUN 
Pump action shotgun with a large spread of shells. Useful 
at close range 


UZI SMG 
Quick-firing weapon with a medium range. Fires many shells, 
and costs very little to reload. 


LONG RANGE RIFLE 
Highly accurate, with a very long range. Single shot, useful 
for assassinations. 


FLAMER 
Produces a stream of napaim-like ignited jelly which sticks to 
target and burns. Highly sinister. 


MINI GUN 
Heavy motor-driven machine gun with a fairly long range 
Most devastating when fired in short, accurate bursts 


—_ 
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LASER GUN 


Small high-powered laser with a long range and high accuracy 
Useful for sniping and disabling vehicles. 


GAUSS GUN 
Portable long-range rocket launcher, with three rockets. Useful 
for destroying tanks and massacring crowds of people. 


TIME BOMB 
High explosives, complete with timer and detonator. Leaves 
structures intact but erases people and vehicles 


PERSUADERTRON 
The single most important weapon of all. A very short range 
weapon which fires a chemical at a target. and brainwashes the 
target to your way of thinking. The target then"follows you zom- 
bie-style for the rest of the mission 

if you ‘persuade’ 16 civilians you may also ‘persuade’ a 
police officer. Persuade 32 civilians and you can go grab an 
enemy agent to add to your cryogenic stock of cyborgs. You are 
paid at the end of each mission for all the ‘persuaded’ civilians 
who survive 


a ee oe ee 


‘This is what the Terminator should have been! The violence is 


incredibly over the top, with gallons of blood and loads of 
explosions. In fact it's probably a bit much for younger gamers, 
you've been warned. Considering you're charge of up to four 
characters at once, the game is very easy to play, utilising a simple 
point and click control system. There are over 50 missions to 


complete, each requiring individual tactics and specially prepared 


agent Providing you can handle the violence, you'll be playing 
this one for a long time to come.’ 


The missions detail out 
exactly what you need to do. 91% - C+VG - Issue 141 - Aug 1993 - Paul Anglin 


‘Personally, I enjoyed the game immensely, but there are parts. 
for example, where an unfortunate character gets fried by the 
flame thrower and runs around in flames screaming. which some 
may consider unsuitable for the younger gamer. However, if you 
want a game where mindless violence blends with tactical 
decisions, then Syndicate has a lot to offer. I found myself playing 
it not constantly until satisfaction was achieved, as I did with 


If you want a picture of the “ Populous I, but attempting it in two or three hour stints over a 
future, imagine a boot number of days. 

stamping on a human face - 

forever. After being frustrated on a few occasions with one mission. it can 


be tiresome to try again the same day. Inevitably. however, you 
return to the game and succeed. Syndicate appears to me, therefore. 
to be the type of game which has the essential quality of lastability 
that ensures you get value for money’. 


89% - AUI - Vol 7 No 8 - Sept 1993 
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The mouse controls and user 
interface are so well 
designed. 


EVACUATE 


With the persuadertron, you can = =. =~ 
run up to enemy agents and : . 
civilians and mind control them 
to your cause. 


I've seen things you people wouldn't believe... Attack ships on fire off 
the shoulder of Orion... I watched sea-beams glitter in the dark near 
the Tannhduser Gate. All those moments will be lost in time, like 
tears in rain... Time to die. 


Power is in tearing human minds 
to pieces and putting them 
together again in new shapes of 
your own choosing. 
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This is Tomorrow... 
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‘As you'd expect from Bullfrog, the creators of Populous and 
Powermonger, Syndicate is a highly-polished game and no mistake. 
The monochrome animated intro sets the dark mood wonderfully and 
this is sustained in the game itself, even if the gantry-n'-girder cities 
do look more like over-populated steel refineries than thriving 
conurbations. 


Syndicate is a relatively ‘easy to get into' game. The first mission or 
two you can forget about the fiddling with the agents' brains or all 
that research business and Just wander around killing things. It's 
only later - when, presumably, you'll have got used to the well- 
thought-out controls - that you have to start messing around with all 
that complex-looking stuff, and even then you find it's a lot less tricky 
than it appears. In fact, it's good fun. By varying the IPA bars you'll 
soon be able to make your agents do just about whatever you want 
- it's a clever idea and it really works well, giving the player a lot 
of leeway for real tactical and strategic decision making. 


If I'm honest I could have done without the Risk-style world 
domination bit and the weapons research - it's just gets in the way 
of the action in my book. I'd have preferred new weapons to have 
introduced at set points during the course of the game but that's just 
my opinion. 


Also, on the subject of dislikes, I have to say that the isometric-3D 
view, though pretty, can be confusing and it's not unusual to be caught 
with your pants down by a baddy that you didn't see just because 
he's standing behind a wall. Unfair. Those moans aside Syndicate is 
a brilliant game. It may not be quite in the league of Bullfrog's other 
hits but it's a close run thing and, I must admit, there's not many 
games that have kept me glued to the monitor screen for as long or 
as keenly as Syndicate did. Good, violent stuff.’ 


‘Syndicate neatly balances strategy, shoot-em-up fun, and world 
simulation in a way rarely achieved in computer games. Your attempts 
to conquer territory with massively-armed and armoured cyborgs is 
constantly juggled with the budgetary pressures of research, and the 
discontent of populations struggling under the yoke of your imposed 
taxes. A warning should be made: the game is ultra-violent and 
realistic in its gore. If Syndicate was a movie, it would be R18. The 
fact that there is no rating on the box does not diminish the violence. 
Politically-correct persons and concerned parents have been warned. 


Syndicate is not perfect. It would be great to have a two-player mode, 
so you could split command of the team with a friend. Furthermore, 
the tracking of cyborgs and persuaded people is not wholly accurate 
- it's easy for taggers-on, drawn by the persuadatron, to become 


separated from the group and wander aimlessly, and control of 


hijacked vehicles is tricky. Rumour has it that Bullfrog will be 
producing extra mission disks for Syndicate, so you can continue 
gaming after conquering the world. For now, it dominates a small 
niche of games combining action with intelligence. ’ 


8.5/10 - Amiga Down Under - Issue 4 
- Sept-Oct 1993 - Dudley Storey II 


‘Syndicate is a well engineered game with loads of detail, and to 
succeed you'll need a good strategic mind. Con-trolling tax rates to 
maximise profits and minimise the risk of rebellion, while weeding 
out traitors, and continually expanding your global empire is a tricky 
business. And with over 50 missions, Syndicate is sure to provide a 
long-term challenge.’ 


81% - ACAR - Vol 10 No 10 - Oct 1993 - Phil Campbell 


Syndicate, is gloriously gory and I 
love it. 


The game definitely makes you forget 
about your morality. 


For the road gates you are going 
to need to find a car to carjack your 
way across the city. 


It’s really easy to get caught up in 
a shoot out and lose your men fast. 


I love the vehicle designs in the game, 
the metro train above looks awesome. 
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‘Though very atmospheric, the 3D view means it's very easy for 


characters to disappear behind buildings. This means you have to 
struggle to control them via the mini radar display below the status 


area, which can be a pain. The same applies when entering 


buildings. Switching to a cutaway interior view would have been 


more satisfying. Graphically it's good, but doesn't appear to have 


The justice system works swiftly 
in the future now that they've 
abolished all lawyers. 


been enhanced from the A600 version. Nor has the ray traced 
Intro, which was impressive on the standard Amiga but far below 
CD32 standards. 


The main quibble derives from the fact the game was originally 
designed for play with a mouse. In the heat of battle the pad is 
just too slow to drag the cursor to the status area, make your 
selection and drag it back Your men inevitably end up taking hits. 
Unlike Cannon Fodder the scrolling doesn't follow the characters. 
Instead you scroll the map manually with the pad. Useful for 
surveying the city, but it does mean you can sometimes lose track 
of agents. They get scrolled off screen, wander into trouble and 


get blown to smithereens before you know what's going on! 


The intro shows the game’s fantastic visual design Having seen Syndicate many moons ago when it first arrived on 

right from the beginning. the Amiga, I can remember being pretty damn nonplussed with the 

ee whole thing, despite people telling me how cool it was. I dunno. 

CYBORG TECHNOLOGY Maybe it was the Jerky scrolling. maybe it was the apparent 

complexity that put me off. Having been forced to actually sit down 

and play it property (for the purposes of this review) I've had to 
eat my words... well, my thoughts at least. 


The scrolling is perky but you don't notice it too much. Initially 
there appears to be lot more depth than there actually is. The 
3 4 0 strategy involves assigning money to research protects and waiting 
for them to come to fruition. It's really an action game through 
and through. If you like the idea of a seedy Cannon Fodder with 


more and better weapons, then this is for you. 


Thoroughly recommended and a fine addition to the ranks of Gamer 
Suffering because your cyborgs are just a bit too nerdy? Try buying one of the range of 


add-ons that Syndicate offers you to modify your agents Golds. Crime has never been so much fun ... er, where've I heard 
ARMS HEART that before?’ - REVIEW FOR CD32 VERSION 

Enables your ‘borg to carry heavy items improves overall physical strength and 

with no loss of speed. stamina of cyborg 

LEGS EYES i i 

Dlanies it atbase ence elcid eoieed Saige fire mate eommniibla cea casstas 93% - Amiga CD32 Gamer - Issue 13 - June 1995 - Miles Guttery 
the mission zone hazards more quickly 

CHEST BRAIN 

Metallic chest plate to help survive direct Make your agent more aware of his sur 

hits. Also contains explosive charge for roundings, and quickens decision-making 

self-destruction. under pressure 


CHEATS 

Amiga Format Review box-out shows all the 

cyborg upgrades you can do. When naming your company, choose the following names to get the 
following affect: 


NUK THEM 

1 million credits, 

select any mission 

and all weapons COOPER TEAM 
MIKES TEAM 


100 million credits, 
all items researched, 
18 fully equipped agents MARKS TEAM 
OWN THEM 
ROB A BANK 
Speed up time WATCH THE CLOCK 
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WHO MADE IT 


Peter Molyneux - Producer 


Founder and owner of Bullfrog Productions, He started 
in the game industry with the text based business 
simulator game called The Entrepreneur of which he 
apparently only sold only two copies. His next foray in 
gaming happened when his company distributing cans of 
beans was mistaken by Commodore for his company 
Taurus and the database company Torus. This story if 
true, meant he was given a number of Amiga’s and so 
decided to re-enter the gaming market. 


Games he has worked on is many and great, starting with 
the Amiga port of Enlightenment: Druid 2 in 1988 for 
Firebird. But it was his next game in 1989, that would 
make him and his company Bullfrog a household name, 
with the God simulator game Populous, followed by the 
data disk Populous: The Promised Lands. Next in 1990 
was the interesting platform game Flood and and a more 
strategic RTS called PowerMonger. 


In 1991 he released Populous II: Trials of the Olympic 
Gods, that improved on the original game was released 
and the data disk Powermonger: World War I Edition. 
Then in 1993, taking a more production role for the game 
Syndicate and the DLC Syndicate: American Revolt. 
He then continued in 1994 with the fantastic Theme Park 
Game. 


At this point in January 1995 Peter sold Bullfrog to 
Electronic Arts, and then leaving the Amiga worked 
primarily on PC and console games. They continued their 
success in 1995 with the games Hi-Octane, Magic 
Carpet. Then in 1996 with the sequel Syndicate Wars 
and the game Genewars. 


1997 would see Bullfrog’s most successful year in 
monetary terms with Theme Hospital, Dungeon Keeper 
and its DLC Dungeon Keeper: The Deeper Dungeons. 


At Bullfrog’s peak in July 1997, to everyone's shock Peter 
left to go back to a smaller studio where he had more 
control over, the company was called Lionhead Studios 
and here would work on the interesting Tamagotchi 
inspired game Black and White in 2001. Then in 2004 
with the fantastic RPG on Xbox called Fable. He 
continued in 2005 with the interesting if flawed The 
Movies and Black and White 2. 


In 2006 and Microsoft bought Lionhead Studios and 
they continued with Fable II in 2008 and Fable HI in 
2010. 


In 2012 Peter decided to leave Lionhead Studios and 
formed a small dev company 22cans with Tim Rance. 
Here they made Curiosity in 2012, Godus in 2013, Godus 
Wars in 2014 and The Trail in 2016. These games 
through over-promise and issues, have caused much anger 
by some people towards Peter and has tarnished (for some, 
but not me personally) his legacy. 


Les Edgar - Manager 


A successful Electric Engineer, he was 
the co-founder of Bullfrog with Peter, 
and handled the business side of things. 
Les worked on the titles 
Enlightenment: Druid II, Populous, 
Syndicate, Theme Park, Hi-Octane, 
Magic Carpet, Syndicate Wars, 

Gene Wars, Theme Hospital, 
Dungeon Keeper and Populous the 
Beginning. 


Sean Cooper - Creator, Assistant 
Producer, Programmer 


Hired in 1987 by Bullfrog as part of the 
Youth Training Scheme (YTS), he 
quickly proved himself a brilliant 
programmer and designer. His first 
games was doing the art for Populous, 
but his first major contribution was the 
platformer Flood, followed by porting 
and testing the Bullfrog games to other 
platforms. His next game was 
Populous II: Trials of the Olympian 
Gods, Syndicate, Magic Carpet Plus, 
Hi-Octane, Gene Worlds and 
Dungeon Keeper 2. 


Here he left Bullfrog and worked on 
Battlefield 2: Modern Combat, 
Boxhead and most recently in 2023, 
Cities: Skylines II. 


Phillip Jones - Computer Intelligence 


Brought in to do the AI for Syndicate 
and Syndicate: American Revolt. He 
then continued with Magic Carpet, 
Magic Carpet: The Hidden Worlds 
and Magic Carpet Plus. He then left 
Bullfrog and in 2001 did the Heist, 
followed by Harry Potter: Quidditch 
World Cup and the terrible action 
game D.I.R.T.: Origin of the Species 
in 2006. Here he left the game industry 
to work for Hitatchi and inMusic 
Brands. 


Chris Hill - Graphics 


His first game was Euro Soccer in 
1992, but it is work at Bullfrog on 
Syndicate and Theme Park he is best 
remembered. He continued with 
Syndicate Wars and Gene Wars. After 
Bullfrog he did Ball Breakers, F1 2000 
and Battle Engine Aquila. 
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wal Paul McLaughlin - Graphics 


Starting at Emerald Software in Ireland, he worked on 
Treasure Trap and Phantom Fighter, before joining 
Bullfrog to work on the graphics for Powermonger: 
World War I Edition and Populous II: Trials of the 
Olympian Gods. 


He then worked on Syndicate, Syndicate: American 
Revolt, Theme Park, Magic Carpet, Hi-Octane, 
Gene Wars, Populous: The Beginning and Dungeon 
Keeper. 


Moving across with Peter to Lionhead Studios he did 
Black & White, Fable, Fable: The Lost Chapters, 
Black & White 2, Fable: The Journey and his original 
work was reused for Fable: Anniversary. 


Alex Trowers - Level Design 


Beginning with quality assurance for PowerMonger, and 
the level design on Powermonger: World War I Edition, 
Populous II: Trials of the Olympian Gods, Syndicate 
and its DLC Syndicate: American Revolt. 


After the Amiga he did the SNES and Mega Drive graphics 
for Syndicate and then did the level design for Magic 
Carpet, Hi-Octane, Magic Carpet: The Hidden Worlds, 
Magic Carpet Plus and Dungeon Keeper 2. 


After Bullfrog he worked on Ball Breakers, Battle 
Engine Aquila, Dark Messiah: Might and Magic, the 
DS and PSP version of Harry Potter and the Half-Blood 
Prince and the mobile phone games CSR Racing, 
CRS Classics and most recently American Fugitive on 
Windows. 


Russell Shaw - Music & SFX 


He began his gaming career on Syndicate and Syndicate: 
American Revolt. He then went on Theme Park, Magic 
Carpet (and Plus and DLC), Hi-Octane, Magic Carpet 
2: The Netherworlds, Theme Hospital, Dungeon 
Keeper, Syndicate Wars, Populous: The Beginning, 
Black & White 1 & 2, Fable, Fable: The Lost Chapters, 
The Movies, Fable II, Fable III, Fable: The Journey 
and Fable: Anniversary. 


He most recently has worked on Satellite Reign, Two 


Point Hospital (2018), Kynseed (2018) and West of 
Dead (2020). 


Kevin Donkin - Technical Support 


Mark Lamport - Level Design 


Starting with level design on Syndicate, 
Syndicate: American Revolt. He then 
did programming for Theme Park, 
Magic Carpet 2: The Netherworlds, 
Syndicate Wars, Dungeon Keeper 
1 & 2, Populous: The Beginning, 
Theme Park World and Shogun: Total 
War. 


James Robertson - Level Design 


Starting with level design on Syndicate, 
Syndicate: American Revolt. He then 
did programming for Theme Park. After 
he did Fever Pitch Soccer on Mega 
Drive, Casino Inc on PC, The graphics 
on Rollcage and programming for Apex 
on Xbox and Age of Conan: Hyborian 
Adventures (2008) and Age of Conan: 
Rise of the Godslayer (2010). 


Glenn Corpes - Level Design 


Starting at Bullfrog with doing the 
graphics of Enlightenment: Druid II, 
Fusion and then helped design, 
programming and graphics of Populous. 


He followed with the programming and 
design of Populous: The Promised 
Lands, Flood, Powermonger: World 
War I Edition, Populous II: Trials of 
the Olympian Gods, Syndicate and 
Syndicate: American Revolt. 


After the Amiga he did Magic Carpet 
(and Plus), Hi-Octane, Magic Carpet: 
The Hidden Worlds, Tube, Syndicate 
Wars, Gene Wars, Dungeon Keeper, 
Populous: The Beginning, Ball 
Breakers, Battle Engine Aquila, 
Dungeons & Dragons Tactics (PSP), 
Harry Potter and the Half-Blood Prince 
(PSP & DS). He most recently did Shift 
2: Unleashed in 2011. 


Brought in to help code Enlightenment: Druid 2, Fusion and aided with the design and programming of Populous. 


He then helped program and design for Flood, PowerMonger, Powermonger: World War I Edition and Populous 


I: Trials of the Olympian Gods and Magic Carpet. 


| =") 4 This shattering add-on disk for the best-selling 
ie Syndicate, slams you back into a future where 
corporate firepower rules. 
* Recapture the Américas in 27 all naw missions. 
+ Network support for 2-8 players, with 10 
specially designed multiplayer missions. 
| * Activate your homing beacon to call in air strikes. 
+ Clone Shield. disguise your agent.as an 
Innocent civilian. 


Cette fantastique disquette de missions pour le célébré 
| i best-seller Syndicate vous renvoie vers un futur oi les 
corporations se livrent Une lutte sans merci 

« Reconquéte du territoire américain dans 21 
nouvelles missions. 

« Connection en réseau de 2 4 6 joueurs, avec 10 
missions spécialement congues pour plusieurs 
joueurs. 

* Activez votre balise radar pour déclencher des 
attaques aériennes. 

+ Déguisez vos agents en innocents civils grace au 
Dissimulator. 


— Diese fantastische Zusatzdiskette des Top-Titels 
Syndicate versetzt Sie wieder in eine Zukunft, in der die 
erkraft regieren 

+ Erobern Sie Amerika in 21 vdllig neuen Missionen. 

+ Netzwerk-Unterstitzung fir zwei bis acht Spieler mit 
zehn speziell fir die Multiplayer-Option kreierten 
Missionen. 

+ Zur Ausfiihrung von Luftangritfen konnen Sie ein 


AMIERICAN REVOLT’ 
Leuchtleuer mit Zielsucheinrichtung aktivieren 


: b <4 
SYNDICATE" DATA DISK * Clone-Shield fir die Tarnung Ihrer Agenten als 
From Bullfrog Productions Ltd BULLERDG dae rae 


PRooucTiONs L1o 1993 Bullfrog Productions Lid. 
Syndicate and American Revolt are trademarks of 


Electronic Arts. Screen shots represent PC version 
Distributed in Europe by Electronic Arts, 


ELecTRONIc Arts" PO Box 835, Slough, Berkshire SL3 8XU. 
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Syndicate: American Revolt [DLC] 


£12.99 - AMIGA FORMAT - BULLFROG 
- 1993 - 1 PLAYER - 1 DISK [ V ] 343 
After beating all the World in the first game, 
the American Revolt, has the citizens and 
upgraded cyborgs attempt to rise up and gain 
autonomy from your high taxes and autocratic 
control. 


So in 21 (not 25 as Amiga Format mistakenly 
said) really tough missions, you must thwart 
this revolt and continue your corporate regimes 
dictatorship. 


These levels are insanely tough, and a tonne The DLC levels are far tougher to 
of extra explosions going on, so only for fight through. 

gamers who have played through and mastered 
Syndicate should apply. Again A1200 and 
above, or playing the Syndicate Plus pack on 
GOG.com are the best ways to tackle the game, 
to ensure you have the additional speed, as 
your standard A500 does struggle. 

~ al . 
An awesome game and one everyone (not of 

the faint of heart) need to play. DRISK NDIGATE 


The explosions are awesomely 
depicted. 


THE FUTURE JUST GOT DARKER 


‘ey coed He Secaed meres henisian 
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AFTER THE AMIGA: THE SYNDICATE SEQUELS 


SYNDICATE (CONSOLE VERSION) [1994] 


f / SYNDICATE 


[m] The console versions on the 


Mega drive, SNES, Mega CD 
were a different affair, using 
more cartoon like visuals and 
completely different levels. It’s 
not a patch on the original, but 
an interesting alternative to 
enjoy for Syndicate lovers. 


The PC 1994 release, called Syndicate 
Plus, includes both Syndicate and the 
DLC The American Revolt. Not only 
that, but the game runs a lot smoother 
on the PC. Thankfully the game is 
available still to buy on GOG.com for 
less than a fiver (See QR code). 


The sequel is really good, despite 
it loosing the charm of the original 
by switching to 3D as opposed to 
the wonderful pixel art. The game 
is available still to buy on 
GOG.com for less than a fiver and 
is well worth a play. 


Depressing cash in by EA Games. It’s not that its a bad game (it’s an average and competent shooter), but with lacklustre locations and 
variety of the original games, it’s just a real missed opportunity. If it had kept true to the gaming routes, with you and three other agents 
going into a Blade Runner-esqe city, with the ability to see from the first person, it could have been epic. Instead we got yet another 
yawn-fest Call Of Duty wannabe, that was quickly forgotten. Unfortunately the game has been de-listed on PC and so only playable if 
you pick up the Xbox 360 or PS3 versions. 


HISTORY OF BULLFROG & PETER MOLYNEUX 


The history of Bullfrog, especially when discussing Peter 
Molyneux is bittersweet these days, with his recent projects at 
22cans, causing much upset, with some people feeling ripped off, 
by his over-sell and un-delivery of these recent titles. 


Having said that Peter and what he has achieved in his long and 
illustrious career is to be commended and celebrated. As him and 
his skill of spotting talent and then inspiring the team he builds 
up, nurturing and helping them grow have time and time again, 
pushed forward what gaming is and what it can do. Producing 
some of the most beloved games of all time. 


This for me is what we should all remember, Peter’s strengths of 
recognising the early embers of prolific talent (often straight from 
school), then give them the nurture and support, recognise great 
ideas and working with them, with passion to make that team 
produce something great. Sure his sales background and 
personality, means he has always been open to hyperbolic 
statements, that although I am sure he believed them at the time, 
just wouldn’t be possible... But then as the saying goes “Shoot 
for the stars, and you may just hit the moon.” has never been 
truer for Bullfrog and Peter. 


Peter Douglas Molyneux was born on the 5" May 1959, in 
Guildford in England. Beginning with the selling of floppy disks, 
his first foray into making games was to make a text based 
business simulator called “The Entrepreneur”, according to 
Peter he thought it would sell well, but in fact it only sold two 
copies and one of those was to his Mum. 


So, disheartened Peter left the game development to sell and 
distribute tins of baked beans to the Middle East with business 
partner Les Edgar under the company Taurus Impex Ltd. But 
always in the back of his mind wanting to return to the world of 
making games. 


How this return to the development world came about according 
to Peter was an unexpected chance of happenstance. You see 
Commodore had mistaken his company Taurus for the database 
designer Torus and so gave Peter ten Amigas to develop it. Peter 
realising they had mistaken his company, but also that it was too 
good an opportunity to pass up, leaped at the chance. 


The database program finally written and called Acquisition and 
also the app X-CAD, Peter and Les now decided to use these 
Amigas to make games for the machine. So in 1987 calling their 
game development division Bullfrog Productions Ltd and 
recruiting mostly smart kids straight out of school, they set about 
to make their first games. 


Their first game in 1987 was the Amiga port of Enlightenment: 
Druid 2 for Firebird, followed by a poor shooter called Fusion 
for Electronic Arts in 1988. But it was the next game, which 
would cement Bullfrog as one of the greats. It all started when 
Glen Corpes inspired by the isometric shooter Virus by David 
Braben, was drawing some isometric art. Peter saw this and 
began to create a little island allowing these little people or 
“Peeps” wander around. Then they added the ability to raise and 
lower the land, so these “Peeps” could wander around. This 
controlling the landscape, and these little people, began to make 
the teams mind race, to make a game where you were God. The 
game was Populous and released in 1989 by Electronic Arts to 
much acclaim. 


Peter Molyneux and Les Edgar founded Taurus Impex 
Ltd (named after the star-sign they were both born under. 
Would sell money systems & tins of baked bean to the 
Middle East. 


Commodore mistakenly reached out to Taurus, mistaking 
them to be the company Torus (an expert in networking 
systems). Peter decided to run with their mistake and was 
given ten Amigas and money, asking them to build a 
database. They did and sold 2000 copies. 


~ ha 


BULLERDG 
Bullfrog logo 


1987 - 1991 


They formed a game 
sub-division company 
to use these Amiga 
machines to make 
video games. Bullfrog 
Productions Ltd was 
born. 


Bullfrog logo 
1991 - 2002 


Enlightenment: Druid II released in 1987 for Firebird, 
was a competent port, and helped keep Bullfrog afloat. 


Fusion released in 1988 for Electronic Arts, was a pretty 
forgettable shooter for the Amiga. 
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Populous (1989) for Electronic Arts, set the gaming 
world ablaze, with it letting player act as a God. 


Populous The Promised Lands (1989) was a graphical 
add-on that let you do Lego Worlds and other delights. 


Flood (1990) for Electronic Arts, an interesting 
platform puzzle game (made #49 on our top 50.) 


pny 


fd. 


Powermonger (1990) taking a more direct control of 
your people, this became a beloved RTS game. 


Such success of Populous, meant add-ons were quickly offered such a 
Populous: The Promised Lands which allowed you to play the game 
with different terrains, including LEGO like blocks and silly world and 
Populous: The Final Frontier, that took yourself to space. Then in 
1991 they released Populous: The World Editor, that let you draw your 
own graphics. 


But back to 1990 and their next full game was made by Sean Cooper, a 
kid brought on to Bullfrog as part of the Youth Training Program right 
after school. He had helped on their earlier games, but this was his first 
attempt at doing his own game. Called Flood (see our number 49 on our 
list), it was an interesting platform puzzler, starring a sewer womble. It 
was well received and reviewed, making another hit for Bullfrog. 


For their next game in 1990 it was Powermonger, taking the idea of 
Populous, but making you a general, with more direct control. It was 
far tougher to get into,that Populous, but for those who persevered they 
were rewarded with a deep and engaging real time strategy game. Peter 
has regrets on this game, feeling they didn’t play test and hone it enough. 
Despite his misgivings it was another huge hit for the team, and in 1992 
also saw DLC for the game with Powermonger: WWI Edition. 


1991 was another massive year for the team, going from strength to 
strength with Populous II: Trials of the Olympian Gods. This took 
the concept of the original, but improved upon it in every way, with lovely 
graphic overhaul and lots of extra God like abilities to smite and reward 
your people. Again they added more DLC in 1992 with Populous II: 
The Challenge Games, that has you defeat other Gods to enter mount 
Olympus. 


Then in 1993 they made for me one of the best Bullfrog games, code 
named Higher Functions, it had you control cyborg agents from a drone 
command air balloon, to carry out a range of missions. That game of 
course became Syndicate (See number 7 on our list) and was another 
massive hit. Again they gave DLC with Syndicate: The American 
Revolt, a really tough add-on, that upped the challenge considerably. 
Another fun little addition in 1993 was Psycho Santa, a free, fun giveaway 
game on One Amiga in their Christmas edition, issue 52. 


Populous I: Trials of the Olympian Gods (1991) Took 


Glenn Corpes: Populous Il 
and Creation programmer 


all that was great about Populous & improved it. 


Kevin Donkin: Powermonger 


WW ‘11 disk programmer 


: Populous Ii Sean Coope 
nd big cheese Bob’ programmer 


For their next game though, there are two prolific talents that joined. 
The first was Demis Hassabis a chess prodigy at 12, who was hired 
aged only 16 into Bullfrog. Starting as a play tester for Syndicate, but 
quickly he was encouraged to work on their next game. For the other 
prolific talented individual, we have to briefly rewind the clock to issue 
2 of Amiga Power in June 1991. Here their was a full in-depth cover 
article about Bullfrog and a competition to write a Space Invaders 
game, with the winner getting a chance to join the Bullfrog team. The 
winner was finally announced in August 1992, and was Mr Wobbly 
Legs Vs The Invaders From Space made by Mike Diskette. 


Both these kids, were tasked to work on Bullfrog’s secret game known 
only as Project X (no not the shooter). It was a business management 
Called Theme Park and 
released in 1994, it had you hire workers for peanuts, build new rides, 
and drive up profits by making the burger joints French fries really 
salty, and then stick an overpriced drink selling kiosk next door. It was 
a game that was satirical and full of charm and was another full on all 
time classic hit. 


simulator, all about running a fun park. 


It would also be their last Amiga game, with them 
instead concentrating on the PC and console market. 


The other 1994 hit was Magic Carpet, a 3D fly anywhere 
shoot ‘em up on the back of a magic carpet. It was another stunning 
title and showed Bullfrog’s versatility in different genres and hit 
consistency. 


At Bullfrog’s peak in January 1995, Peter and management decided to 
sell Bullfrog to Electronic Arts, recognising that newer games, were 
taking longer to make and with bigger teams. Also EA bought them 
for as Peter says, a stupidly large amount. 


In 1995 Magic Carpet saw DLC with Magic Carpet: The Hidden 
Worlds and a compilation of Magic Carpet and the DLC as Magic 
Carpet Plus in US or just Magic Carpet in Europe (that included 3D 
glasses), to enjoy the game-plays visual depth. They would continue 
with Magic Carpet 2: The Netherworlds, improving on the original 
game and the fun futuristic racer called Hi-Octane, which was rushed 
out in six and a half weeks, as EA was putting pressure for them to 
release their Dungeon Keeper game. 


In 1996 they would continue with Gene Wars, and the sequel to 
Syndicate called Syndicate Wars, that took the game to full 3D, and 
in doing so lost some of it charm of the original. 


Syndicate (1993) Had you control up to four cyborg 
agents to carry out wanton destruction at your behest. 


Mike Diskette won a full-time job with Bull Frog for 
his game Mr Wobbly Legs Vs The Invaders From Space. 


TT 


Theme Park (1994) let you design your own Disney 
World and learn scrupulous business tactics. 


b 


Magic Carpet (1994) is an interesting 3D shooter, about 
collecting manna. 


< Peter Molyneux and the Bullfrog Team in 
1991, as detailed in June in Amiga Power- 
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Populous Il 


Alex Trowers: Game Issue 2. 


tester/programmer 


Phil Trelford 
PC programmer 


ic artist 


Magic Carpet 2: The Netherworlds (1995) 
over the original game almost in every way. 


improved 


OULD 


Genewars (1996) is a real time strategy game in the 
vein of Command and Conquer. 


Syndicate Wars (1996) used a full 3D engine. This 
gave much more explosions and destruction, but did 
lose some of the game’s original charm. 
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Dungeon Keeper (1997) had you as the evil overlord, 
who must place traps and minions, to stop the countless 
heroes defeating your dungeon. 


Theme Hospital (1997) using satirical humour and 
Carry On level laffs, the game became Bullfrog’s most 
commercially successful title. It’s a tonne of fun. 


Populous: The Beginning (1998) was a competent 
update, though you didn’t feel Bullfrog were breaking 
new ground anymore. 
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But it would be 1997 where Bullfrog saw its most commercially successful 
year, with the heavily delayed Dungeon Keeper being released, that let 
you control the bad guy, trying to lay out traps and monsters to stop the 
onslaught of heroes coming in to try and defeat you. 


The next was even more successful, being Theme Hospital, letting you 
this time run a hospital. On paper it should have been a niche game, but 
with the satirical and funny overtones, and calling on the humour of the 
Carry On films, turned this into an all time classic. 


Bullfrog and Peter were at their peak in 1997, so it was a surprise to all, 
when Peter Molyneux decided to leave Bullfrog Productions and start 
up a new development house. You see Peter felt Bullfrog had outgrown 
him, and he was doing the more business side of things, as opposed to 
the bits he loved. So, he decided to start again, still working with 
Electronic Arts as a publisher, but as a new development house known 
as Lionhead Studios (named if it can be believed after a dead hamster 
of one of the Lionhead co-workers.). 


Of course Lionhead would go onto make the games Black & White games 
and Fable games and be eventually bought out by Microsoft and closed 
down after Peter left years later. But let’s go back to 1997 and Bullfrog. 
With their leader left and many of the key people joining Peter, Bullfrog 
would never be the same again. 


They released Populous: The Beginning in 1998, Dungeon Keeper 2 
and Theme Park World in 1999. These were OK games, but you could 
see the magic had gone. Finally in 2000 the Bullfrog branding in name 
only was used with Theme Park Inc and the PS2 port of Quake III, but 
the days of Bullfrog were over. 


AFTER BULLFROG 


As for Peter Molyneux after his success with the interesting virtual 
monster game Black & White and the open ended morality of Fable to 
much success. In 2006 Microsoft bought Lionhead Studios, and on 7" 
March 2012 Peter left the company, to go back again to his roots and 
formed a small development house called 22cans with fellow Lionhead 
employee Tim Rance. 


It is here were much of the anger is geared towards Peter, with his over- 
promise and failure to deliver. 22cans first game was Curiosity a mobile 
phone game released in 2012. An experimental game about chipping 
away a massive cube to see whats inside. It was less a game and more 
an exercise in using mystery to drive micro transactions, which combined 
with technical issues, due to its unexpected popularity, left many with a 
bitter taste in their mouth. 


They did it again with Godus (2013) and Godus Wars (2016). Funded 
by a financially successful but disastrous Kickstarter campaign, where 
Peter promised the world but failed to deliver. It was never properly 
finished, eventually being pulled from Steam store unfinished and left a 
lot of anger of the backers, who felt cheated and out of pocket. Finally 
in 2016 they released The Trail, essentially a walk in the woods indie 
game. It achieves what it sets out to, but doesn't have any real gameplay 
hooks of rival titles like A Short Hike (2019). 


In summary Peter despite his recent fall from grace, deserves our respect 
for his ability to push gameplay boundaries, to find such prolific talent 
and helped them grow into industry greats and helped make so many 
beloved gaming classics, that still hold-up today. I hope he continues to 
dream and work on new games, perhaps learning from his recent failures 
and concentrate on the gameplay and play testing, that made Bullfrog and 
Lionhead Studios such world beating gaming studios. 


® Spectacular 1 to 16 player 
gameplay - it’s the social 
event of the decade! 


® Over 4 Billion levels of 
unbeatable arcade action! 


® Cherish your Worms, name 
them, hear them, squeeze 
them tight. 


® Sensationelles Gameplay fir 


1 bis 16 Spieler - das bringt 
die stimmung! 


®@ Mehr als vier Billionen Level 
unschlagbere Arcade-Action! 


® Liebt Eure Wormer, gebt 
thnen Namen, lauscht thren 
Lauten und driickt Sie an 

Ever Herz! 


® Jeu spectaculaire pouvant 
rassembler jusqu'a 16 joueurs, 
C'est le must de la décennie en 
matiére d'événement social! 
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am d'action d'arcade incroyable! 


Cajolez vos vers, baptisez-les, 
écoutez-les et faltes-leurs des 


® Non giocherai mal due 
volte lo stesso gioco! 


’ © Divertimento assicurato 
Ec per te ed | tuol amici per 
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® Worms, non lasciartelo 
scappare! 


isteibwted under licence 
from Team? Software Led 
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#06 : Worms 


£29.99 - OCEAN - TEAM17 - 1995 - 4 PLAYERS (T) 


Worms took the idea of Artillery cloned games on the Amiga, such as 
public domain games Scorched Tanks and Tanx, then mixed it with 
the personality and go anywhere movements of Lemmings, to make 
one of the funnest highly regarded multiplayer games of recent times. 


The premise is simple, you control a squad of worms, armed to the 
teeth with an array of weaponry. Taking it in turns, you can move 
each worms as much as you like, and then fire a weapon, with the 


intention of sending the rival worm squad to wormy heaven. 


On paper it shouldn’t be a game that has single-handedly created a 
cottage industry of sequels and spin offs, that still release today, but 
it has, and has single-handedly kept Team17 afloat, when most other 
British developers have long since departed. 


I think its secret is that although simple, it’s just an addictive 
compelling game. It is the perfect game to have some mates, sat with 
a beer in their hand and have a laugh. Of course the extra bits, such 
as naming each Worm and their team to what you want, to designing 
your own Worm levels in Deluxe Paint, was just the icing on the cake. 


Long live the Worm! 
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DRISKY SAYS: 


This was probably one of the last big Amiga games I bought, before 
spending my money on PC games and Sega Saturn games. The game 
was just so full of charm and personality, with Lemmings sounding 
Worms, saying lots of little phrases, and the exploding terrain. Making 
you feel bad, as you mistimed a jump and sent your chap to a watery 


grave. Or misthrew sending the grenade bouncing back to your worm 
and blowing him up into little pieces, leaving only a gravestone of where 
our worm once was. 


The happy times though, of creating worm teams, naming them after 
friends, or celebrities and then seeing who would survive the upcoming 
battle. A fun classic and it’s great to see so high on our list. 


RETRORIC SAYS: 

This is Team17’s juggernaut entry and Lemmings killer that kept them 
going for years after the demise of the Amiga. It was such a clever twist 
on the Lemmings formula, Instead of saving them, you take their skills 


and pit them against each other on randomly generated maps. 


All the special skills that you could use with your worms made for some 
extraordinary moves across the map. Like using the rope to swing across 
vast areas, dropping a dynamite and swinging back to safety. Or players 
3 8) Z could choose the dark side and use the building tools to create a fort 
with girders and tunnels, making the fight a war of attrition. All this 
whilst the water level rises over time until the land mass disappears. 


The ability to name your team and each worm within it, makes for some 
hilarious commentary “Morrissey has given up on life” BOOM as the 
self-destruct goes off and a little tombstone drops to the floor. 


Worms World Party on PC was the zenith of the worms franchise but 
the Amiga originals were great games that set the franchise rolling and 
are still just as playable today. 


KINGY SAYS: 


Worms is one of those games that made me decide that playing against 
friends in a game was a good thing. As I said before, I tended to prefer 
solo quest games where it was me vs the world. Then came along this 
Artillery variant, which brought absolute fun and joy to the genre. It's 
fiercely competitive and full of humour, and it negates the feeling of 
repetitiveness due to the seeding of the landscapes you battle on. I 
remember discovering that you could edit the levels on Paint, and yes, 
you guessed it - we battled atop a colossal phallus. This game has so 
many great multiplayer memories attached to it, as well as the laughter 
that it induced. It's a classic that is just as great fun to play today. Yes, 
it was milked for all its worth due to its success, but this original one 


will remain the best version for me. 
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‘T simply can't express 
WHAT THEY THOUGHT 


just how good this game = 

‘Some years ago Lemmings took the world by storm with its relatively a 
simple but engaging gameplay It was often frustrating. but always is. [ can try but there is ' 

funny and the big bonus was that it appealed to all ages and to both = 

sexes The Lemmings sprites were cute too. 

The Lemmings sp simply no way that I'll ) 

es) 

Worms is made from the same mould. and given that it is being Succeed. o 


distributed worldwide by Ocean it could be as successful. It appeals 
equally to hardened games players and computer virgins because - The One Amiga 
of its easy to use interface and immediately involving gameplay. If 
I was to make a must have-recommendation for a game this 
Christmas. Worms is it.’ 


94% - CU Amiga - Dec 1995 - Alan Dykes 
‘This is a game that you simply have to stick on your Christmas 
list. It is so damned good that you sim-ply can't do any better. Even 
as I write this review I'm playing the game. I simply can't leave it 
alone. It is an instant classic! The graphics aren't totally amazing, 
they are however pretty good. AIR STRIKE (8) 


wii. 
LS 


Incoming! The Air Strike is an effective 
way to kill off the worms. 


The sound is brilliant but there isn't an awful lot of it, especially 
on the A500. but despite all this it is one of the most playable games 


that has ever crossed my desk. This is a game that I will constantly 
go back to even though I get new games every month. The tactical 


side of the game will keep you going. Just when you think you have (Below) The One Amiga Maverick 
the upper hand someone will deliver an air strike that knocks you (Issue89), wentthroughalltheweapons 
of the screen or into the water at the bottom of the screen. in Worms in detail. In the upcoming 


screenshots you can see them all. 
This is one way of dying. You can tunnel below people and plant 
dynamite, you can carefully aim cluster born into hollows where J23 
the enemy are hiding, and you can shoot people in the face with a 
bazooka. this is a destructive game that gives you the satisfaction 


of blowing worms away and the satisfaction of planning an assault. 


I simply can't express just how good this game is. I can try but there 
is simply no way that I'll succeed. Worms probably sounds very 
simple, however there is actually quite a lot to it. The idea is simple 


and the way it plays are simple. It is easy to control and it needs ; ¥ 
to be as the time limit will keep you on your toes to say the least.’ ' : SL, <P 
PAZOOLA 
94% - The One Amiga Maverick - I - Xmas 199 
. mOne 8 a Eee : 2 (Above) The bazooka is the standard 
weapon and if you shoot another 
worm in the face with it you get to 
knock fifty points off their health! 
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IQOMING MISSILE (0) 


(Above) The Homing missile is great. 
In the standard game you have just a 
few. Simply place the aiming square 
on your target and let them have it. 


BAZOOICA 


ne his = 


The Worms that turned. Bazookas and Grenades are 
the staple weapons in your Worm armoury. 


354 
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(Below) The air strike is possibly the 
most awesome part of your arsenal. 
You only have one so use it carefully. 


AIN STHRIKH (0) 


(Below) The blow torch is the tool 
that you'll use for tunnelling. It is 

very useful indeed, especially when 
getting tactical. 


} 
BLOW TONCH 


al . 
Premium: 
Bond . 


Pius 


Gs t—2 


‘Worms doesn't have an intriguing plot, it doesn't have high-tech 
graphics, and neither does it have sophisticated gameplay. So why is 
it perhaps one of the most appealing and addictive games of all time, 
and why is it appearing on so many platforms? What is its elusive 
quality that makes me and countless others in the office want to sneak 
back for just one more go? It's hard to fathom out - I mean the gameplay 
relies on the age old Scorched Tanks style, and the graphics aren't the 
most advanced, but somehow it works, and works very well indeed. 


The worms have a character all of their own and there's nothing more 
satisfying than watching your opposing worm being blasted into 
oblivion. It's brilliant as a multi-player game too and perfect party 
entertainment should you tire of playing Pin the Tail on the Donkey as 
16 friends can all play at once. You are also guaranteed variety because 
each time you play the land is randomly generated, and there are just 
so many tactics and weapons to learn to use that every game will be 


different. 


And it doesn't end there. If you have Internet access you can keep an 
eye out for hints and upgrades on the Worm dedicated site which can 
be found at http://www.Team17.com/tl7/tl7worm.html. Another bonus 
is that if you get bored with the backgrounds on offer, you can create 


your own landscapes using a package such as D-Paint. Hours of 
entertainment from one game - who'd have thought that a garden 
invertebrate could be so much fun?’ 


91% - Amiga Computing (US) - Issue 7 - Feb 1996 - Tina Hackett 


CHEATS 


Extra Kit: 


On title screen type TOTAL WORMAGE (the pre-release name of the game). Now your Worms will have get three 
sheep, one banana bomb and one mini-gun. 


Design your own levels: 


When creating you own level in a paint package, when you save the filename save it as FISHCAKE.???? as a filename. 


Each "?" represents a number. The first position sets the gravity and can range from | to 5 (low to high). The second 


position sets the friction and can range from 1| to 5 (low to high). The third and forth positions set the sky and water colours 


and can be range from 0 to 9. Add a comment to the saved file (highlight the file's icon in Workbench, then choose 


"Information" on the menu) to have it appear as a custom message when that file is selected in the game. 


Some Custom Levels to try: 


Effect 
Strange junkyard level 


Jungle with crashed helicopter on island 


Perfectly curved island 

Bridge over troubled island 
Arctic caves 

Hidden depths 

Sneezing alien elephant 

Horse sticking head out of water 
Part of a triceratops 


Password 
1803921718 
3549908729 
252101829 
345076839 
1706205299 
THORAHIRD 
954338916 
2810298544 
3376459905 


‘ The key to the gameplay and Psychology behind Worms is the variety 
it presents to participants -give people choice and a multitude of 
options and their character, peccadilloes and behaviourism is going 
to shine through. That's what happened to us when playing Worms 
Remember, the keyword here is variety Worms presents players with 
fifteen different types of weapons with various effects, causing varying 
amounts of damage. 


To complement the weaponry, there are Six different utilities, ranging 
from teleports to underground digging Exploitation of these can result 
in deeply strategic games As if this wasn't enough, the game is played 
over eight different types of terrain (check out "Land Ahoy"), each of 
which exhibit different kinds of gravity, traction and cover. Add to 
that, the terrain generator which can quite literally conjure up over 
four billion unique landscapes and using the word 'variety' starts to 
feel a bit feeble. 


But even this wasn't enough for Team17. If you've already played our 
top Cover-disk, you'll have seen that the third level is a custom Amiga 
Format level. That's right, if desired, you can create your own levels 
using Deluxe Paint, or your own paint package of choice. You just 
have to make sure the super bitmap is the right size (960 x 350). 


So, hopefully, by this time you should have realised that the scope 
and depth the game offers in terms of strategy, tactics and style is 
virtually limitless. Yet, this limitlessness can be further tailored and 
shaped to the preferences of all parties (or not in some cases) through 
the vehicle of the options screen Every weapon and every utility can 
be switched off, have its number of accesses increased or decreased, 


or even be made infinitely accessible 


This also extends to the length of time a round is played in and the 
length of time each player has to take a shot In effect, the game is 
fully customisable and lets players inject it with their own personality 
and character. In fact, it's with sadness that I have to leave the review 
due to the restrictions of space. There's so much more that could be 
delved into and said about it, that I'm almost ashamed to leave Suffice 
to say, Worms thoroughly deserves to be a real smash You find things 
out about the depths of people's deviousness. creativity, prejudices 
and intelligence when you play this game. Its wonderful to take part 
in and even better to win. Buy it today - you certainly won't regret 
it.’ 


90% - Amiga Format - Issue 79 - Xmas 1995 - Steve McGill 


‘UPPERS We're big Ah Scorched Tanks fans, and underneath it all, 
Worms IS Scorched Tanks. The addition of tunnel-digging meets with 
our approval, as does the dynamite. 


DOWNERS Mutton dressed up as lamb, basically. Most of the additions 
to the formula (mines, air strikes, homing missiles) detract from a 
game that thrived on simplicity, and are best switched off. There are 
several really stupid features, like random wind and exploding-when- 
you-die, that you can't turn off. It's soul-destroying with fewer than 
two players, and tediously drawn-out with three or more. 


THE BOTTOM LINE Tot up your points and calculate your own score. 
Mine came to...60%’ - AMIGA POWER WAS IN A BIG ARGUMENT 
WITH TEAMI17 AT THE TIME.’ 


60% - Amiga Power - Issue 57 - Jan 1996 - Jonathan Davies 


_DYNAM ITK (@) 


(Above) Dynamite causes the biggest 
bang but you must drop it and run or 
you'll get caught in the blast. 


VINK DUNC It 


(Above) The Fire Punch has to be used 
at close range and can be quite devas- 
tating. 


(Above) The Uzi is of course your stan- 
dard close range machine gun sort of 
weapon, 


(Below) Fireballs are used to push 
explosive shrapnel out of the way. 
They also hurt worms,but only work 
in a horizontal line. 


DUAGONTALL 


(Below) The Pneumatic drill is used to 
tunnel directly down, It’s useful for 
getting to the tunnels your opposi- 
tion might have built. 


PNEUMATIC DRILE 
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(Below)The Bungee rope is used to 


get down from high precipices or to ‘Before we get drawn into all the different weapons and the various 
swing yourself to another area. o : , ‘ 
ea tactics, a little bit more needs to be said about the worms themselves. 
Before battle commences, players can change the name of their team 


and even allocate their worms with pet names. 


For instance, if you want to be vain and see your name on the screen, 
then you can, or if there's some-body you really dislike and would like 
to see blown into a hundred pieces, then you can put them in too. Whilst 
this doesn't exactly affect the game-play, it does give the little worms 


a more personal feel. 


BUNGHK 


One of the most amusing features of Worms is the tons of weapons at 
each players disposal and the injury's they can inflict on the enemy. 
There's the obligatory rocket, hand grenade and Uzi, and the less 
conventional, but equally, or more awesome, air strike, kamikaze, 
fireball and even Ryu's Dragon punch - to name but a few! The effects 
and advantages of some of these weapons is blatantly obvious, but 
others are more subtle and learning when, where and how to use them 
is a big part of the game. 


Equally as important with shooting, is learning to use the wind. In the 
CLUSTEN BOM (4) = 3 SHCOND, I bot tom right hand corner of the screen, you'll find a little wind gauge. 
(Above) Cluster Bombs are like a mul- This'll constantly change during the game and has a dramatic effect 


tiple grenades, and can cause great on the trajectory of shots. 
damage to many worms at once, . . 


Utilising the weapons and wind to their full potential is just one step 
on the road to success. Another is developing a strategy and some 
tactics. Sometimes the best plan of action is to just charge at the enemy, 
with all guns blazing. More often than not though, you'll just end up 
getting killed - especially against the rock-hard computer opponents. 
So, some cunning and devious scheming is called upon. It doesn't take 
long before players start to develop their own strategies and tactics, 
but the reputed 4 billion landscapes ensures Worms warfare never 


- . becomes too predictable. 
GHENADK = 3 SHCOND, LOW BO 


(Above) The grenades are simple 


explosive devices that eu'talr Aiaae Graphically the game is a triumph for squiggly little worms every-where. 


Despite being tiny sprites, they have a surprising flexibility in movement 
and action and this is complimented by some amusing audios. The 
landscapes are equally impressive, with some nice detail and and more 
variety than you can comprehend. Oozing gameplay and challenge, 
Worms is the thinking mans Cannon Fodder. It's so simple in theory 
and yet offers the diversity in strategy and tactics that few games can 
equal. To a certain extent, some perseverance is needed before players 
can compete on level terms with some of the tougher computer 
opponents, but you'll be having such a good time in between, that you 


~ won't notice anyway. All in all, Worms is an exceptional game that is 

Ry SID TGUN destined to join the ‘classic game’ hall of fame.’ - CD32 REVIEW 

= (Above) The shot gun gives you two 

> shots a go and can blast enemy 

i) wets off the screen or inte the 92% - Amiga CD32 Gamer - Issue 18 - Nov 1995 
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WHO MADE IT 


Andy Davidson - Creator, Designer, 
Programmer & Animation. 


The story of Andy and his game is rather special 
and deserves re-telling. Amiga Format had put 
together a make a game competition for £2000 
worth of Amiga kit. Andy, then still at school 
doing his A-Levels, decided to enter his game 
Total Wormage, a title, that he had written that 
mixed the idea of Lemmings and a popular 
public domain game Scorched Tanx. 


The game didn’t win, nor did it place. Possibly, 
it was disqualified due to him not including the 
source code with the entry. Either way the game 
went nowhere. Feeling he had something with 
the game in 1994 he went to ETSC trade show 
in London and showed it to Team17, who were 
one of the major publishers still supporting the 
Amiga. 


Debbie Bestwick now CEO of Team17, saw the 
game’s potential and grabbed the details of Andy 
to discuss further. But in all the mania of the 
show, she lost his contact details, 


So she had to call up Amiga Format to see if 
they had his details. Thankfully they did, and 
with Rico Holmes to redraw the graphics and 
Bjorn Arild Lynne to do the music, with lots 
of play testing and honing to absolute perfection 
the game Worms was ready. 


Team17 partnered up with publisher Ocean to 
ensure worldwide distribution across multiple 
systems, and Worms became a __ total 
phenomenon and success to Andy and Team17. 


enya Tepe msiend 


THE SORIA ROPE 1 let you in on 
secret: this ased te be keows as the Bat 
Rope bet Ocean sportsperts that they 


woeld occur as a result Se we bave the 


THE SLOWTORCH This enables yeu te bur. 
tow ito the Gveegh vee tronks 
and op rte Mt can be esed asa 
weapon [po but caty unfcts 15 pots 
damage eee mip pola 
eppoacet maght cay have 15 posts’ 


THE SUNGEL The 
Swing off the edge of 

and lend softly where ever yoo want Ie 
theory anyway. le practice ot is rather 
Gficelt to get a bengee jemp yest mght 
and te averd death 


Rico Holmes - Concept, Designer 
and Graphics 


Another founding member of Team17 
and also from the Amiga demo scene. 
Rico was born in England, but lived 
in Sweden. 


He started with graphics for Amiga 
and C64 port of Time Soldiers, and 
then joined Team7 with the Amiga 
port of Miami Chase. But it was as 
Team17 with the game Full Contact 
and the Alien Breed, Rico cemented 
himself with being one of the Amiga 
artist greats. 


He continued with Project-X, Alien 
Breed: Special Edition 92, Superfrog, 
Alien Breed II: The Horror 
Continues, some of the backgrounds 
in Body Blows Galactic, Alien Breed: 
Tower Assault and Worms. 


After the Amiga he worked on X2: 
No Relief (Project-X 2 released on 
the PS1),Worms Blast, Worms 3D, 
Worms: Fort Under Siege, Worms: 
Open Warfare,Worms 4: Mayhem, 
The PS3 version of Lemmings,/ 


He then did additional art with Alien 
Breed: Evolution - Episode 1, Alien 
Breed 2: Assault and Alien Breed 3: 
Descent. Followed by Worms United, 
and Sorcery. 


After Team17 he formed "Custom 
Red" his own freelancing art studio, 
and now works at Rabadang AB 
studio - communications, marketing, 
web development and in my case: 3D 
visualisation. 


He can be found on his website 
https://www.ricoholmes.com/ where 


he sells his artwork. 


| SURRENDER. W it’s dinner time, if it's 
too late is at aight or if you get really 


SIRDER Fans of ire Bre wall appreci- 
ate thes see Mf your worm is in 2 dificelt 
pesstee o fd yeu seed to move some. 
where bet the landscape wee't let you, 
why sot make your ows mim bridge with 
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(Below) You will only get the dyna- 
mite sheep in a weapons drop. Send it 
towards your enemy and detonate it 
at will. 


SIHHP (0) 


(Below) Kamikaze, strictly for nutters. 


Not to be advised unless desperate! 


ones 
Oh aE, 
Bak of), ne a Fi cee 


KAM IICAZH 


(Below) The Banana Bomb is another 
weapon crate job. It is the ultimate 
weapon! A cluster bomb where each 
= is like eet 


Did the music on the Amiga for Escape from 
Colditz, Brat, Cubulus, Fantastic Voyage, Qwak, 
some music on Project-X, Worms, Alien Breed 
3D, World Rally Fever: Born on the Road, X2: 
No Relief, Worms 2, Dark Corona, Pegasus, 
Nightlong: Union City Conspiracy, Splat!, 
Addiction Pinball, Seven Kingdoms I & II, 
Phoenix, Worms: Armageddon, Siege of Avalon, 
Worms World Party, Stunt GP, Worms World 
Party, Worms Blast, Bestowers of Eternity, Space 
Empires: Starfury, Worms 3D, Ford Racing 2, 
SpacePod, LoveChess: The Greek Era, Create 
City, Dark Disciples, Ahriman's Prophecy, 
Worms 3D, Worms Forts: Under Siege, Deep Sea 
Tycoon: Diver's Paradise, Worms 4: Mayhem, 
Army Men: Major Malfunction, Geneforge 4: 
Rebellion, Worms: Open Warfare, Lemmings 
(PSP), Avernum IV, Army Men: Major 
Malfunction, Redneck Kentucky and the Next 
Generation Chickens, Geneforge 4: Rebellion, 
Spaceforce: Rogue Universe, Nethergate: 
Resurrection, Spaceforce: Captains, Sniper: Art 
of Victory, All Star Strip Poker: Girls next 
Door, Art of Murder: FBI Confidential, 
Operation Thunderstorm, Hide & Secret 2: 
Cliffhanger Castle, Yummy Drink Factory, Wild 
West Quest 1 & 2, Shattered Suns, Redrum, 
Chronicles of Mystery: The Tree of Life, 
Battlestrike: Shadow of Stalingrad, Hidden in 
Time: Mirror Mirror, Pahelika: Secret Legends, 
Super Laser Racer, Hide & Secret 3: Pharaoh's 
Quest, Art of Murder: Cards of Destiny, 
Chicken Riot, Dysnomia, Dysnomia, Flaklypa 
Grand Prix, Avatar Racedrome, Wizzley Presto 
and The Vampire's Tomb, Hydrophobia, 
GemClix, Art of Murder: The Secret Files, 
Knerten Gifter Seg, 3,2,1...SuperCrash!, 
Chronicles of Mystery: The Legend of the 
Sacred Treasure, Avatar Karting, Crazy 
Machines: Elements, Art of Murder: Deadly 
Secrets, Chronicles of Mystery: Secret of the 
Lost Kingdom, Hydrophobia: Prophecy, Babel: 
The King of the Blocks, Babel: The King of the 
Blocks, Worms Pinball, Worms United and most 
recently Dungeon Punks and Miasma: Citizens of 
Free Thought. 
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Personalised Worms 
Loads of small chang 
ultimate Worms exper 


300+ Bildschirmfarben. 

Superbes, ruckeltreies Scrolling in Viertelpixein. 

Neunstufige Parallaxe (einschileBlich zwei Bergketten). 

Gratfiti-Modus - erstellen Sie thre eigenen Level im Spielveriaut. 
Landischatten selbst gestaiten - erstetien Sie thre eigenen 

Landschatten (Walder, Eiswisten- wie bereits in Worms). 

15 neue Watten einschlieffichiOld Woman, Mad Cowg, Baseball Bat, 

Sheep Strike und andere. 

Hohilen - mit HOhlendecken. Schwingen Sie sich mit der neuen 
Tarzantiane” durch die Hohle. 
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Verbesserte Soundsamples. 
Worms Soundsampler nach Ihrem personlichen Geschmack. 
Massenweise kleine Anderungen und optimierte Steuerung machen 
das Spiel zu einem Super-Worms. 
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Teamn17 Software Lid 


Amiga A1200/4000 2 pr “a 5 need 
(AGA enhanced) ou CN 7 < -€ Worms ©1996 Teamt7 Software Lid 
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Worms: The Director’s Cut 


£24.99 - OCEAN - TEAM17 - 1996 (AGA ONLY) eee 
- 4 PLAYERS (T) - 4 DISKS [M | V ] Disk tof 


(1007 Teamt? Somware Lis 
AD ghe reearred 


DIRECTOR'S CUT 


As a last hurrah to the Amiga, Team17 and 
Andy Davidson released the Director’s Cut, 
which added better graphics, more sounds and 
14 hilarious new weapons (including the Holy 
Hand Grenade and Sheep on a Rope). 


Another big difference is the cavern levels, 
putting more focus on using Spider-Man 
multiple rope swings, across the terrain. 
: HOLY HAND GRENADE (@) 
But really it’s the same game, just with the 
configuration options open with full access to ’ ae wat 
tweak any element of the game, making this 
the best Worms game that has ever been (in my The additional weapons such as the 
opinion). Holy Hand Grenade (in reference to 
Monty Python) is pure genius. 
So, if you want to experience Worms on the 
Amiga, this is the version to play. DRISK 


CONCHITH DONKKY (6) 


NYNAMITE 
wing 


The Concrete Donkey makes a 
massive hole and will destroy all Of course the standard weapons are still 
it lands on. there. 


; oa WHAT THEY THOUGHT 
‘Now it’s not just brilliant 


fun, it's progressive 


brilliant fun. This is truly 


‘Young Mr Davidson has gone to town as far as player control goes. 

ro i Ber 

ort ay Allowing the user to alter just about every aspect of the game As well 
<b drive as turning weapons on and off - as you could before - you can also 


== }, chose to disable certain weapons until a set point in the game. 


classic stuff.’ 
- CU Amiga 


unorganised troops, simply disable it until. say, turn 03. You can also 
alter the odds on which landscape will appear. upping the ratio of your 
favourites against your least favourites - or simply banning the ones 
you hate). Alter the sensitivity of mines, the damage each weapon 
inflicts, and even how many times you can fire off your new. 


Improved rope to Tarzan across the ceiling (ah, but I haven't mentioned 
that yet, have I!). Oh yes. It's all change on the rope front. Apart from 
having a greater reach, a particularly splendid addition to this tool is 
that you can act out all your Spider-man fantasies By pressing the space 
HMMA cis GECHECS CLEVE, ETiner’ bar while swinging you send out another rope and 'Tarzan' across the 
= terrain. Though you might not think this all that great, that's before I 


tell you about the new cavern levels Yes, that's right. one out of every 


four levels (unless you change the default) is a cave level that has a 


The game hones the Worms formula complete roof. This means that, not only do you have to be more careful 
to pure perfection. with arcing weapons. but the rope takes over as the most important 
thing ever". 


Oh, and did I mention that you can now drop a stick of dynamite while 
swinging over somebody? Yes. I think you're beginning to get the idea 


now! 
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SMEEPISH 

ri Well to be honest there's chock-loads more, but there's more fun to be 
had finding all of the new touches by playing the game than lust reading 
some fool go on and on about it, but I think you can see that,while this 
tna is an exercise in improving an already great product. it's also a chance 


; to let your hair down and lust have a good laugh. 
~~ 


Come up against some dead-serious player who's perfected his bazooka 


Still all the classic gameplay of shooting and you can simply send an old woman his way (I kid you 
the original, but with full on not) or perhaps order a herd of mad cows to attack. And the best thing 
tweaking & customisation. about all these crazy weapons is that they're not lust dumped in your 


lap, you have to search for them and, after each match, you'll be given 
a code that allows you to keep what you've found when you come to 
play next time - searching for the new toys as you go. 


Now it's not just brilliant fun, it's progressive brilliant fun. This is truly 


classic stuff.’ 
pp SUE, DEAL Ing 
=: 


91% - CU Amiga - Dec 1996 - Matt Broughton 


Berry 
2 


Glocker 
100 


NINJA HOPE X 3 


Welcome to Mount Wormore. Of 
the many cool levels in the game. 


FATHER Out 
of “ : a’ 
. w . 


_ 


On a play-through on the YouTube > 
PortsCentre, Ben plays through with the 
famous TV detectives. Naming your worms’ 
names and the team, is one of the best 
things about Worms. 
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GET “EM JESSICA FLETCHER 


‘OVERALL VERDICT: Harsh though it seems. I can't recommend this 
to anyone who's got the original because you'd be sorely disappointed 
by the lack of any substantial additions. - 45% (If you already own 
Worms). 


But! Of course Worms is an excellent game that should be in everyone's 


library. No, nonsense to that it should be sitting in everyone's disk 
drive! A classic game that you'll play and play and play. - 90% (If 
new to Worms). - 90% 


90% (45% if own Worms) - Amiga Format - Issue 92 
- Xmas 1996 - Andy Smith 


‘For a swan song, this is one of the best. Team17 built themselves a well 
= deserved reputation on the Amiga over the years but even they couldn't 
afford to continue developing games for a market that was, in their eyes 
at least, dying. Their last ever Amiga game was designed to be the best 
version of their best game and so Worms: The Director's Cut was born. 


6 It must never be forgotten that playing Worms is still a in though. 


‘. Everyone should have it in their library... 


The brief to the games programmer was Simple enough take Worms and put anything in it 
you fancy Fair enough. So that's pretty much what happened The basic games the same but 
there are some improvements and additions, including a whole bunch of extra weapons, like 
concrete donkeys, homing pigeons and so on. Some of the games pre-set landscapes have 
changed too, the most significant being the introduction of cavern levels where your worms 
are now all enclosed. 


This makes getting the correct trajectory for your shots very important. The introduction of 
the caverns leads to one of the worms' maim ability changes: they can now move around the 
landscape by using ropes, swinging Tarzan-style from one place to another - if you can get 
the hang of them that is, because the ropes aren't easy to use Landscapes are also player- 
definable now, thanks to the landscape editor that comes with the game. 


Scribble away on a blank screen and watch as that screen is then turned into a landscape for 
you to battle on. As for the battling part, there's a league in which two to four teams can 
compete, there's a knockout in which four to eight teams can fight each other and there's the 
usual one-off 'friendly' While WTDC now has everything but the kitchen sink, it hasn't moved 
on from the original in gameplay terms. 


This is going to please some and disappoint others- If you've got the original and just can't 
get enough of these li'l pink fellas then you're probably going to enjoy the extras. If you've 
got the original and are looking for something to radically alter things then you're not going 
to find it here. The extras just don't add up to making this a worthy purchase if you've already 
got Worms Sure, it's nice being able to create your own landscapes but even the fun in that 
wears thin very quickly. 


It must never be forgotten that playing Worms is still a joy, though. —Everyone should have 
it in their library and if you haven't, WTDC is definitely the best version to get your hands 
on When Worms 2 arrived on the PC it hadn't really moved on a great deal, so even if someone 
does decide to bring that out on the Amiga it's unlikely to become as popular as the first 
game, of which this is the best version. Buy it and enjoy it if you haven't before, but don't go 
near it if you've already got the first incarnation.’ - BUDGET RE-RELEASE - £12.99. 


90% - Amiga Format - Issue 114 - Sept 1998 - Andy Smith 
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"It's wonderful fo take 
part in and even befter A IS 
fo win =\buy if today - COAL 
you cerfainly won't Se 


Tin regret it." 


CBEST ORIGINAL. | a CU AMIGA 94% 


+t Af I was to make a 
must-have recommendation 
=, for Christmas, WORMS is it!" AMZ GA 


ANY 1MEG AMIGA 
AGA CHIPSET ENHANCED 


GAME of the YEAR 3. 
- — — — rr) . 
VATER RECT RAUL | ‘ = Th =— Se ¢ ft 


CHEATS 


On the title screen type the following for the 
desired effect. 


JAMIE AND HIS MAGIC TORCH 
Special Weapons turned On/Off. 

SUPA SHOPPA 

Weapon crates placed on landscape instead 
of mines 

RED BULL 

Worms can jump higher, punch harder. 
PESTILENCE (Apocalypse Mode) 
Worms burn when they die. 

LITTLE FLUFFY SHEEP (Sheep Mode) 
Shooting any crate liberates a sheep. 
Unlimited fuel with Super Sheep. 

TOTAL WORMAGE (Nostalgia Mode) 
Original Total Wormage logo on panel. 
Weapon names put back to original names. 
NUTTER All weapons, even each shot of 
an Uzi, do the damage of dynamite. 
MAGICAL MYSTERY TOUR (Mystery 
Mode) 

Worm names aren't displayed. 
KARTONG APA (Monkey Mode) 
Weapon names translated into Swedish. 
“Kenny-on-a-Rope' 

OMNIPOTENT BLUE WORM (God 
Mode) 

Worms aren't damaged by shots All worms 
can walk on water. 

ARTILLERY 

Cant walk or jump. 

PONG 

Mouse pointer can hit grenade around. 
MAGNET 

Grenade attracted to mouse pointer 
GRAVITY Grenade affected by gravity. 
BETONG ASNA (Donkey Mode) 
Concrete Donkey on title screen. 

BOING 

Red & white Amiga ball on title screen. 
MUSIC 

Title screen music turned on/off. 
WEIRDED 

Weird colours on title screen 

VERSION 

Display version number 

CHIPRAM 

Display free chip-ram. 


Messages: 

ANDY 

TONY 

KILBURN 

LA CIENDA HONDURAS 
TBL 

FISK 

BEN HUTCHINGS 
AMIGA CHEAT 


Landscape generator bits: 

LOW: Low, water level (Default). 
MEDIUM: Medium water level 

HIGH: High water level. 

WEIRDED: Weird landscape 
NORMAL: Normal landscapes 

1471: Play last level again. 

CUSTOM: Picks random custom level. 
GRAFFITI: Picks random graffiti level. 
FOREST: Only generate Forest levels. 
CAVERN: Only generate cavern levels. 
FOREST CAVERN: Only generate Forest 
cavern, levels. 

ALL: Generate all levels 


[=] Oh Yes More 


A Worms! (1996) - 
a re Amiga 

La An unofficial CD32 
disk. An addition of 
5000 more Worm 
maps and extra sound 


-_wax =o 


—-“Z470E a%03 


banks, for different voices to your Worms, 
for you to enjoy. 


GHRANDPA VFLUMP IS AN EX-WOMM 


WIND 


Io 
i rel A fun add-on, the extra maps are 
% nice, and its unofficial and home- 


brew game to enjoy more Worm love. 
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AFTER THE AMIGA: THE MANY...MANY SEQUELS AND SPIN-OFFS OF WORMS 


Worms: Reinforcements 
(1995) [PC DOS] [DLC] 


Worms: United (1996) 
[PC DOS | WINDOWS] 
Combines Worms and the 
DLC Reinforcement, 
together. 


Add-on to the base game 
with lots of levels, voices 
and gameplay tweaks. 


PlayStation.2 


2 


a 
Worms 2 (1996) Worms Pinball Worms Worms World Worm Blast (2002) Worms 3D (2003) 
[PC DOS | (1998) Armageddon Party (2001) [PC|PS2|GC| [PC| PS2| XB| 
WINDOWS] [Addiction Pinball in US] (1999) [PC |PS1|DC| GBA| MAC] GC | MAC } 
A great update, with [PS1| PC ] [ PC | PS1 | DC | GBA | Phone | Spin off that is Worms in 3D 
cartoon drawn A competent pinball N64|GBC|PS4| PS4| PS5 |} essentially Puzzle = works 
3 64 worms, and game, with two PSS | Using Worms Bobble but with surprisingly well. 
additional weaponry. tables. One based Takes Worms 2 and Armageddon, but Worms license Not as good as 
on the Worms game, improves upon it, adding many slapped on it. Hogs of War 
and the other based with more levels, improvements to though. 


on their World Rally customisation and online play, makes 
game. gameplay tweaks. this another gem 


of a game to play. 


PlayStation.2 PlayStation. @ 
¢ 
nw 
: 
x 
Oo 
S 
w 
a 
So 
ks 
Worms Forts: Worms 4: Worms: Open Worms (2007) Worms: Open Worms: A Space 
XN Under Siege (2004) Mayhem (2005) Warfare (2006) [ 360 | PS3 | Warfare 2 (2007) Oddity (2008) 
2 [PC | PS2 | Xbox] [PC | PS2| Xbox] [NDS | PSP ] Phone |} [ NDS | PSP ] [Wii ] 
= Another 3D effort, Another 3D attempt, Thankfully forthe A lovely HD Adds more puzzle A Wii exclusive, 
NX this time Team17 concentrating more handhelds, Worms re-imagining of based levels, making special 
~ add base building to on the Worms 3D goes back to its 2D the Worms games, making it a great use of the 
a the Worm gameplay. gameplay. roots. A fantastic taking much from _ single player and Wii-mote 
iw) update. Open Warfare multi-player controller, to give 
Re handheld titles. experience. more control of 
Pp 


the weapons and 
mini games to 


enjoy. 


Worms 2: 
Armageddon (2009) 
[ 360 | PS3 | Phone] 
The 2007 Worms 
remaster with 
Armageddon levels 
and extra levels 
added on. 


CLAN J WAR: 


Worms: 

Clan Wars (2013) 
[PC | MAC | 
LINUX] 
Essentially 
Revolution, but 


with more focus on 


on-line play. 


Worms: 

Reloaded (2010) 
{[PC| MAC | 
LINUX] 

Taking the best 
elements of Open 
Warfare and World 
Party, to give an 
even more honed 


experience. 


 XBOXONE 


EEgMaS 


BATTLEGROUNRS 


Worms: 
Battlegrounds 
(2014) 

[PS4 | Xbox One] 
More of the same 
but does have a fun 
single player story 
campaign, along 
with all the usual 
multi-player. 


Worms: Battle 
Island (2010) 

[ Wii | PSP ] 
More of the same 
as the other games 
and offering 
nothing really new. 


Worms: 

W.M.D. (2016) 
[PS4 | Xbox One 
Switch | PC | 
LINUX | PHONE] 
Another Worms 
re-imagining of the 
Worms game. At 
least brings Worms 
on to the Nintendo 
Switch. 


Worms: Ultimate 
Mayhem (2011) 

[ PC | 360 | PS3 | 
A remaster of 
Worms 4: Mayhem. 
This is probably 
the best 3D Worms 
you can play, 


Worms: 

Rumble (2021) 

[ PC | PS4 | PSS | 
Xbox OnetXS | 
Switch | 

Putting the focus on 
a Battle Royale 
style game, misses 
the point of Worms. 
Also it streamlines 
the weapons and 
customisation. A 
misstep for the 
series. 


Worms: 

Golf HD (2011) 

[ PC | MAC | iPad 
iPhone | 
Originally the game 
came out in 2007 
on Java based 
phones (but had to 
draw the line on 
what to cover). 
This is Worms but 
instead of willing 
the other team, you 
have to hit the ball 
in the hole. Fun 
spin-off. 


REVOLUTION. 


 £' oes, | 


Worms: 
Revolution (2012) 
[ PC | 360 | PS3 | 
Now using a 3D 
engine, but still the 
same classic 2D 
Worms gameplay. 
This adds new 
weapons and used 
the 3D to offer 
physics, such as 
water to react 
correctly. 
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118a Palmers Road 981 361 5730 


New Southgate 


OX only £15.99 


Microprose Socos, Panza Kick Boxing, 2D Poot 


THE GREATEST only £19.90 
my White's Whirtwind Snooke, Lure of the Temptress, 


STRATEGY MASTER only £21.99 
Excaliber 

Ci 2180 and a 

CREDIT CARD HOTUNE: atk hatte 


081 889 9172 


ENQUIRY/ORDER UNE: 


Dizzy Panic, Bubble Dizzy, Dizzy Prince of York Folk, 
Speibound 


24 HOUR FAX LINE 


LONDON N111SL. 081 361 2733 
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OWER PACK Wlonty £17.99 
Predator i, Battle Master, Wings, 


only 
1D. Dragon, Shadow Warrlor, D. Ninja 


AWARD WINNERS ONLY £16.99 
Kick Off Il, Pipsmania, Space Ace 


8 
za 


Hiiiir 


iy 


Bate Football 
Bate Global 
Bate Yoece Goblins I .. 
Birds of Prey Golden 
Black Gooch i 
Bue Max Granth Fem Kid a 
Peto Sorte is nel 
bun Upon Harpoon (ia PrbelDreans tiie et 
's Quest ii Populous Il (1 Mog) Mi. Jackson Moonwa Soomen ae 
"Sq emir oa a 
Hoo Pah Over $790 Stu Cer fae 
ian = 6 saertus eS 
in eae B oars a8 See we 
Jaguar 31230 Reach for the Skies ie an ae 
cons Es Seals Operation 99 Switch Blade ii aC) 
ir fe = is ae 
4 Barnes Red ash Operator ferns ae 
4 Robin Hood Toobin’... 9899 
perl Turrican i 99 
ponooad Ata Untouchables 7) 
Rolie We Leta ap 
World Cham Boxing” 98.99 
Sane Toan Zak maaan) 
Team é HOMO HT sssrooseererte z 
Please make cheques and P.0.'s payable to Eagle Software. Name: 
Orders under £10 please add 50p per item. Europe: add £3.50 per item. Elsewhere add £5.50 per : | 
item. New ties will be sent as released and are subject to manufacturers price reviews. £.80,€. Address; 
1208 oy | Computer AMIGA Date 
ROAD Title Pde: =e | 
LONDON nn RI Coiel ics 
nz 4NQ. Price . | 
4 Price Exp Date Account No: 
889 9172 P&P Access Visa Cheque P.0's 
liotier eaeee 174 VISA | A ich ey See QO | 
_MAYVARY. __] "Not released atime of going t prose __ INN O_O ae 


Ywoons STONE | 
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SO MACh FAD @. 
-qgOU' Lr DIE! ** 


Manual in English =Handbuch auf Deutsch 


Manuel en Francais Manuale in Italiano 
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(DOODSTCODE | Sine 
A hARD DaAgSs KNIGHT 


A challenge has been set by the Druids of the High Temple! You and your 


MINOSCAPE 
INTERNATIONAL 


tribe have to compete with up to three others to find the Moonstone and 


bring it back to the Stone Circle. The prize is ukimate power! 
Sounds simple enough if it wasn't for the small matter of the Black Kmoglts 


They have other ideas. Their masters have sworn them to destroy the 
Moonstone - and you with a 

They have a whole gang of extremely nasty friends to help them. These 
nclude hammer-swielding Trogs, vicious Ratmen, Mudmen of the Wetlands 
and the terrible ladv known a he (wuardiwl 

Moonstone is a rernarkablk nbinatior 
and subtle role-play thal, perhaps uniquely, challenges your brain - whwle it 
covers you m gore 

Oh, by the way, if the sight of so much blood upsets you, don’t worry. The 
blood is an option! 

Features nearly 1,000 trames of incredible animation in 2 Megabytes of 
monsters and creatures, over 60 beautifully painted backdrous and detailed 
scenery. Sound effects are high quality digital samples and includes a full 
musical score and stunning full screen animated introductory and gar 
rig sequences 


nd | 
‘y >> ~~ se 


Wists 


ADM 


BE 
MLONSTONE Aria 


- 


4. 


A Hard Days Knight ” 


£25.99 - MINDSCAPE - IN-HOUSE - 1991 - 4 PLAYERS (T) - 2 PLAYERS (S) - 3 DISKS [M | V ] 
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= 
Take Palace’s Barbarian game, about lopping off people’s heads, i 
sprinkle a bit of Golden Axe and pour lashings and lashings of Monty , : 
Python’s Holy Grail and the Black Knight sketch, and you will have : 


an idea what this game is all about. 


You play as one of the four knights recruited to find the Moonstone. 
To this you must move from region to region, slaying any beasts you 
may encounter, find the stone and then go to a rave with dancing 
girls at Stonehenge. 


Played as either a multi-player or with you controlling one to four 
of the knights, you take it in turns to scour the land and find the 
stone first, working together or going all Highlander on your 


opponent, shouting there can be only one in a dodgy Scottish accent. The Black Knight always triumphs! Have at you! Come 
on then. 


Where the game shines though, is the range of moves all lovingly 
animated and chock full of gore. It also has a tonne of fatalities, 
that are all worth seeing, and would even make Mortal Kombat 
players reach for the sick bucket. 


Along with all the fighting there are towns, with taverns and healers 
to spend your coin and unwind. These items can then be used at the 
desired time as you fight through the wide ranging enemies you will 
encounter. All in all, this is a fun beat ‘em up, that still holds up 


really well today. 


&) WHAT WE THINK? 


DRISKY SAYS: 


Moonstone 


AHARD DAYS KNIGHT 


Hmm, not a game I would rate so highly. But then clearly we have have 
this damn Triumvirate voting going on, with two of the others insanely 


passionate about this game. 


As it stands, it is a fun Beat ‘em up, and with gory graphics and a lot 
of humour. Also it must be said quite unique to the Amiga and PC, and 
so many may have missed out on this gem of a game. 


A definite classic and worthy of your time... but in my opinion should 
have been in the 30s or even lower on our list. 


RETRORIC SAYS: 

“The Gods turn their backs on you for a moment.” I may have got that 
loading screen quote a little wrong, but boy what a cracking game 
Moonstone was back in the day. It may be a little clunky and sluggish 


by today's standards as it does suffer a choppy frame-rate and fiddly 
control scheme, but that doesn't take away from the amount of fun me 
and my mates had when playing this one. 


“Beware the dreaded black knights”. You could play this one with up 
to 4 players, with each Knight starting in their own unique quadrant on 
the map screen, or you could play on your own and use all 4 Knights 

3 70 to farm their areas before picking your best Knight and killing all the 
others off to steal their gear and head to the final battle at Stonehenge. 
Or you could brave it in single player and have 3 black Knights 
constantly harassing you until you dispatched them, so you could explore 
all the quadrants with your champion. Lots of great gory effects and 
deaths, your Knight could be killed in so many gruesome ways by the 
inhabitants of the realm. There were Wizards to seek, taverns to go to 
for drinking and gambling and legions of Rat-men madly trying to stab 
you at every turn. This game is ripe for a modern remake as its a brilliant 
concept and with modern concessions, it would be the ultimate long 
form battle royale! 


KINGY SAYS: 


I'm chuckling at Drisky's reaction about this game appearing in the 
top ten. No, I didn't tactically vote to spite him; I truly believe this 


deserves to be in here. Part RPG and part combat, embracing the two 
genres, gel very well together. Who can forget that moody chanting 
druidic intro music? This appealed to my interests, and although it is 
RPG lite (and combat lite), and the complexity of each gaming style 
may be considered casual, I still found the Moonstone very engaging. 
It's got a map (I love game maps), Barbarianesque beheadings, and 
you can play up to four players. What more could you want in a game? 
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WHAT THEY THOUGHT 


‘Mindscape have decided to make the gory graphics in Moonstone 
the main selling point for the game, even giving the game a twelve 
certificate. The blood and gristle really does fly - this has obscured 
the fact that underneath all of the violence it is basically a good 


game. 


Even with the gore turned off (a handy option for those with a weak 
stomach) the gameplay is gripping and full of depth. My only 
complaint is that once you have mastered the basic tactics the game 
isn't too hard to complete. But the four player option goes a long 
way to rectifying the lastability problems.’ 


90% - Amiga Action - Issue 29 - Feb 1992 - Jason Simmons 


‘The sound effects are squishy too. Each body-slicing blow is 
accompanied by what sounds like a large bag of yoghurt being drop 
kicked into a dustbin full of beach effluent. A sort of Ker-splutch 
noise. Plus various groans, grunts and roars from the massacred 
beasties. PLUS!!! Some sampled chants and things for the spooky 


dee music. So the sounds not bad either. If you want a beat- em-up 
that's meaty, bloody and slightly strategic, then Moonstone is phun 
with a capital F. 


It may not be terribly appealing in the long term because it Is pretty 
easy to get all four keys and finish the game, but you'll come back 
now and again just to let off a bit of steam and purge yourself of 
all those primeval urges. A welcome addition to the genre.’ 


89% - Amiga Computing - Issue 46 - March 1992 - Daniel Whitehead 


‘MOST PEOPLE'S FIRST IMPRESSION will be that Moonstone is 
nothing more than a mindless slash ‘em up in the tradition of Palace's 
Barbarian and the like - and on one level, this is certainly true. However, 
there's also a great deal of thought required, as the player needs to 
work a way around the map, visiting villages and getting vital life-saving 
advice from wizards. There's no doubt that this is pleasing to the eye 
and ear - and with beautifully animated sprites and sound effects 
courtesy of Richard Joseph (who has recently worked with the Bitmaps 
and was also responsible for Barbarian's scene-stealing chops and 
grunts) how could it go wrong? 


Well A cut above there is one way the usual - the hacking action tends 
slash 'em up towards the repetitive and the combat moves take a little 
getting used to (they're worth mastering though, as they open up a good 
deal more options than the slash 'em up fan is usually presented with). 
Moonstone is hardly a gift for the avid role-player, but it's probably 
just the thing for fans of mythology and gore who are looking for that 
extra depth to their hacking - and the four-player option is a real bonus 
for garners who like to involve their blood brothers.’ 


82% - The One for Amiga Games - Issue 40 
- Jan 1992 - Jools Watsham 


‘for fans of mythology and 
gore who are looking for 
that extra depth to their 
hacking - and the four- 
player option is a real bonus 
for garners who like to 


involve their blood brothers. ’ 


- The One Amiga 


Stonehenge is the place to be. 


Arghh! Its the Ravenous Bugblatter 
Beast of Traal (or at least how I 
imagine them from the HHGTTG 
book.) 


OU ARE HEALED oF Nyin HOUND 


Towns, have a host of goodies, like 
a healing weed. He also does healing 
weed brownies as well. 
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The overhead map, shows you 
the terrain your knight must 
traverse. 


Town have places to buy stuff 
and get rested and healed. 


Dragons are nightmare to 
defeat. 


The fatalities in the game, are 
almost worth dying for. 


The alien moon, set against the 
fantasy mountains is a particular 
highlight. 


‘All this fighting ties in quite nicely with the main purpose of the game, 
as indeed do Moonstone's many aspects. Towns punctuate the large 


map, and entering these unfolds a new series of options. 


For instance, Healing and weapon shops can be entered and health 
points and extra weapons bought. A visit to a seedy tavern can lead to 
success (or bankruptcy) at the dice table, or a piece of juicy gossip 
from the natives. Despite these many ideas and features, the best thing 
about Moonstone is that it is a doddle to pick up and get into. 


There's no messing about with icons or food rationing, but by learning 
from your opponents and mistakes, extra skills, spells and personality 
points can be accumulated, making the game slightly easier as you 
encounter the harder and larger guardians. A perfect entry for someone 
who wants to get to grips with this tricky genre, and a playable and 
welcome game in its own right. 


“Stuffed to the gills with adventurous atmosphere.””’ 


81% - CU Amiga - Oct 1991 - Steve Merrett 


‘In the field of Hack 'n' Slay, Moonstone has no equal. This is due to 
excellent joystick control, which you can master with ease and a constant 
fight against a variety of foes. In true slaughter tradition there's plenty 
of blood-letting, but an underlying strategy element stops the fight for 
survival from slipping into monotony. 


Graphically, Moonstone is magnificent, with massive enemy sprites 
moving with almost cartoon-like quality animation. But this isn't some 
monotonous hack 'n' slash, thanks to an underlying element of RPG 
and puzzle solving creating more cerebral entertainment. In the furore 
of the constant battles It is easy to forget the puzzle element but going 
from one confrontation to another without thought or strategy makes 


Moonstone a very short game indeed. Sonically, the Amiga version is 
bursting with slices and stabs and agonising grunts and groans as the 
cold steel bites the flesh. It is the amazing variety of enemy which keeps 
the combat element fresh and full of constant surprise. 


The massive dragon's head lurches at you with lightning speed and 
reacts immediately to your moves and decisions and you must move in 
perilously close to the jaws. Meanwhile, the little Trogs stab at your 
torso with razor-sharp spears until the ground is covered in your heroic 
blood. The enemy intelligence is quite unnerving but your control over 


the questor is swift and responsive. 
The backdrops are spectacular, changing from misty planes to dark 
forests, each venue exuding atmosphere, adding greatly to the games 


RPG element. ‘ 


4.5/5 - Games-X - Issue 25 - Oct 1991 - Jason 


The body count 
gets quite high, 
in some sections 
of the map. > 


‘Moonstone ambitiously aims to combine strategy. role-playing and 
hack-'em-up genres. It's too shallow in the strategy department to be 
a war-game and the role-playing elements (in the main) serve the 


fighting sections, but to compare it with fantasy hack-and-slay 


offerings like Golden Axe or Barbarian would be an insult to this very 


cerebral game. 


Starting in your home village, you (and up to three others) must explore 
the four great realms. slaying monsters and seeking magic, treasure, 


and the keys to the valley of the gods. where you can fight for one of 


the Moonstones. The fights in Moonstone have to be seen to be 


believed — there's so much blood and guts on offer that if it were a 


film, it'd be 18-rated. 


Slices to the gut produce stomach-churning slashes, while charging 
bull-like baddies send you somersaulting to your doom. Getting 
stomped to death spreads your offal across the monsters lair. you can 
be hung by rat-like rodents, a fellow knight might slice your head 


from your shoulders, a Balok could bite it off... the list's almost endless! 


Best of all, fallen foes stay on the screen so by the end of the fray the 


place looks like a road accident. 


Bloody hell A fair range of fighting moves are on offer, and all are 
needed — no ‘one move kills all' here. Some monsters are stronger 
than others, and some creatures' strengths are dependent on the phases 
of the moon. The scraps are so fast you lose your first few before you 
get chance to blink, but the aesthetic brilliance of the animation makes 


you want to try again. 


Of course, there's more to the game than just disembowelling demonic 
denizens. Felled foes often have treasure to loot. Slicing up monsters 
also increases your It experience, which can be exchanged for attribute 
enhancements. Several magical items can be found, and dropping in 
on the local city could yield surprising results. 


Other places to visit include the wizard Math's tower, your home 
village. and even Stonehenge! Their significance is for you to 
discover, but rest assured you're in for an enjoyably brain-bending 
time.’- BUDGET RE-RELEASE £14.99 


80% - Amiga Force - Issue 5 - May 1993 - Ian Osborne 


‘A simple. arguably mediocre, game hidden beneath glossy 
presentation. Moonstone will initially capture you within its spell, but 
the effect soon wears off, leaving you desperate for rather more depth. 


Not bad, but it could have been so much better.’ 


73% - Amiga Power - Issue 9 - Jan 1992 - Neil West 


The range of enemies and 
their animations, is one of 
the game’s highlights. 


Taking out these stampeding 
lion-like creatures, is incredibly 
tough. 


I remember Willow The Wisp 
in the cartoon being friendlier. 


Anyone fancy some roasted 
Knight for tea? 


Down at the chopping mall. 
They have a special on axes. 


These guys are hitting you with 
tree trunks!!! 
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Sigh.... am only going to 
show you the moves to dance 
“Let’s do the Timewarp 
Again”. 


Sometimes you have to fight 
other knights. 


Well it has poor décor, the 
food’s substandard, but the 
dancing ceremony girls are 
quite nice. TI give this 
Stonehenge 3 mystic 

runes out of 5. 


As the game progresses, you 
quickly build up your 
inventories with your ill gotten 
gains. 


And so the skewered kebab was 
invented. 


‘Even you're not playing against sly cheats. there are still more problems 
with the multi-player mode: when one player's turn ends, the control 
passes immediately to the next player's knight. If the first player is slow 
to realise his turn has ended, he may move to the next knight 
(unintentionally) before passing the stick. Very poor! 


Yet worse is the way the game can lock up completely if you leave it 
displaying the inventory screen while you're having your tea-break. 
With no save-game option (an appalling oversight) it's really, really 
frustrating to lose a four hour, four-player game, just because you want 
a short break. 


Moonstone, for all its plush graphics, smooth sonic's and enchanting 
entertainment, rather smacks tit a cynical rush job. There are some 
flaky oversights in playability testing and even the plot. The desperate 
attempt at creating a suitably ‘fantasy style’ scenario even stretches to 
nicking place-names from other games mythos: take the city of 
Waterdeep - this beauty's definitely in the Eye Of The Beholder.’ 


A potentially great game gone sour. Moonstone is very close to being 
quite brilliant, and abominable at the same time. It’s probably, more 
annoying to see a good game wasted, than it is to see an out-and-out 
crap one. Avoid, unless you're into frustration in a very big way .’ 


59% - Amiga Format - Issue 32 - March 1992 - Neil Jackson 


[Other Reviews: G: 86%, S: 85%, ACAR: 70%, D: 69%, 
J: 54% CU: 86%, AP: 74%, AF: 72%, O: 52%] 


ie at Hy 1; id Lit Vil We] 


Look at him waving his big chopper around, without a 
care in the world!! 


WHO MADE IT 


Rob Anderson - Creator, Designer, 
Programmer, Graphics 


Starting out with the Amiga and Atari-ST 
graphics for the game Road Raider and Techo- 
Cop. He then did Art and design for the game 
Fiendish Freddy's Big Top O' Fun (1989). He 
also did the art for games The Ultimate Ride 
(1990) on the Amiga and Dirty Harry (1990) 
on the NES. 


But it was in 1991 he would be lead and creator 
r for the game Moonstone: A Hard Days 
Knight in 1991. After the Amiga he did The 
Crash Test Dummies Mega Drive port, and then 
did hockey games with NHL All-Star Hockey 
on the Game Gear, Triple Play' 99 (1998 PS1) 
and Triple Play 2000 (1999, PC, PSI & N64),. 


Continuing at EA he worked on Knockout 
Kings 2000 (PS1), Tiger Woods PGA Tour 
2001 (2001, PS2), Gretzky NHL 2005 (2004, 
Xbox 360), Golden Axe: Beast Rider (2008, 
Xbox 360) and Lron Man 2 (2010, Xbox 360). 


Since SEGA he has left the game industry and 
entered software engineering and making 
educational titles. 


Kevin Hoare - Programmer 


Most famous today as Studio President of 
Rockstar Toronto. He started out on the TRS-80 
making the games Galactic Fighter (1984), 
F-16 Assault (1986), Wrestle Maniac (1986). 
He then did the programming on the Amiga and 
ST on Techno Cop (1988) and The Ultimate 
Ride (1990, Amiga). Next he co-programmed 
on the game Moonstone: A Hard Days Knight 
(1991) and did Cyber Empires (1992). 


After the Amiga he did James Bond Jr (1992, 
SNES), The Ren & Stimpy Show: Veediots! 
(1993, SNES), Wayne's World (1993, SNES & 
Megadrive), cleaning up The Terminator 
(1993, SNES) and assisting with the SNES game 
B.O.B. (1993). 


Working for Take-Two Interactive he did 
Dark Colony (1997, PC) and then working at 
DMA Design in 1999 he did The London 
Mission packs for Grand Theft Auto, Oni 
(2001), Max Payne (2001), PS2 version of The 
Warriors (2005), Max Payne 3 (2012) and 
Manhunt 2 (2007, Wii). 


He became studio head of Rockstar Toronto, 
with him overseeing Bully: Scholarship 
Edition (2008), Grand Theft Auto IV (2008), 
Grand Theft Auto V (2013) and Red Dead 
Redemption II (2018) during this time. 


Richard Joseph - Music 


Perhaps best known for creating the music to 
RoboCod. Richard started at Palace doing 
The Sacred Armour of Antiriad (or also 
known Rad Warrior) with Dan Malone and 
Cauldron Il: The Pumpkin Strikes Back. 
Staying with Palace to do Stifflip & Co., 
Barbarian 1 & 2 and RimRunner. 


After Palace he worked on the game Wicked, 
Voodoo Nightmare, James Pond: 
Underwater Agent and International 3D 
Tennis. After so many hits, he was invited 
to join the Bitmap Brothers for the games 
Speedball 2: Brutal Deluxe, Cadaver, 
Gods, Magic Pockets and Chaos Engine. Whilst also doing the 
music for other games such as Knightmare, James Pond 2: 
Codename: RoboCod, Mega-Lo-Mania, Moonstone: A Hard 
Days Knight, Moonshine Racers, Lure of the Temptress, Putty, 
Wizkid: The Story of Wizball and Sensible Soccer series, to name 
but a few. 


Todd Prescott - Co-Designer 


He has only worked on the game Moonstone: A Hard Days Knight. 


CHEATS 


Extra lives: 


When at Stonehenge, keeping any valuable items, and then 
position the pointer at "GOLD", "STRENGTH", 
"CONSTITUTION" and "ENDURANCE" and press Fire. The 
druids will continue the ceremony and your character will receive 
an extra life without losing any items. 


Alternatively, when entering Stonehenge and have to offer a 
magical item to DANU, Click on "STRENGTH" for an extra 
life. Repeat this as needed. 


The game starts, with you all heading off to a 
midnight rave. 


SO# 
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PRE-FORMATTED DISKS FOR YOUR AMIGA AND ST 


HYPERACTIVE DEVELOPMENTS 


FORMATTED BLANK P&P 
10 62p 39p £1.00 
5( 60p 38p £2.50 
27p sp £5.00 GAMES & UTILITIES | MUSIC & DEMOS | SPECIAL DISK SETS 
1000 JOP JSP %15.00 M300 M | DO THE BARTMAN 
om Ti errs h 
PY =! AMIGA DEAIS! Visa. £2'50 
AMIGA 500 STANDARD PACK PLUS 4 Great Music Packages borrower 
sample sks + 12 Cap Disk Box £349! | £4.50 


HYPERACTIVE DEVELOPMENTS | BUSINESS UTILITIES 
Courtney House, Suite 1, 12 Dudley Street, 
Luton, Beds LU2 ONT 


Phone our Sales Hotline on: 0582 482875 


£2.50 


| ART BUNDLE 


£4.50 

TARGET TENNER 
| ; 
| 


£10.00 


L* _—— 
USE YOUR ¥ 
| VOICE TO | . 
LOCATE THE : : rky 
TREASURE } : x DOOZ Hystere 4 Essential PO 


Also in stock 


Cheques/postal orders made payable to: 


TARGET PD ALL DISKS 
23 Meimount Gardens, Strabane, GUARANTEED 


County Tyrone, Northern Ireland, BT829EB | yrry S FREE 
Tel: (0604) 884252 


AMIGA 500 MAMMOTH 
2 MEG UPGRADE 


LATEST DESIGN INCORPORATES ‘CHIPMEN' OPTION AT NO EXTRA COST! 


Increases computer memory from normal '/: megabyte 
to 1 megabyte 

Includes disable switch/incorporates high quality silver 
coated pin connector 

16 bit technology 


ip og 
Ue “Uy, 
40 Ten @o, Me 


Fit in minutes 

Direct replocement of Commodore A501 expansion 
Includes “CHIPMEM OPTION” - Phone for details 
12 month warranty 

In stock now! 


Price includes VAT and post 


and packing Ss) 
Tel: 0582 491949 AIS 


BRITISH MADE 
Send order with payment to: 


WTS ELECTRONICS LTD, Chaul End Lane, Luton, Beds LU4 8EZ 
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04 : Sensible 
World of Soccer 


£29.99 - RENEGADE - SENSIBLE SOFTWARE - 1994 - 64 PLAYERS (T) - 2 PLAYERS (S) [ 


Back before Sensible Software released their first iteration of Sensible Soccer, Dino Dini was the name everyone ascribed to quality football 
games on the Amiga, with the Kick Off series and the latter released Goal! Whilst Goal! made many improvements to the kick off formula 
and is probably still seen by purists as the best football simulator on the Amiga, Sensible Software were slowly beavering away with their 
arcade take on football with Sensible Soccer 1.0 and the updates that followed in European Champions and International Edition. 


Whilst Goal! hit the Amiga in 1993, it wasn't until 1994 when Sensible Software would release 
the first iteration of Sensible World of Soccer which included a lot of big gameplay 
improvements. Whilst this version was good it still had flaws (like terrible goalkeepers for 
example), but finally in 1995 Sensible Software released the perfect 2D arcade football game 
with Sensible World of Soccer 95/96. There would be more updates but most of these were 
cosmetic changes and updated team rosters. The final iteration was Sensible World of Soccer 
96/97. With the games name lovingly shortened to SWOS by the people who loved it, SWOS 
soon took over from Dino Dini's masterful games as the premier football game on the system. 
Admittedly this was well after the main lifespan of the machine but in some ways SWOS 
helped the Amiga stay relevant even through the beginning of the 32-bit era. With its 


combination of light management options, preset tournaments, career mode and furious 2 
player action, SWOS became a late juggernaut on the system and even today there are people You’re a goal-scoring superstar 
updating the teams and players to keep it relevant to the modern game. SWOS is one of the hero. You let your hair down 
few games that transcended the Amiga and took on a life of its own. RETRORIC and play with the fans 


[| WHAT WE THINK? 


DRISKY SAYS: 


For the longest time, I was a lover of Kick Off 2 over Sensible Soccer. 
It had come first, and was one of the games that came with my Amiga. 


So initially I wrote off Sensible Soccer as a mere clone. Of course as Anlgh) oor ie ate 
the quickly I learned to love Sensi Soccer, and whilst I will always yelper ela 

nostalgically love my Kick Off games, Sensible Soccer, with all its extra 
player controls and such character injected to all the players, won me 


around. 
In summary this is the best thing two people can do with their clothes 


on. It is pure arcade footballing wonderment, and holds up as well today 
as it always did. 


RETRORIC SAYS: 


With the PlayStation era first arriving, it was clear that 3D sports 


games were gonna take on a whole new level of realism. From FIFA 
to ISS Pro's new 3D iterations, you could tell that the mainstream 
would always reject 2D sports games from that moment on. There's 
something endearing about Sensible Software’s football game that 
hasn't been replicated since. 


I even used a comparison between SWOS 96/97 and Pro Evolution 
3 80 Soccer in 2006 for my final year dissertation for university entitled 
“The 16-bit Era Was the Golden Age of Video Games”, because even 
back then, I never liked the general direction gaming took after the 
release of the PSX. To be honest, SWOS could be described as a 
manic game of video pinball in a football setting. To this day there's 
still no football game that gives the player so much control over the 
on-pitch avatars. Whilst the 3D games allow you to control how hard 
you pass and shoot, SWOS allows you to create such intricate 
movements and options in an 8 way joystick/1 button setting that just 
don't exist in modern football games. It is a football game with an 
arcade edge that beats all that came before, even surpassing the 
legendary Dino Dini Kick Off and Goal! games. SWOS is a truly 
unique football game that even non football fans can have a great 
time playing, because it's a universal experience that involves deeper 
management options for the real football fan or just a straight up 2 
player experience. A legendary Amiga game. 


KINGY SAYS: 


RGDS listeners probably know my distaste for football and spectator 
sports in general. I'll never watch a match on TV, even if it was the 


battle of the national teams. However, occasionally, if a football game 
is done right, I think it makes for a more interesting video game than 
its real-world counterpart. I hadn't been interested in that since Jon 
Ritmans's Match Day on the ZX Spectrum. Then along came Sensible 
Soccer, the most fun thing to happen to someone's balls prior to 
Pornhub. Another game that made me enjoy playing with others - two 
joysticks and an intense battle to attack each other's goals. The 
top-down perspective with the small sprites was perfect for the game. 
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Apart from Super Sidekicks and Tehkan World Cup, I'll not play 
another football game again. 


WHAT THEY THOUGHT 


‘Disappointment. Not a word you'd expect to find in a review of one of 
the finest games ever created, but that was my initial impression on 
playing the original Sensible Soccer way back in 1992. The sound, and 
in particular the graphics. were basic even for over two years ago. 


However once seated and playing I was instantly hooked and barely a 
day has gone by since when I haven't had a quick kick-about. And that's 
obviously been the case for thousands of other computer owners since, 
as Sensible Soccer remains one of the best selling Amiga titles of all 
time, and has been converted to just about every other format available. 


Like all of Sensible Software's titles. Sensible Soccer's success lies in 
its gripping gameplay, but also in its highly responsive control system 
which is unmatched in any other sports game. Tapping the fire button 
results in a small pass, while yanking the stick back at an angle pulls 
off a spectacular banana kick. The control is very. very intuitive and 
moves are carried out in a split second without having to worry about 
awkward joy-stick combinations. 


Critics though, have pointed out how un-like a real footy match, Sens' 
Soccer is, and this is fair comment. But while Electronic Arts' FIFA 
International Soccer captures the look of the sport much more faithfully, 
its cumbersome control method where the computer tries to take over 
at every opportunity, makes playing frustrating at times and goal scoring 
a matter of luck. 


And while I might share the same birthday as Tony Dillon I'd have to 
disagree with his rating of Cro Team's Football Glory. There's no 
denying that it plays a fine game of football, probably the best after 
Sens, in fact, but it too, is let down by its difficult to master control 
system and a number of frustrating bugs. Sensible Soccer seems pretty 
much perfect then. especially in two-player mode, but there were a few 
minor niggles Firstly the game became too easy, even against classy 
Series A opposition, while the players themselves tended to play much 
the same, no matter what position they were supposed to be representing, 
there was also no need for substitutions as until Version 1 1 appeared. 
players were never injured or booked And there were a couple of spots 
on the pitch from which the expert player could be assured of scoring, 
even from 50 yards. 


Thankfully all these problems have been ironed out of Sensi World, with 
the difficulty level pitched much high-er and more realistically. Come 
up against Giggs and the rest of the Manchester United dream team 
and the player's defence will know it, no matter how good a team they 
are themselves. 


Scorelines too, are far more faithful. Nil-nil is the norm now, rather 
than five-three. Indeed it's worth pointing out that it took me three 
games to find the back of the net, so I imagine those new to Sensi will 
have some hard grafting ahead of them before they hit the top of the 
league. Injuries are now a worrying reality, although serious injuries 
are rare... a four match resting period is common. This can still be 
very, very annoying if a key player is lost at cup ties though. 


The different types of injuries that can occur can be kept track of on 
the squad details screen A bandaged head means that the player has 
simply taken a slight knock while a red cross with a number inside 
represents the number of days that player will be out injured. Fear the 
black cross because this means the player has been seriously injured 
and will be laid out for the rest of the season. 


... [Continued Over The Page] 


‘The greatest and most 
enjoyable game I've 
ever played, Sensible 
World of Soccer is a 
landmark software title 
that once again shows 
the pedigree of Sensible 


Software and of course 


the Amiga.’ 
- CU Amiga 
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The game is pure arcade football 38] 
nirvana. 


LINCOLN CITY O-1 BARNET 


As well as great a great game 
offootball. Themanagementsystem 
is also very robust in the game. 


SWOS has a wonderful variety 
of different types of pitches you 
play footy on. 
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ALAN SHEARER 


The game has a massive database of teams, 
all with the players having the correct skin 
tone, hair colour, name and player stats 
across the world. 


The secret of Sensible Soccer, is the zoomed out 
gameplay and after-touch means you can easily 
do passing play, and bending it like Beckham 
shots. 


Jon Hare packs so much character into 
such tiny player sprites. 


.. [CONTINUED FROM LAST PAGE]... 


Apart from replacing the Injured. substitutes now have a much more 
important role. As in real life. only two are available so choosing them 
with care is a priority. For instance, if Blackburn are the opposition it 
might be an idea to have spare defenders to combat Sutton and Shearer, 
while a couple more strikers would be fitting against a lowly FA Cup 


first round team. 


These management options have a far greater impact on the game-play 
than the first game. Indeed there's an option to play as just a manager_ 
But you'd miss out on such good gameplay and all the brilliant matches 
themselves which can either be played as a one match friendly, or as 
part of an in-depth one season or 20 season career. 


All the players from 1.400 world clubs and 131 national sides have 
been included and they're up to date for the 94/95 season/ The data on 
each player is astonishing and as well as including the right hair and 
skin colour. it also includes their particular skills. This is a Godsend 


for the footy statistics fan. as the transfer market has an option to select 


not only what type of player is required, but also what type of skill, 


from passing to finishing. This means that the knowledgeable can stay 


away from the famous and high priced names and instead scour the 
lower leagues for talent, not just in England but from every major 


league in the world. 


Most teams are happy to flog players languishing in the numbers 13 
to 16 shirts and often at a lower than stated price. The transfer market 
allows the player to put up to five of his own team on the market, 
although quite often offers will come in for other players. The value of 
players varies on how they are performing. A goalie with holes in his 
hands would soon plummet in value while a striker that bags a hat-trick 
every match becomes top of the wanted list. 


Similarly a player that's rotting in the reserves loses value slowly but 
surely. If you're a competent enough player, it's possible to put a defender 
in a striker's position, score plenty of goals, increase his value and 
then flog him for a tidy sum. The tactics section of the game has also 
been vastly overhauled. As well as more than double the number of 
preset formations it's possible to create and edit up to six from scratch. 


The wealth of new features available adds considerably to the experience 
of playing Sensi World, creating a game that remarkably is better than 
the first The increased difficulty level is a major boost, especially for 
Sensi pros, but the it's the management options that give the game a 
razor sharp cutting edge. Being successful with a team playing in a 


formation exclusively created by yourself, and full of players you bought 


is vastly satisfying, as is picking up a low league player for a few quid 
and flogging him for a million a year or so later. The greatest and most 
enjoyable game I've ever played, Sensible World of Soccer is a landmark 
software title that once again shows the pedigree of Sensible Software 


and of course the Amiga.’ 


96% - CU Amiga - Jan 1995 - Rik Skews 


MORTAL 
KOMBAE 


~ 


‘The ultimate way of playing SWOS would be to follow through an 
entire career as a player/manager, which throws up some quite terrifying 
theoretical numbers. A career lasts 20 years, and if you're really good 
and get through to all the finals and everything, you can expect to play 
a maximum of about 70 games per season, At a minimum game-length 
of three minutes. plus a couple of minutes per game on the menus, that's 
a total playing time of. er. (3+2)x70x20 = 7000 minutes. or 117 hours, 
or nearly five days, day and night, without stopping to go to the toilet 
or anything. Blimey! Your career will be further enlivened by an 
achievement screen, which updates you on your progress, and the 
possibility of being offered an international management job if you do 
really well. 


While there'd always be room for quirky rivals like Empire Soccer on 
the one hand, and On The Ball on the other, Sensible World of Soccer 
does, basically, destroy all its direct rivals in an explosion of apocalyptic 
dimensions, like that bit in Star Wars where the Death Star blows 
Princess Leia's planet. No matter how many football games you've 
already bought. this is better than all of them.’ 


95% - Amiga Power - Issue 44 - Dec 1994 - Jonathan Davies 


‘So, is SWOS the perfect all rounder? Is it a game that effectively makes 
all other arcade and management games redundant? Well, yes and no. 
It is the finest arcade football game, probably on any platform Forget 
the pretenders - this is the ONE OK, you might still find room in your 
hearts for Empire Soccer. Fans of the management genre might be put 
off by the lack of stats, but SWOS concentrates on the football side of 
managing rather than the business areas. 


No worries about what's going on the advertising hoardings here. 
Sensible World Of Soccer is every bit as good as we hoped it would 
be. As an arcade game, it improves on the previous incarnation, and 
the management side is enormous fun to play. It's way better than any 
other football game. Ever. And SWOS is as good an Amiga game as 
you can buy.’ 


95% - Amiga Format - Issue 67 - Jan 1995 - Stephen Bradley 


‘This could be a blasphemous thing to say, but I have always been a 
bit of a Goal fan simply because I thought it was a far better football 
game. Since then I have played whole Sensible Soccer Tournaments 
and had a lot of fun and a lot of laughs in the process, but only because 
I was playing with friends. 


I still think it has some faults, which I won't name because people will 
say I'm just being petty, but SWOS in my eyes is a major improvement 
over the original game previously believed that Sensible Soccer was 
only good for two players, but thanks to SWOS it lends itself more 
towards becoming an almost perfect one-player game. The interaction 
between the tactics and the transfers is just brilliant and in my mind. 


SWOS is the world's first football game that has managed to get a 
perfect balance between a pure arcade game and a management 
simulation. I had my reservations about yet another episode of Sensible 
Soccer, but I've had those firmly destroyed because SWOS, quite simply, 
is the best Amiga game that money can buy. I could go on forever 
heaping praise upon the game, but I haven't got the time or the space, 
so I'll leave you to put this magazine down and let you toddle off down 
to the shops to buy it.’ 


93% - Amiga Computing - Issue 82 - Jan 1995 - Jonathan Maddock 


The game give such wonderful 
detail to the crowd. Look at the 
policeman on standby. 


‘Que sera sera, whatever will 
be, will be, we’re going to Wembley’. 


‘He’s fast, he’s red, he talks like 
Father Ted’. 


‘The game is so realistic, England 
ends up losing in any international 
tournament’. 


YHIOOS AO CTYOM ATAISNAS - ro# 


383 


384 


RGDS AMIGA TOP 50 GAMES 


There is so much character and 
life captured to the little players 
in the game’s sprites. 


ENGLAND GOALS (6) 


As well as national teams around 
the world, you can also control 
international teams as well. 


It’s coming home, it’s coming 
home, it’s coming home. 
Football’s coming home. 


Five - One. Five - One. 
You can kiss my (Snip -Ed) 


‘Renegade got themselves in that bother not only through a lapse in 
the programming, but in the failure to do enough work on the manual 
For such a sweet and playable game, the manual and overall packaging 
appears far too scamped as a piece of work. 


The box image looks cheap and the author of the manual has an off-hand 
attitude towards the reader which may have been thought hip, but 
unfortunately comes across as “I don't give a damn”. Consequently, 
the manual is badly structured, annoying and uninformative. With those 
minor penalty infringements aside. World Of Soccer is the business. It 
can be tough to start with, but perseverance and the attraction of the 
career possibilities make the game rewarding and fun. We've been 
waiting a long time for a game like this. It's here, it's worth the cash, 
and you ought to get it.’ 


91% - AUI - No 9 No 3 - March 1995 


‘Graphically, there's nothing really to talk about with SWOS compared 
to Sensi. The menu presentation is nice, while the match graphics are 
much the same as before, with just the odd tweak here and there. The 
new title tune and in-game ditty are welcome additions and the new 
sound effects are fine — again, not really making any difference to the 
game, but nice to have. 


The real shouting point of SWOS is management, with its added problems 
of injuries, bookings and money — and you really couldn't ask for a 
more worthy challenge. The manager-only option isn't one that I would 
spend a lot of time on, and even if you try and get really involved in 
tactics and transfers, you're never really called upon to do much more 
than press the fire button every now and then. 


Other main game bummers are few and far between, and the only one 
I'm really compelled to groan about is the tremendous amount of time 
it takes after each season to show you every result and league table 
from throughout the world (perhaps a 'Crap Off’ option would've been 
nice). Mind you, if SWOS is anything, it's certainly one of the most 
accessible and comprehensive football databases ever, with just about 
every global player and team statistic you could ever want. 


If you're looking for a manager-only game, look elsewhere, but if you 
love Sensi, and wouldn't mind more of the same with tons of information 
and the ability to build up your own team of George Bests, step this 
way — this could be what you've been waiting for. I'd hoped to give 
SWOS a higher mark, but would by lying if I said I'd been totally blown 
away by it. 


Still, don't get me wrong, SWOS is absolutely fab; just don't be surprised 
if it's not quite as stunning as you'd hoped. I can't help but get the 
feeling it could have been so much more, but maybe that's because I 
knew what was originally planned to go into it. Even as it is. though, 


it's groovy stuff.’ 
90% - One Amiga - Issue 76 - Jan 1995 - Matt Broughton 


[Other Reviews: ACP: 92%, AD: 91%, 
AG: 89%, J: 87%, D: 5/5] 


WHO MADE IT 
Jon Hare - Designer, Graphics 


Born on 20" Jan 1966, in Ilford, Essex. He is 
one of the founding members of the fantastic 


Sensible Software in 1986. His first | 


commercial games in 1986 were Galax-i-Birds 


on the C64 and Twister: Mother of Charlotte | 


on the Spectrum. 


He was mostly known for his graphics and did 
graphics with such prestigious C64 games as 
Parallax (1986), Wizball (1987) Microprose 
Soccer (1988), that revolutionised football 
games, and the Atari-ST graphics of Trivial 
Pursuit (1988). He also did the C64 Hewson 
published shooter Insects in Space in 1989. 


But it was in 1991 on the Amiga that 
Sensible Software would hit the stratosphere 
with their easy to learn real time strategy game 
Mega-Lo-Mania. 


He continued with the design and graphics on 
the Amiga a with the weird Wizkid: The Story 
of Wizball II (1992) and on Amiga and Atari-ST 
and consoles with the amazing Sensible Soccer: 
European Champions (1992). They continued 
to hone, improve and expand the game with 
Sensible Soccer: European Champions - 92/93 
Edition (1992), International Sensible Soccer 
(1994), Sensible World of Soccer (1995). He 
also did World Championship Soccer II on the 
Mega Drive in 1994. 


After the Amiga he worked on the PS1 with 
Sensible Soccer '98: European Club Edition 
(1998), the Gameboy Color version of Prince 
Naseem Boxing (2001) and the 3D Sensible 
soccer game Sensible Soccer 2006 (2006) on 
PS2, Xbox and PC. Most recently he has done 
the Wii game Showtime Championship Boxing 
(2007), Speedball 2 HD (2013) and the mobile 
and PC game Sociable Soccer (2019). 


Richard Joseph - Music 


Barbarian 1 & 2 and RimRunner. 


Perhaps best known for creating the music to RoboCod. Richard 
started at Palace doing The Sacred Armour of Antiriad (or also 
known Rad Warrior) with Dan Malone and Cauldron II: The 

Pumpkin Strikes Back. Staying with Palace to do Stifflip & Co., Then in 1988 on the Amiga and ST he did 


the games Speedball 2: Brutal Deluxe, Cadaver, Gods, Magic 


games such as Knightmare, James Pond 2: Codename: 
RoboCod, Mega-Lo-Mania, Moonstone: A Hard Days Knight, 


Chris Chapman - Designer, Programmer 


He was involved when they moved to the Amiga, he 
began to be involved in the design and game aspects. 


The first game he helped design and program for was 
Mega-Lo-Mania (1991), then the Sensible Soccer 
games (1992 - 1998). He left in 1999 when Sensible 
Software was bought by Codemasters in 1999. 


Chris Chapman - Designer, Programmer 


He co-founded Sensible Software in 1986 with Jon 
and did the design and programming on such games 
as, C64 game Galax-i-Birds (1986), Spectrum game 
Twister: Mother of Charlotte (1986) and such 
prestigious C64 games such as Parallax (1986), 
Wizball (1987), Amadeus Revenge (1988), 
Microprose Software (1988), Oh No! (1988) and 
Insects in Space (1989). 


But it was on the Amiga and Atari-ST were he 
designed and did programming on 
Mega-Lo-Mania (1991), Wizkid: The Story of 
Wizball I (1992), Sensible Soccer games (1992 - 
1998), Mega Drive game World Championship 
Soccer II (1994). He left Sensible Software, when 
they were bought by Codemasters in 1999. 


David Korn - Designer, Programmer 


His first game was on the C64 with Arcade Classics 
(1987), followed by BMX Kidz (1987) and Thrust 
IT (1988). 


On the Amiga he did the impressive International 
3D Tennis (1990), He then worked on all the 
Sensible Soccer games from 1992 to 1995. 


Jools Jameson - 
Additional 
Programming 


His first commercial game 


released was the C16 port 
of Who Dares Wins II (1986). Then in 
1987 he did the C16, Plus/4 versions of 
Future Shock, Phantom and Spy vs Spy. 


Frost-Byte and on the Amiga Seconds 
Out. He also did the 1989 NES game of 


After Palace he worked on the game Wicked, Voodoo Nightmare, WWFE Wrestlemania and in 1990 the DOS 
James Pond: Underwater Agent and International 3D Tennis. 


port of Beverly Hills Cop. 


After so many hits, he was invited to join the Bitmap Brothers for 


But it was on the Amiga with Sensible 


Pockets and Chaos Engine. Whilst also doing the music for other Software where he made a name for 


himself working on Mega-Lo-Mania, 
Sensible Soccer games, Cannon Fodder 


Moonshine Racers, Lure of the Temptress, Putty, Wizkid: The 1 & 2, Sensible Golf and LMA Manager 


Story of Wizball and Sensible Soccer series, to name but a few. 


2003 on Xbox and PS2. 


- LOH 
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THE MANY SENSIBLE SOCCER GAMES... 


Sensible Soccer 
V1.0 (1992) 
[AMIGA | 

The first iteration, 


had Captain Sensible 


music of the 
Damned fame. had 
no injuries and was 
very bare bones. 
But all the great 
gameplay was here. 


Sensible World of 
Soccer '96/'97 
(1996) 

[Amiga | PC | 
Xbox 360 | Mac | 
Linux | 

Another player 
roster update, 
although the Xbox 
360 version added 
lots of cool extras 
such as online 
multi-player. 


European Champions 


Sensible Soccer 
(1993) 

[Amiga | CD32 | 
Atari-ST | DOS | 
Acorn-32Bit | 
Expands on the first 
release, with 
injuries, better AI 
and now 168 teams 
playable across 
Europe. 


Sensible Soccer '98 
(1997) [PC ] 

First big misstep in 
the series. It 
switched to a 3D 
engine and lost a lot 
of its charm and 
playability. 


Sensible Soccer 
(1993) 

[SNES | GB | SMS 
Mega Drive | 

Mega CD | 
Console version of 
the game, plays 
fantastically and the 
Mega CD version 
has extra sounds 
and music, and 
rendered cut-scenes. 


Sensible Soccer 
'98: European 
Club Edition 
(1997) [PC PS1 | 
Same as ‘98 but 
with European 


teams. 


IHTERMATIONAL 


Sensioale 


International 
Sensible Soccer 


(1994) 

[ Amiga | CD32 | 
Atari-ST | PC | 
Jaguar | 


To run with the 
1994 World Cup, 
this version adds 
national teams and 
a World Cup style 
completion. 


Sensible Soccer 
2006 (2006) 

[ PC | Xbox 360 | 
PS2] 

Another attempt to 
go 3D with series. 
Its OK if a little 
average and 
forgettable. 


Sensible 


WORLD OF 


SOGGER 


‘ SS 
a. 


eee 
My 


Sensible World Of 
Soccer (1994) 

[ Amiga | DOS | 
The one we chose 
in main review. A 
massive update, 
with a full world 
roster and lots of 
tweaks, a player 
manager campaign. 
They did a ‘95/°96 
roster update 
version as well. 


Sensible 


WORLD OF 


Sensible World 
of Soccer: 
European 
Championship 
Edition (1995) 

[ PC DOS | 
Essentially 
Sensible World of 
Soccer '95/'96, 
but with added 
roster to coincide 
with the Euro 
Championship. 


€5% manchester Reds Q [Piimadrid BloncoeNt) 
Sa = 


“a 


Sociable Soccer (2017) 
[ Mobile | PC | Mac ]} 
Not an official sequel, but it’s made by 


Jon Hare, so its the closest we a likely 


to get to a new Sensi Soccer game. 


still do yearly updates 


HS to Sensible World Of 
Soccer, with all the current players. It 


can be found on their site for free at 


» enjoy. 


THE MANY SENSIBLE SOCCER COVER DISK SPIN-OFFS.... 


Sensible Software, were known for their 
wonderful close relationship with many of 
As part of that they would 
release a multitude of different spin-offs of 


the magazines. 


the game Sensible Soccer, putting fun spins 
on the game. So in the next couple of pages 
to detail 
magazines they came on. Enjoy... 


I wanted them and which 


Sensible Soccer V1.0 Demo 
- Issue 13 - May 1992 


The first demo of 
Sensible Soccer 
v1.0 also included a 
full disk all on 
Sensible Software 
for Amiga Power. 
This included a daft 
game call Sim 

= | Brick that let you 
simulate a brick! A 
Wizball 2 demo, 
and the Sensible 
Startest, that had a 
quiz and details all 
on the fab 
developer. 


Sensible Soccer V1.0 Demo 
- Issue 34 - May 1992 


Amiga Format, the 
’ | Sister mag to 
Amiga Power, also 
got the same demo, 
but not the extra 
daft bits. 


Revenge Of The 
Mutant Camels by 
Jeff Minter 
included on the 
disk, so it wasn’t all 
bad. 


Sensible Soccer V1.1 Demo 
- Issue 51 - December 1992 


fe 8! || 
VAiAaee 


Sensible Soccer 92/92 Meets Bulldog Blighty 
— Amiga Power — Issue 21 — Jan 1993 
lI | | A great disk where you can play in three different time periods. 


+— ne 


1944 has you play footy with a hand grenade, 1966 in black and 
white and re-create the World Cup final, and 1993 and play the 
modern England football team. 


actastoel over coun before end eever to Or for tomething a lutte tamer how 
be repeated - Soccer WW stybe about the World Cup final 19667 


SENSIBLE SOCCER 


92/93 MEETS. 
BULLDOG BLIGH 


Pow 


Taking 1 bang up to Gate, the 90/93 
version even mchedes red cards Cores 


Sensible Soccer International Edition 
Dems - Issue 70 - July 1994 


The One Amiga, 
gave the demo for 
” the much better 
Sensible Soccer 
V1.1, that most will 
Y have played. This 


The One Amiga, also went 
football crazy giving the 
demo for Sensible Soccer 
International Edition. 
Also including a demo for 
platformer Out to Lunch. 
—, include yellow and 
‘| red cards, injuries, 
better AI and 
improved goalies 


Then on the other disk they 
included the hot new 
football game rival 

and so much more. 
The disk also had 
the rather fab demos 


attempting to steal Sensi’s 
crown, with Empire 
Soccer, and the terrible 


of No Second Prize Quik The 
a 3D motorbike Thunder 
game and Rabbit. 


Creatures. 
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Unsensible Soccer — Amiga Action — Issue 42 — March 1993 


in the game. 


CREATURES 


UNSENSIBLE 
SOCCER 


Lowi 


sensibilities? Grief, we don't know 


If you're ov foit with the original, then this is 
easy. The ideo is to win by scoring a gool 
{first to score wins) and claiming a 
f ling, if not jammy and undeserved 
viclory. The twist to this is that you can be 
either a team comprising of athletic opples 


UNSENSIBLE 
SOCCER § 


W- is this, is it some cheeky pseu do-crib of the second best 

W- sim in the biz? No, it’s from the Sensible people 

themselves who have come to the awtul realisation thot it's not 
cool to be sensible oll the time. So, with the hope of restoring street 
credibility, those not-quite-as-sensible-as-they-once-were dudes hove sent 
you this to make amends! Is it footy at its best or will it offend your 


supported by pears in goal 

Simply lood up by typing “Demo” when 
prompted. Select one or two player mode, 
pick your team and head for the pitch (or 
pith?). You control the player denoted by 
the number over his head, and the ball gets 


But back to March 1993 and Amiga Action readers were treated to another crazy spin-off to the Sensible 
Soccer V1.1 demo. Here you go Unsensible Soccer that let you play a football match where all the 
players are apples and oranges, the goalies are pears and the ref is a walnut. A great fun addition to enjoy 


_ Abit of o full cockioll here 
we re ofroid. Just whot 
possessed Sensible Software 
fo program this apple strudel 


of a game is beyond us, buf 
i's Qood fun nonetheles 


ohtertouch being achieved by manipulating 
your stick once the boll is away. This tokes 
time and practice, as does dropping the 
occasional banana! And if all this fruitbow! 
related excitement is too much for you, you 
con be Man United instead. Do we spoil 


or over-zeolous oranges, capably kicked with o flick of the fire button, you or whot? 


Sensible Moon of Soccer — Amiga Action 
388 — Issue 65 — Christmas 1994 

On the incredibly generous Christmas issue of Amiga Action, you also got 
Sensible Moon Of Soccer, that lets you play football on the moon, with all 
the low gravity, and lunar craters that gives you. You have to admire the 
craziness and imagination the Sensi team had. It is just a shame all these 
other daft modes never made it as extras in the full game releases. 


Sensible Software 
(All Amigas) 


Yes, other magazines 
have brought you 
demos of Sensible 
World of Soccer, but 
our exclusive demo 
really is out of this 
world in more ways 
than one. Set ina 
future where footy on 
the moon has really 
taken off, you have 
been invited to take part 
in a newly formed lunar 
league. Hurrah! 

Everybody has played 
Sensible Soccer before, but even if 
you haven't it’s not exactly difficult to 
get to grips with. A lot of the options have been greyed out so they 
cannot be accessed, but you can play the game and that’s what counts 
There's only one pitch to choose from because that’s what the moon is 
like, so get out there amongst the craters and play for your planet! 

To play the demo you'll have to decompact it on to another disk 
using the same system as last month. If you didn’t catch that issue then 
don't worry because it’s simple enough. Just get a blank disk you don’t 
want and boot up with Disk Two in the drive. Swap disks when you're 
told, and you're away. Easy 


Sensi takes you 
to the moon. 


Contend with 
craters in this 
lunar league. 
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Hey that player 
mooned me!! 


Cannon Soccer — Amiga Format-— Issue 54 — Xmas 1993 


Mixing in Cannon Fodder with Sensible Soccer, this had you control a soldier, with the purpose to blow up 


vO# 


all the footballers. A perfect blend mash-up of two of the greatest games of the Amiga, and it was a 


wonderful Christmas giveaway with the Amiga Format magazine. 


TOM SOCCER Pina 
Wey Dae 4 | WORKING? 


There is snow in the airand the [tareer arse rer ty ete 


month and out of all those, sadly a few will be 


CRRA Ray: tae me faulty. if your disk is faulty or any of the pro- 


grams on it will not load or run properly, there 


Christmas as Sensible Soccer BRRIap rete eerste 


However, if your Coverdisk is in fact faulty, 


and Cannon Fodder characters SRE etiperrrern tent y rents 
ADDRESSED ENVELOPE for a free replacement 


celebrate the brotherhood eS*ssyesererirassmensen 
of man. Well, actually, they try Amiga Format Christmas Disk 


’ + r, Disk Copy Labs Ltd 

4 Sensible Soccer versus to kill each other, but it was a Units 2&3 Omega Technical Centre, 
Fodder in thi . ids, 

Sil ichuhsseems eonaaaanen Ores the nice thought for a moment. [ilimede-/eeihibmmteaabaiats 

4 


inimitable Sensible Software N11 SRT 
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HO! HO! HO! What greater fun could you have this Yuletide seasor 


g and totally ex 


Now here's a handy tip. Just 
because you've got four soldiers in 
one group doesn't mean that you 
can't split them up and deploy 
them over the terrain, All you 
need do is click on one of two of 
the names in the top left panel so 
that it is highlighted. Then click on 
the badge over the names (the 
snake, the bird, the panther). This 
will then split your troops. You are 
in control of the lighter coloured 
box. While you're away, the other troops will 
Cannon Fodder is entirely mouse-controlled your men to them and then clicking on the stay where they are and look after them- 
~ this gives it the really easy control system Object with the Left Button held down. selves. To rejoin the whole squad, simply 
that you now see displayed here. move one of the 
sections into the 
other, This is a 
useful tactic for 


exploring - 
sending one 3 8 
chap is better 


than wasting the 
entire group. 


@ fire guns. Spray fire to throw grenades or fire rockets. 
S by moving the mouse around. Make sure to position the sight over the target 


and away from yourself. 
walk ~ keep the mouse 
pointer as far ahead as you can, the pauses the game. Which can be useful to 


guys will follow it. You can also pick give yourself a chance to think and work out 
up rockets and grenades by leading just what's going on. 


Below are just a few of the elements that you will chance upon as you wend your merry way through the snowy landscapes and winter wonderlands that 
your commanding officer has decided should be the place of your ultimate victory or doom 


This is a ‘friendly’ gun - well, it's not manned by the bad guys, anyway. This means that you can 
climb into it and start shooting by laying into the right mouse button with a vengeance. 


This is an enemy gun emplacement. You can tell this by the red light on top (as well as the chappie 
Standing next to it). Don't try to get into this one - just blow it up with a grenade or a rocket. 


That will leave it looking like this. 


An enemy chopper. Once again the red light on the top tells you what you need to know - as if the 
ees fact that it will be raining bombs on your head won't give you a hint or two. Avoid it at all costs. 
imet 


Water: don't be afraid of it. Go on, dive in. Fortunately for your lads, you can fire at the enemy 
when submerged up to your necks in icy aqua. But do move fast. 


Your grenade and rocket sight. Position this over the chosen target and click both buttons to 
unleash a shower of explosive death. Merry Christmas to ye! 


Goalposts. Now, for the sake of keeping excitement levels at the maximum, we are showing you 
the posts at the top of the Land of Hope and Glory level. We don't want to Spoil all the secrets, so we 


won't show you what lurks between the posts at the bottom. Take our word for it, it's nastier than 
Peter Shilton in a bad mood. 


An enemy hut - you can tell by the door. Your task is to grenade or rocket it so the door disap- 
pears. Fail to do this and the enemy will just keep coming at you. 


It was a great Xmas 
giveaway to enjoy. 


“~TMGRRY  ~ - soe 
CNRISTINGS “, & 


Two of the greatest games, blended together. It also has a unique Cannon Fodder level as well. 
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Sensible Massacre - Amiga Action — Issue 60 — Aug 1994 


to blast them to smithereens. That’s it really. Fun in short bursts. 


(All Amigas) 


Put the disk in your Amiga and turn on the power. When the menu 
screen appears press the corresponding number and within seconds the 
Sensible Massacre options screen will appear allowing you to change 
such things as the length of each half and speed/difficulty at which the 
game plays. As soon as you are satisfied, click on the start game option. 

You are the English goalie stood in his six yard box who must defend 
his goal line against the rampaging Dutch attackers for all he is worth 
He does this in a slightly unconventional way, not with his feet, or even 
his hands but with hand grenades! 

The game is mouse controlled. You move the cursor around the 
screen to aim and press the mouse button to lob a grenade in the 


direction you selected. Any Dutch player caught in the blast will be 
blown to smithereens and a point will be added to your score for each 
one killed. For every attacker that you miss and allow to cross the line, a 
point will be added to their score. At the end of the game the scores will 


Daft and fun little game. The football opponents run at you as the goalie and you have to use grenades 


DO OU STILL HOLD A 
GRUDGE? 


RF] oh) J Sl est 5 


winnie s 


Sensi Soccer with guns. 


Shoot them all! 


Sensible Massacre 2 — Amiga Action — Issue 70 — May 1995 


PD 
(All Amigas) 


fter the unsurprisingly great response we got from 
the original, Sensi Mass is back. This time you have 
to control a bulldozer in the midfield (sort of a Vinnie 
Jones with wheels), and kill as many bikers, 
parachutists and footballers as possible. Use your 
supply of explosive footballs on the bikers and 
parachutists and simply run over the footballers, 
squashing them to a pulp. Do be careful though, each 
enemy you come into contact with will take a 
little energy from your bulldozer, so 
try to avoid the opposition as 
much as possible. 
Throughout the course of a 
game you will notice several 
icons appearing and 
disappearing. When picked 
up these can either replenish 
your energy or ammunition, 
swap the energy bar and the 
ammo bar around, or act as a 
smart bomb. 
You are now ready to play away 
to your heart’s content. And you can 
give Robbie Fowler one from us! 


be totalled up and the winner announced 


MAN UTE 
dau 


5 


Even more mayhem awaits with 
this PD sequel. This time you are 
in a grenade launching bulldozer, 
and so must drive around the 
centre of the pitch blowing up the 
opposing football team around 
you. This adds more to the game, 
with guys on motorbikes and 
parachuting in to attack you. 


More daft fun to enjoy here. 


Fy a pl apt merc itis no * In Career Mode when you make an 
ger followed by a minute's silence. offer to buy a player and you receive entirety, View Result just tells you the 

coat bay (crowd Chants On/Off) nove the message from his club "We will score straight away. 

works for A500. accept no more offers on this player” * Any match on the Pitch can be harm- 


SWOS Update Disk - The One Amiga 
- Issue 80 - ey 1995 


* When the 2nd Player is using Edit the player is now immediately lessly Abandoned before the Kick Off 
was given, fixing oodles of Tactics the cursor no longer locks up removed from the transfer market and by pressing the ESCAPE key. 
8 ? g on the ball, in time a new player will move onto a eoteeaimeaaaied ts 
H * When you are sacked can now the transfer market to take his place. ir current league position. 
bugs and improvements. All only Continue If you weldepe cers a * Improved the computer teams’ evalu: * Generally the form of any one team 
: : Job Offer trom a different club, other- ation of players offered to him in is @ bit more variable, because all of 
of them are listed in the wise you must Retire. exchange for one of his own players. the players now have good days and 
A * italian League now gives 3 points for * You can now activate the Bench to bad days instead of always being 
mag, given here > a win. Change Formation and Swap Players exactly the same in each match. 
* You can now import any team in the around on the pitch (NOT to substitute * Any Tactical Changes made from the 
World into Custom Teams. players) when either Goalkeeper is Bench including Formation Changes, 
* Player Skin/Mair colours now always holding the ball. Substitutions and Player Swapping 
SWOS U date Disk stored correctly in Custom Teams. * In Career Mode each separate compe- will now affect the and 
p * Once a player has imported into a tition (i.e. Premier League, Cup, League skills of all Players on the pitch that 
A © A ti Custom Team, the import box is now Cup, EUFA Cup) now stores its own are affected by the changes. 
miga ction switched off to stop the player acci- game type defaults (i.e. * In Career mode a Foreign player is 
dentally importing another team over match/result/view match/view result) now very unlikely to accept an offer to 
- Issue 71 - June 1995 the one that he has just imported. $0 you can for example now default to —_ join your club if his value is much 
P . F * Players will now always shake off a just getting results for League games, higher than the average player on 
Amiga Action in issue 71 *knock’ eventually. but actually play all Cup games. your team. (After all who wants to 
e * Right and Left-sided players can now * You can also now mix and match Wawel altaya 
swap wings without such a drastic Game Types (Playing/Coaching/Result) with a load of Donkeys? (Daniel 
also gave the same update effect on their performance. in all Competitions. Amokachi, a 
di k d he 1 ibl * Ticks and Crosses are now shown for * When Extra Time is played in any * Positions of players at goalkicks vary 
isk and the latest Sensible Player-Coach teams as well as just mateh, It is now random who kicks off — depending upon the formation being 
Coach Teams. and who kicks up of down. used. 
World of Soccer game asa * Game no longer crash when the Sub * Player-Coach and Coach teams are * Anumber of Preset Competitions 
Goalie dives. not as severely disadvantaged against have been updated where necessary. 
playable demo. * There are no longer any errant ticks computer opposition as before. This * In Career Mode you will no longer 
and crosses being displayed on the keeps player values up, and generally receive any Job Offers from teams in 
Squad Select screen. makes Player/Coach and Coach teams the same division who are in either 
* You can now Format a disk direct stronger. Promotion or Play Off places. 
from the game. * A general boost has been given to * in Career Mode you will no longer be 
* The odd player who Is sent off will Attackers and Wingers to heip keep asked to pick the Playoff Squads fora 
no longer linger at the side of the their values up in Career Mode. team that has just, rather nastily, 
pitch. * The way a Player's Value is calculated given you the sack. 
* in Career Mode You will no longer has been changed, and we have includ- * The allocation of Goal Scorers in 
receive any Job Offers in your last sea- ed a small value boost for Goal Result only match has now been 
son of Management. Scorers. improved and the Goal Scoring share 


* In Edit tactics you will no longer get * The tactics of the two front players throughout the team now varies 

a Cross when replacing a Loan, Banned thas been much improved for 4-4-2 and depending on the Formation the team 
or Injured player with any fit squad Sweep formations. is playing. 

player (unless you try to play an out- * Home Teams are now given a slight * There are also a number of changes 
field player in goal). skill handicap advantage over Away to Edit Tactics and Tactics in general. 

* Files saved with a ".” in them some- Teams for all Game Types. 

times appeared to get lost when load- * Player or Player/Manager is now 

ing. It is now no longer possible to put called Player-Coach and is always rep- 
a.” in the file name in the first place. resented on a Blue Background. 

* When buying back a player you have he reag rmitebteci | tetas 
sold in the past, his value will no the option of Match or Result. Matc! 

longer change as soon as you buy him. allows you to select between Lat 

* Team data has been updated in some Coach and Coach Modes (defaulting to 
countries. your previous selection) and 
* You can no longer be sacked after the Result, after you have chosen 
your squad, will give you just 


last League game of the season. (W's not just an 


The Small Print Bit. 

1, Whilst we here at The One make every effort to 
coverdisks for all known viruses, we can accept no res 

ty for damage caused by viruses which may have escap 

tion. 2, The One and its retailers are not liable for any unna 
changes to the contents of the coverdisks which may occur, 


The last daft game given on the 
GRAVITY POWER] Amiga, was for Amiga Power, 
et epizer a has nothing to do with football. 


rs The game simulates the exciting 
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is world of train spotting, where 
oan ge . 
you can cross the train numbers 
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as they go whizzing past. 


ENSIBLE TRAIN SPOTTER 


ensible’s farewell to the Amiga is one of the most 

delightful little games we've had on our cover disk for 

ages. As you'd expect from Sensible, there’s a small 

man at the centre of your attention. However, he has 
neither gun, whistle nor nine-iron in his hand — his only comfort is 
his flask as he heroically battles to record the numbers of trains 
before they vanish off the edge of the screen. 

Use the cursor keys to move your selector around and hit 
return when the number you have highlighted matches the 
number of one of the trains on screen. Complete the lot within the 
allotted time and you'll move on to another, more difficult level. 
Get one wrong and you'll be docked of time. It really is that 
simple. So what're you waiting for? Get spotting... 
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ie | Probably the most.compréhensive sto 
ever assembled 
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The most comprehensive management game EVER ! 


HISTORY OF SENSIBLE SOCCER 


The story of two kids in Chelmsford Essex begins with a meeting of 
minds at a Rush concert. Jon Hare would through friend of friends, 
at the concert meet Chis Yates, and through chatting they found they 
were kindred spirits with their interests, especially their love of music 
and making music. So they formed in the early 80s aged sixteen in a 
band they called Zeus. 


They continued with them heading different bands, with always the 
two of them, with Dark Globe and then their more concept album 
period of Touchstone. It was during this period that Jon would write 
the haunting tune Narcissus, about a break up with the love of his life. 
It would be this song, that would later re-use in the game Cannon 
Fodder. 


During this period Chris was finding additional passions, with computer 
programming. Not having the money, he would “trial” a computer 
from a catalogue such as Littlewoods, learn to program, then send it 
back at the end of the trial. He would then do the same with another 
catalogue to get that computer again and learn some more. 


From doing this he got proficient enough to get a deal with LT Software 
to write a game. That game for the Spectrum was the brilliantly named 
Sodov The Sorcerer. But Chris found, he could do the coding, but try 
as he might he couldn’t do the graphics. So Jon was brought in to 
work on it as well. Developed in 1985 and eventually published in 


early 1986 by Bug Byte software. 


Still working with LT Software, for their second game (although was 
released first), they did an interesting Spectrum game called originally 
Twister: Mother Of Harlots, and then toned down by the publisher 
System 3 to the more acceptable Twister: Mother of Charlotte. 
Mixing in weird Tron-like visuals and big breasted flying women, it 
was quite a unique and fun little shooter. One thing it is also 
remembered for by Jon is in the trade show, System 3, had decided to 
do a spectacle to draw interest. So for Twister he had bare foot sexy 
girls dancing and for International Karate, he had karate experts 
break breeze-blocks taking it in turns on their stand. Well, you can 
imagine what happened, after a few turns, breeze-block rubble and 
sharp dust got everywhere and those poor dancing bare footed girls 
would soon be bleeding and unable to dance. But despite this it was 
a popular display, that definitely drew interest with the crowds. (It was 
certainly the first time Jon remembers such spectacle being used for 
gaming expo the UK.) 


Despite two interesting games released, there was very little money 
for the boys from Essex. But it taught them a valuable lesson, make 
your own development company. It was 1986, and the time of Thatcher, 
and massive unemployment. It also meant there were Government 
schemes, encouraging the unemployed to start their own companies 
(mostly to help hide the unemployment numbers, behind schemes). So 
the duo, decided whilst working on their games to sign-on for 13 weeks 
and qualify for one of these schemes. They named the company 
Sensible Software (no one can remember why they called it that, 
although they liked both words were eight letters), and the were 
feverishly working on their next game, a shooter for the C64 with a 
wonderful parallax scrolling effect to give the game visual depth. 


So with a new company, still working in their houses, they took their 
demo of this shooter, up to Manchester and Ocean, showing them their 
new game. Ocean were impressed and signed them up to make the 
game, giving them £5,000 advance and 15% royalty deal. Sensible 
Software on their first day of business had lots of money, and had 
signed up with one of the biggest publishers of the day. The Sensi 


Narcissus by Jon Hare. 


They would locally at gigs do quite well under a 
variety of names, such as Zeus, Dark Globe and 
later Touchstone. 


It would be 
their love of 
music and their 
free form 
approach to 
making music, 
that would 
,make Sensible 
Software 

so unique. 


The brilliantly named Sodov The Sorcerer, was 
Chris and Jon’s first game. 


Twister: The Mother of Charlotte, was Gamepvay 
a shooter with Tron-like visuals and 

big breasted flying women in it. It’s quite fun 
to play. 
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GAMEPLAY 
An 
interesting 
shooter 
mixing in 
flying and 
walking 
sections. 


Galax-i-birds (1986) Owe 

q was a £1.99 cheep 
~ and cheerful 
arcade shooter. 


COM¢VODORE 63 


WIZBALE ee os eee 


SEUCK: Shoot-’em- 
up Construction Kit 
(1987) 


The C64 game they had shown and made for Ocean was called Parallax. 
It was a game that evolved like all their games out of free-form trial and 
error, mixing in lots of neat ideas to elevate their games and stand out 
against their competitors. It is also notable for the Martin Galway music 
in the game for Ocean (Martin would briefly join Sensible Software a 
couple of years later.). The game was critically well received, with Zzap! 
64 magazine giving it 93%. The Essex boys were on their way. But 
Parallax would be nothing to their next C64 game for Ocean. 


But before that game, first as a palette cleanser, after doing a big game 
project, the Essex boys, liked to do a quick and dirty budget game. One 
they wouldn’t get too stressed about, and could knock out ideas quickly. 
So their next game was the pretty forgettable 


But let’s move on to their next real game. After their success with Parallax, 
Ocean had given the team carte blanche for their next game. So the boys, 
would brainstorm a unique horizontal shooter, taking ideas of Gradius 
and Defender, but mixing it with unique ideas, zaniness and a twist on 
the shooting genre, to make it stand out. 


Called Wizball, it starred a wizard who in ball form, would initially bounce 
across the landscape to shoot the aliens and pick up the colour paint left. 
As you progressed you would begin to paint the world in making it more 
colourful. It was a difficult game to initially understand (especially if you 
didn’t pick up the power orbs, that stopped the incessant bouncing and 
gave you control of the ball), but once you mastered it, thee game was 
sublime, original and addictive as hell. 


Despite two hit games for Ocean, the royalties promised never appeared 
for the team, and so they decided for their next game to move away from 
Ocean and go with the publisher Palace. That title wasn’t a game but 
game making app, called The Shoot-‘em-Up Construction Kit (or 
SEUCK to its friends). It came about with Chris playing around with an 
easy development tool for shooting games, that they could then use to 
quickly turn out budget games. They quickly realised that the games in 
the tool, weren’t good enough for budget titles. But they instead saw the 
potential, that selling the app itself to allow people to make fun little 
games, with zero programming, would be fun. They were right with 
SEUCK being another massive hit for the team, with people clambering 
for a tool that let them easily make their own games. It also included four 
games by Jon, showing what the development tool was capable of. For 
the first time they were seeing financial rewards for their game. 


In 1988 after releasing two big games, they went back to doing a basic 
shooter again, this time under the Silverbird £2.99 budget game, and calling 
it Oh No! The game was a no frills, basic blaster, but it was well received, 
with Zzap! 64 magazine giving the game a respectable 80%. The game 
was given away free in Zzap! Megatape 7 in 1990. 
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But for their next big game, they decided to work on another passion 
of theirs, football. Released in 1988 Microprose Soccer, was based 
on the arcade football game Tehkan World Cup released in 1985 
by Tecmo, and huge favourite of both Jon and Chris. The game was 
fast and fluid, in the overhead viewpoint, using a trackball, to control 
the players. The team wanted to take this concept and interesting 
viewpoint and make their own take of the game. 


The overhead viewpoint and fast gameplay carried over well to the 
C64 and Spectrum, and it was a massive hit for the Sensible team. 
Again it reviewed well with all magazines giving it 90% plus 
reviews. C+VG gave it a whopping 95% and said: ‘Microprose 
Soccer is the greatest C64 games to date, and I don’t expect we'll 
see as good as (sic) quite some time to come. Miss it at your 
peril!” 


In 1989 Origin and Ultima creator Richard Garriot, reached out 
to work on a game for them. Martin Galway who had joined them 
permanently, now would be on programming duties with Jon Hare, 
with ideas flying in all directions, over-promised on what the game 
could be. Martin, who was better know for his game music, was 
out of his depth, an ultimately the game after switching from C64 
to PC was scrapped in 1991, and Martin Galway decided to leave 
Sensible Software. 


To keep them going in 1990 Chris had been experimenting in 3D 
and on the back of that they released International 3D Tennis with 
Palace Software. It had impressive well animated wire-frame 
players and played a pretty solid game of Tennis. It was another 
critical hit with Zzap! 64 giving it 94% and saying ‘A superlative 
tennis sim that will appeal to everyone.’ 


The last game that Sensible Software would release principally for 
the 8-Bit platforms was the polished Defender clone called 
Insects in Space and released by Hewson Consultants in 1991. 
Staring a naked angel, who must fly around and shoot the insects, 
who are trying to take the baby cherub angels, was not doing anything 
overly original. But it was a polished, fast, well put together 
Defender clone and again was a massive critical hit for the Sensible 
Software team, with Zzap! 64 giving it another 94%. They were 
king of the 8-Bit world, but now it was time to see what they could 
do with the Amiga and 16-Bit hardware. 


The unreleased Touchstone game was a hugely 
ambitious RPG project with Origin. But ultimately 
the game was too much for the small Sensible 
Software team and it was amicably abandoned. 
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[m] Tehkan World Cup released 
in 1985 in the arcades, was 
a huge inspiration for Sensible 
Software’s Microprose Soccer 
football game. 
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Microprose Soccer was essentially 
the arcade game made for the 
C64 and Spectrum. It was another 
big hit for the Sensible Software 
crew. 


International 3D 
Tennis released in 
1989, was an 

interesting game, very unlike 
Sensible Software’s other titles. 


Insects In Space (1991) - Naked angel women fa 
Shooting insects and saving cherubs, in this 
polished Defender clone. 
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Mega-Lo-Mania released by 
Mirrorsoft Image Works label 
in 1991. 


Wizkid was released in 1991 
for Ocean. 


2 featured in 
March 1992 of 
Amiga Power, 
sadly never 


Robert Maxwell, who owned a media empire, 
along with the game publisher Mirrorsoft, 
was found dead off his yacht, bringing to 
light him spending the employees pension 
fund, to keep the company afloat. 


~o : , : | 
was finished. egIPa ‘ S73 


Moving into 16-Bit gaming their team began to grow, with Chris Yates 
and Jon Hare now joined with David Korn, Chris Chapman, Jools 
Jameson and Richard Joseph hired to do regularly do their music. They 
now had the team, and were all set to work on two new games for the 
Amiga. 


The games would be worked in tandem, with one being a madcap and 
zany platform, puzzle shooter, being Wizkid: The Story of Wizball I. 
This game was insane, with it almost being free-form Jazz in game form, 
with any and every crazy idea thrown in. It’s central remiss was Wizkid 
could headbutt objects and use them to kill the enemies as they fall. But 
so much madness and zaniness was hurled on top, that the game, whilst 
not to everyone's taste is one that everyone should try at least once, to try 
something so weird. It even has a really good port of the game Asteroids 
at the end of the game. 


Their second game was known as My Little Warlord in development, but 
was released as Mega-Lo-Mania (or Tyrants: Fight Through Time in 
the US), was an interesting idea, and actually one of the pioneers of the 
Real Time Strategy Genre, with skill trees, and more direct control over 
your armies than in Populous. It was a fun game, watching your peoples’ 
weapons and building advance, then being able to fight caveman with 
aircraft to win the day... in summary it was “Ergonomically Terrific”. 


The game critically did massively well, with most magazines giving above 
90%, the trouble was however, they had gone with Robert Maxwell’s 
company Mirrorsoft and their Image Works game label. It seemed a 
good idea at the time, with Bitmap Brothers and many of the big 
developers being wooed to them and their highly skilled marketing team. 
The trouble was, as they all found out Robert Maxwell and his business 
empire, was actually a house of cards, built on Maxwell nicking the 
pension funds of all his employees to keep his company afloat. This all 
came to a head when on the 5 November 1991, Maxwell went for a swim 
off his yacht, and well didn’t float. Suddenly the whole business empire 
collapsed, along with Image Works, and many of projected sales and 
commercial success of the game went up in smoke over that critical period. 


The Sensible Software team pictured as of 1992 From 
back row: Chris Yates, Stoo Cambridge, Chris Chapman; 
middle row: Jools Jameson, Jon Hare; and Dave Korn) 
in the front with the gun. 


Things were looking bleak, with the game Mega-Lo-Mania which they 
had such high hopes for, was quickly losing momentum. It had reviewed 
fantastically, but over the crucial Christmas period, no one could buy 
it. Then when it did start to become available, the game was already 
months old and gamers (who had probably played the pirate version 
to death), were now looking on to the next game. 


It was also a stressful time as they had three games left, they had signed 
to Mirrorsoft and were currently working on, and the bankruptcy 
lawyers of Maxwell's empire, were desperate to keep their work as 
with any assets, to claw back any monies and assets from Maxwell’s 
crumbling empire. Sensible Software with their own lawyers, were 
able to win ownership of those remaining three games, and its a good 
job as well, as one was Mega-Lo-Mania 2 (which they binned as not 
too far along). But the other two games were Sensible Soccer and 
Cannon Fodder, two of the games that would help Sensible Software 
finally hit the stratosphere in the gaming world. 


But Sensible Software were in trouble financially, they had two 
amazing games they were working on, that they knew were amazing, 
but needed financial investment to keep the lights on. They tried with 
the bank, but they weren't interested, but thankfully there were other 
game publishers who could see the games’ potential. Virgin Games 
actually wanted to publish both games. But their insistence to call the 
football game Virgin Soccer, meant in the end Sensible Software went 
with Renegade for Sensible Soccer and Virgin for Cannon Fodder. 


Sensible Soccer originally came about, when bored while waiting for 
Mega-Lo-Mania to compile, Jon took the caveman sprites, put them 
in a football kit and then put them running around on a football pitch 
backdrop. Despite doing it as mess around, the team quickly realised 
they were on to something. They had during this time become massive 
fans of Dino Dini’s Kick Off 2 game. But with the more zoomed out 
view of the Mega-Lo-Mania sprites, they realised, it would make the 
game even better as you could see further and make passing more fluid. 


So the team would start to develop the game and as making, they knew 
they were on to something special, when everyone couldn’t stop playing 
the game in the office. When it came to release, a chance meeting 
with musician and punk rocker Captain Sensible of The Damned 
fame. Several pints in he suggested given they had the same name, 
he could do a tune, working with Richard Joseph to make the title 
track using his music. All was going swimmingly, with the game 
released until Captain Sensible’s music label came knocking, 
threatening to sue as they had used Captain Sensible music. As 
nothing was signed, what could they do? It ended with them having 
to pay them £10,000 and hastily re-release a new version of the game, 
with his music replaced by the much better Richard Joseph original 
tune. It was this version 1.1 released game, which also had many 
gameplay improvements, that most people will have played. Despite 
this initial set-back, and the life lesson to never trust a drunk punk 
rocker, the game turned out to a true gaming phenomenon and took 
most of the world by storm. 
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European Champions 


Sensible Soccer was released 
in 1992 by Renegade. 


Kick Off 2 by Anco and Dino 
Dini, was a huge inspiration 


Dino Dini who 
made the Kick Off 
series, made so 
many great 
innovations to 
football games, 
such as after 
touch and off the 
ball physics. His 
series and games 
like Goal! are 
truly awesome. 


Version 1.0 of Sensible Soccer had the music 

of Captain Sensible of the Damned, after a 

drunken agreement at a pub, but they had to 

pull this version, when he sent lawyers after 
them. (Not very punk -Ed) 
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Cannon Fodder (1993) published 
by Virgin was massive hit. 


The Sensible Software boys as a promo, did a 
full music video of the title track of Cannon 
Fodder “War has never been so much fun.” 
It’s very funny and worth a watch. 


MORE UNTO THE BREACH 


levels to the game. 


Cannon Fodder 2 (1994) sequel 
added weird time travel and alien 
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For their second game, it was called Cannon Fodder, described by 
the team as Lemmings with guns, and had a you control a squad of 
soldiers and carry out missions. In true Sensible Software style, it 
was the little touches such as the queuing recruits, lining up to the 
backdrop of the gravestones of all the fallen comrades. Sure the 
Richard Joseph title track with the lyrics “War’s never been so much 
fun.” and silly accompanying pictures (and music pro video), may look 
like it was making light of war. But it was actually one of the few 
games, that flagged the futility of war and respected soldiers, than 
almost any game of the time or since. 


So it came as quite a surprise when The Star newspaper, who along 
with the Liberal Democrat MP Menzies Campbell, who had clearly 
never played the game, started to campaign against the game. This 
also resulted in the Royal British Legion, who took umbrage they had 
used the poppy. It all ended with Sensible Software paying them £500 
and having to change the poppy to look a bit different and clearly put 
on the title screen that it was not endorsed by the Royal British Legion. 
All of it rather daft, faux outrage by people and institutions who had 
clearly never even tried the game. 


The game would go on to be another massive hit and now between 
Sensible Soccer and Cannon Fodder, Jon and Chris and their company 
had finally hit the financial big time. However with them entering 
into the tail end of the Amiga and 2D game systems, it would be 
difficult times ahead. At this point they began to spread themselves 
too thin. They had recruited new people, so they could work on multiple 
games in tandem. Even recruiting veteran games journalist 
Stuart Campbell (of Your Sinclair and Amiga Power fame) to help 
balance and design one of the games Cannon Fodder 2. 


The trouble is without the experienced guiding hand of Sensible 
Software core, and inexperienced new hires, the new sequel with 
Cannon Fodder 2 would lose the focus of the previous games. In the 
sequel, it had time travel and loads of purple alien levels, so losing 
much of the poignancy that made the original so great. Plus the graphics 
of John W. Lilley, whilst good, were just different to John Hare’s, and 
so the game felt a little off. It was by no means a terrible game (actually 
the level designs by Stuart have a fairer difficulty ramp to the first, 
and moments of genius), it’s just wasn’t what it could have been, 


The reason Jon and most of the core of Sensible Software had their 
eyes off the ball, because all their focus was on doing the sequel to 
Sensible Soccer, calling it Sensible World Of Soccer. This update 
was huge, adding a database of researched players around the world, 
and a fully implemented player manager mode, that let you do a twenty 
year campaign bringing your team to the top. The game is sublime, 
and why it made it to number four on our RGDS Top 50 Amiga games 
(with two of us not even liking football!). 


The final game released and would be their last on the Amiga. This 
was Sensible Golf. It was an overhead golf game, but you can see the 
core of the team were looking elsewhere. It’s competent enough, it’s 
just bare bones, with none of the humour or Sensi touches that makes 
their game so magical. It still reviewed well, but it felt (to me) more 
to do with the Amiga was nearing the end, and the surviving magazines 
had built up so much good will with Sensi, they felt obliged to rate it 
highly. 


Another game not on the Amiga that passed many people by was 
World Champion Soccer II on the Mega Drive in 1994 for SEGA. 
Made by the core Sensible Software team, this was from the side 
viewpoint, but it’s fast and fluid and actually a hell of a lot fun. It’s 
basically Sensible Soccer from the side. Definitely one worthy of 


giving it a go. 


After the Amiga on the face of it, the Sensi crew had hit the big time 
with Warner Interactive, signing them up for three games at a 
£2 million pounds advance, no penalty milestones and 50% of the 
royalties. It was a ridiculously good contract, but it was also a new 
world of 3D gaming, where pixel art was no longer in vogue by the 
game buyers or publishers, and Sensible Software were not geared up 
or skilled for such a world. 


For the three games that they would work in tandem, it was a sequel 
to Sensible Soccer with Sensible Soccer ‘98, an overhead run around 
shooter a bit like the Loaded games, called Have A Nice Day and the 
massively ambitious graphic adventure game Sex 'n' Drugs 'n' Rock 
'n' Roll. Of those the only game to release was Sensible Soccer ‘98, 
which just didn’t need 3D for such a game, making it far less speedy 
and fluid than the previous games, and at this point Electronic Arts 
FIFA game had evolved at this point with licensed teams and players, 
and so was winning the footy gaming crown. 


Have A Nice Day didn’t get too far along, but Sex 'n' Drugs 'n' Rock 
'n' Roll had all the music written and recorded by John Hare and 
Richard Joseph. It would have been a 3D engine adventure game a 
bit like Gremlin’s Normality. It was incredibly adult and very British, 
but it was really just too ambitious and too out there to get made. 


It was a stressful time with GT Interactive who had now bought out 
the Warner Interactive company and being of bible belt roots were 
not interested in such an adult and depraved game. So with no money 
coming in, outside their dwindling Sensible Soccer royalties. Jon and 
Chris ended up ploughing their own finances into the company just to 
keep them afloat, with looming Damocles sword above them, that 
GT Interactive would demand their 3 million advance back. 
Eventually the agreement was met, with GT Interactive writing off the 
advance, they cancelled Have A Nice Day and Sex 'n' Drugs 'n' Rock 
'n' Roll and they just had to release Sensible Soccer ‘98. 


After the release of Sensible Soccer ‘98 and free from their contractual 
shackles. Jon and Chris decided to sell the company, realising this 
new world of long development times and high stress were not for 


them. 


In 1999 they sold the company to Codemasters with Chris Yates 
leaving the game industry and Jon Hare continuing to make games 
like Sensible Soccer 2006 and mobile ports of the Sensible Software 
games. 


_ Sensivie 
se 


Ss: 


Codemasters’ Sensible 
Soccer 2006, failed to 
set the world light. 


World Championship Soccer 
(1994) published by SEGA, is the 
Sensible Software football game, 
little remembered about today. 


Sensible Soccer ‘98 tried to go 
into 3D. It just isn’t that good, 
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The unreleased Have A Nice Day, involved moving 
around on office chairs and shooting and terrorising 
the staff to work harder. 


The also unreleased Sex 'n' Drugs 'n' Rock 'n' Roll, 
was a highly ambitious 3D graphic adventure a bit like 
But this would have been 
Think Young 


Gremlin’s Normality game. 
very British, rude, adult and depraved. 
Ones meets Viz. 
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TO ORDER BY PHONE OR FAX 


TEL:(01924) 366982 FAX:(01924) 200943 


All Major Cards Accepted Inc. Switch & American Express 
TO ORDER BY POST 
Send os lias Made Payable To: 
7 BIT SOFTWARE 
TST FLOOR OFFICES, 2/8 MARKET STREET WAKEFIELD, 
WEST YORKS, WF] 1DH 
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3383 ROBS HOT STASH # 15 
jincludes Diskprotector 2 & More 
3382 MWB BACKDROPS 

|79 Backdrops for Magic WB 
3381 ROBS HOT STASH #14 
More Super Utils From Rob! 
3380 (AB) GRAPEVINE 20 

Big Cheers! Its Here! 

3379 THE FAR SIDE SLIDESHOW 
\Alternative Humour Slides 
3378 SEKA 32 PROFESSIONAL 
Seka Compiler Demo 

3377 SPELLTRIS 

Spell The Words As They Fall 
3376 WORDPLAY 

5 Word Puzzle Games 

|3375 MAGIC USER INTERFACE 
iVersion 2:2 

13374 ROBS HOT STASH #13 
|More Up-to-Date Hot Utils 
3373 ROBS HOT GAMES #9 
Div Galaga. Dynamite Warriors 
3372 MAGIC EXPANSION 
Expansions for Magic WB+ MU! 
3371 (ABCD) IMAGINE FONTS 
Adobe Fonts for imagine 3 
3370 EVILS DOOM (PREVIEW) 
Good Dungeon Master Clone 
X3369 COMPLEX 'PEEWEE’ 
Nice AGA Demo 

|3368 CASSINI V3-2 
ASTRONOMY 

|Detailed Sun, Moon, Planets 
13367 ZYRAD II 

Puzzle/ Arcade Game 

3366 ROCKETS 

jRay Traced Asteroids Game 
|3365 AREXX GUIDE 

|Good Arexx Tutorial 

|3364 KIDS DISK 6 

jMore Stash For The Kids 

3363 TEE TO GREEN VI-1 
Golf Scoring Util 

3362 PRO BOARD V2:2 

PCB Designer 

3361 SANTA & RUDOLF 
Superb Platform Game! 

3360 IMAGE STUDIO 

Image Processing & 
Conversion 

13359 CG FONTS # 16 

3358 CG FONTS # 15 

|3357 CG FONTS # 14 

3356 CG FONTS # 13 

3355 CG FONTS # 12 
Collections Of CG FONTS 
3364 POP 6 

Octamed Music Disk 

X3353 STARWARS CARDSET 
|X3352 SOME JUSTICE 1994 
3348 ROBS HOT STASH 12 
Hot Utils Compilation 

3347 ROBS HOT STASH 11 
\Another Load of Hot Utils. 


\ 
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X3346 SPECTRUM EM V1-3 
AGA Spectrum Emulation 
3345 AWARD MAKER II 
Design & Print Merit Awards 
3344 PANASONIC STUDIO 
Utils For Panasonic Printers 
3343 EPU DISK STAK V1-63 
Double your HD Space 

3342 (AB) MAGIC WB EXTRAS 
More Icons for Magic WB 
3341 FINAL WRAPPER 

Text Wrap Util for Final Writer 
3340 (ABC) TERM V4-0 
Superior Comms Packagel 
3339 LOST PRINCE DEMO 
Demo Of The CLR Title 

3338 PICTURE MATHS 
Answer Questions & Build Pics 
3337 (ABCDE) CHARLY CAT 10 
Jap Cat Japes’ 2MB Anim 
3336 (AB) TIME ZONE 

Point & Click Adventure 

3335 LOCK OUT V2-1C 
Prevents Access to HDS 
X3334 BETTY PAGE CARDSET 
Klondike AGA Cardset 

X3333 STARTREK CARDSET 
Another Klondike Cardset 
X3332 GIF BEAUTIES 18 
X3331 GIF BEAUTIES 17 
X3330 GIF BEAUTIES 16 
X3329 GIF BEAUTIES 15 
X3328 GIF BEAUTIES 14 
X3327 GIF BEAUTIES 13 
X3326 GIF BEAUTIES 12 
X3325 GIF BEAUTIES |] 
3324 RELOKICK 1.41 
Improved Degrader 

3323 COLONIAL CONQUEST II 
Strategy/Conquest Game 
3322 JAPANESE TUTOR 
Hiragana, Vocab & Wordaday 
3321 (AB) JAPAN DICTIONARY 
2 Drives Required 

3320 PRODRAW GENIES 
Loads Of Useful Genies! 
3319 AMICOM V2-1 

Pocket RadioTerminal Prog. 
3318 PGP V2.3 

Controversial Encryption Prg 
3317 (AB) BLUES SYMPHONIE 
Nice Blues Music Disk 

3316 STELLAR DEMO 

2 MB Fast RAM Required! 
3315 DESKTOP MAGIC 
Modular Screenblanker 

3314 FRUIT MANIA DEMO 
Shareware Fruit Machine 
3313 SUPERLEAGUE V3-51 
Football/Rugby League Ed 
3312 KIDS DISK 5 

3 Educational Programs 
3311 MARTIAL SPIRIT DEMO 
Shareware Beat ‘Em Up 
3310 PRO GAMBLE V1-0 


‘y 1 To 10 Disks £1-50 Each 
{ 11 to 20 Disks £1-25 Each 
21 Disks or More £1-00 Each 
| Free Disk With Every 10 You Order 
U.K Postage Is 50p On Disk Orders 
Europe Add 10% Of Order Value 
R.O.W Add 20% Of Order Value 
Min. Overseas Postage £1-00 


Horse Racing Predictor 

3309 THE GREAT GOLD RAID 
Classic Vic 20 Conversion! 
3308 SCOTTISH FOOTY MGR 
Manage your own teams! 
3307 ACT OF WAR MISSIONS 
Requires Registered Version 
3306 SOLO ASSAULT 

Shades of Wing Commander 
3305 MARBLES 

Good Puzzle Gamel 

3304 SEED OF DARKNESS 
1MB Adventure Game 

3303 REVENGE ANIMATION 
2MB. Hedgehogs Revenge! 
X3302 NLP RENDERSHOW 
Superb AGA Rendered Pics. 
3301 PAINT IT 

Kiddies Art Package 

3300 CG FONTS #11 

Even More CG Fonts 

3299 CYBERPUNK NOW ISS 2 
Cyberpics & Fiction! 

3298 THE MAD PREACHER 
Superb Rave Preacher Demo 
3297 ACCOUNT MASTER V3C 
Very popular Accounts Prog 
3296 NANO FLY 

Nice Shoot ‘Em Up 

3295 ASI AUDIO MAGIC 7 
Another Load Of Audio Utils 
3294 ASI MULTIPRINT 4 
More Assassins Print Utils 
3293 EDUCATIONAL COMP 
Morse. French & Kids Edu 
3292 LOAN & ACCOUNTS 
Compilation of Finance Prgs 
3291 DFA 

Great Address Book! HD Req 
3290 RECIPEBOX/VIDEBASE 
Recipe & Video Dbases 
3289VIDEOMAXE V4-33 
Best Ever Video Dbasel 
X3288 BACMAN 

AGA Pacman. Superb! 

3287 (AB) WRESTLING 

2 Drives Required, Good! 
3286 DRUM LOOPS & SAMPLE 


3285 ANALOG BASS SAMPLES | 


3284 GUITAR SAMPLES 

3283 121 DRUM SAMPLES 
3282 DRUM LOOPS & SAMPLE 
3281 LEAGUE SOCCER CARDS 
Different Soccer Cards Game 
3280 (AB) AMIGADEUS 
Mozart By Bob Baxter 
X3279 (AB) MECHANETIX II 
Alien SCI Fi Slideshow AGA 
3278 XENOMORPHS 
Playable Game Demo 


PLEASE NOTE 


Disks With (AB) Etc. After the Number Denotes A 


Multiple Disk Title. 


PLEASE STATE WHEN ORDERING, 
Send An SAE. For A Complete List Of Our Public 
Domain, Licenceware And CD-ROM Titles 


(73h 
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7 BIT COLLECTION DO! UBLE @ 
Contains 1700 Disks From 0001 To Disk 
2300 Of Our Own Library, Disks Can 
Easily Be Transferred To Floppy Using An 
Easy To Use Menu 

£34-99 + 75p Postage & Packing 


17 BIT COONTINUATION CD 
Continuing The 17 Bit Range From iad 
To 2800. Also includes All The Assass 
Game Disks From | To 149 Pius Other 
Full Ranges of Disks 
£19:99 + 75p Postage & Packing 
AMINET Ill JULY 94 EDITION 
Over 3500 Anviga Programs From The 
Intemet. Includes Games, Unis, Demos 
Modules & Graphics Pius Loads more! 
£19-99'+ 759 Postaae ¢ 


~ PACK 


AMOS USERS CD 

The Entre Amos Ubrary On One CD 
Includes Source, Sprites, Samples, Music 
Banks & Much Morel 


£19-99 + 75p Postage & Packang 


CDPD.1V 

Fred-Fish 891 To 1000, Imagine Object 
GNU C++ Compiler, AM/FM Mags to Iss 
18. Adobe, Bitmapped Fonts & Loads 
Morel CDPD |, 2°& 3 Aso Available 
£19-99 + 75p Postage & Packing 


EUROSCENE | CD 

Late 93'& Early 94 European Demo 
Releases Make Up This Superb Collection 
For All Graphics & Sound Demo Fans 
£14:99 + 75p Pasage & Packing 


GIFS GALORE CD ROM 

This Collection Contains Over 5000 Gif 
Format Pictures From Over 40 
Different Pictute Categories! 


£19,99-+ 75p Postage.& Packing 


CD32 NETWORK C 

Conect Your CD32 to Any Amiga For Complete 
CD Access. Contains Network Software And A 
Whole Host hl teu Programs. Network 
Cable Required & Available Separately 

CD £14.99 Cable £1999 + 750 PAF 
PROFESSIONAL FONTS CD 

For Senous DTP Users. 
162 MB Of PCX, GIF EPS 
Along with 320 MB Of Adobe 
Compugraphic & True Type Fonts + 
Loads Morel 

£19.99 + 


75p Postage & Packing 


SPACE & ASTRONOMY CD 
Over 1000 Superb 256 Colour Gif 
Images Of Our Solar System & Other 


Space Objects. Along With Over 5000 
NASA Texts! 
£19.99 + 75p Postage & Packing 


SOUNDS TERRIFIC DOUBLE CD 

Two CDS Full Of Music Modules And Sound 
Samples! tt Would Take Weeks To Listen To 
The Entire Contents Of Both CDs! 


£19-99.+ 75p Postage & Packing 


DEMO ICD COLLECTION 

Packed With 650 MB Of Demos, lnwos, 
Animations, Pictures & Music Modules 
Demo'CD | Also Available 

£19-99 + i Poste ea & Packing 


The CD's listed Above Are Just a Small 
Selection Of What We Actually Stock, If You Are 
Looking For A Particular Title, Give Us a Call As We 
May Have it. We Stock All CD's From Weird Science 


& Almathera And We Import New Titles Regularly 
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It is amazing, that what started out as a friendly mess about in the 
DMA office, with how small could you make a sprite, that still had 
character, ended up with one of the best games ever made. 


Released on Valentine’s Day 1991, the game Lemmings had you 
control these green haired, suicidal little critters, who you must guide 
to their home, by assigning them skills. Or more likely press the big 
nuke button to explode all the Lemmings to the cries of “Oh No!” 


to re-start the level. 


With the music of Tim Wright and the cute sound effects of “Let’s 
Go” combined with the cute graphics of Scott Johnston and Gary 
Timmons. It all culminates into a devilishly good puzzle game, that 
is so addictive and compelling, being as fun to play today, as it always 
was. 


Chock full of levels, the game had 30 levels across 4 difficulties 
named as Fun, Tricky, Taxing and Mayhem, and 10 multiplayer levels. 
It will keep you going for ages. It also has 17 fantastic tunes, cute 
bouncy recreations of out of copyright music, such as Can-Can, How 
Much is that Doggie in the Window, London Bridge is Falling Down 
and She'll Be Coming 'Round the Mountain. Along with various 
classical tunes and original tunes by Tim Wright. 


Of course such success made oodles of ports on practically every 
system going, but it was the original on the Amiga that will always 
be the best. 


Bashers, will punch a tunnel for the little Lemmings. fa 


|_| WHAT WE THINK? 


DRISKY SAYS: 


Lemming is such a special game. I remember when I first booted it up 
I was mesmerised. It started so easy, but soon I was scratching my head 


on trying to defeat a level. That first evening, it was one of the times, 
where I just kept playing and playing, then realised it was 4am and I 
had a Saturday job to make it to. 


The game’s addictive qualities has not diminished in all the years, and 
despite countless sequels and ports, the Amiga original has never been 
bettered. I am just sad that Sony now own the franchise, and so despite 
a micro transaction filled phone sequel, the game is locked away from 
so many game players. 


RETRORIC SAYS: 


The original Lemmings was a cracking, taxing little puzzle game and 
another game I first saw on GamesMaster back in the day. I even 


remember playing it in 2 player with one of my childhood friends on 
his Mega Drive. The game takes on a whole different devious mechanic 
in 2 player as you aggressively try to disrupt your opponents attempts 
to save their Lemmings. I'd place bets that this 2 player mode inspired 
worms to be honest. Lemmings 2 is where things really hit its peak in 
my opinion. The original is a very pure version of the formula, but I 
absolutely loved the brilliant animated intro for Lemmings 2 and the 
404 unique abilities of the different 12 tribes of the Lemmings in the sequel 
(the ginger highland tribe, the space age tribe and the shadow tribe being 
favourites). They all had these unique abilities which created new and 
improved levels with different problems to solve. It was a really great 
way to make a sequel and improved upon the original formula. 


Holiday Lemmings and Oh No More Lemmings are also superb additions 
to the absolute juggernaut that the Lemmings franchise became. Although 
this game was released on nearly every system known to man, it really 
is a quintessential Amiga game and no matter what flavour you prefer, 
any of them would sit perfectly in my own personal top 10 Amiga games 
on any given day. 


m= KINGY SAYS: 


Lemmings is the best mouse-controlled game ever. I spent countless 
late nights reclining on the chair (not a very comfy one) and in a bad 


™ posture because the mouse allowed for it. This was the curse of 
Lemmings. However, what a genius game; it was so simple in concept, 
but by all the things that make you swear, you had to keep replaying 
those levels to get the right amount of Lemmings to survive. The music 
is unforgettable; it's an earworm that, even as I type, the tune resonates 
in my head. I adore this game so much, and it truly is one of the greatest 
puzzlers created. 


RGDS AMIGA TOP 50 GAMES 


WHAT THEY THOUGHT ‘Tf you only ever intend 


S 
buying one game for your Uo 

‘The graphics are small, but well-drawn and animated and the . ; ' 
soundtrack is cute, rhythmical, and darn right annoying after a few Amiga, then it's got to be tS 
hours, luckily though it alternates between several samples with : . Ss 
levels. Supplied on two disks, which use 2nd drives and extra memory Lemmings. Put simply. : 
to the full you can't. and won't, go wrong in joining the "Save a . . a 
Lemming Campaign". On a final note, I am going to tackle the You Lemmings is an absolute = 
can't give a game 100% brigade" by stating that in my opinion the 2 


game ranks amongst the likes of Kick Off and Tetris, now you can't Amiga classic. ‘ 
get a better accolade than that. can you?’ 


- Amiga Computing 


100% - AUI - Vol 5 No 4 - April 1991 — Pat Kelly 


‘Lemmings is absolutely brilliant. Psygnosis have managed to 
produce o game that is not only totally original, but also features 
the kind of addictive gameplay that will keep you coming back for 
more time and lime again. If you only ever intend buying one game 
for your Amiga, then it's got to be Lemmings. Put simply. Lemmings 
is an absolute Amiga classic.’ 


97% - Amiga Computing - Issue 36 - May 1991 - Jason Holborne 
Lemming bridges are surprisingly 
strong, without any supports. 

‘LEMMINGS may not look too impressive when static, but the visuals 

really are quite superb. The Lemmings' animation is delightful - it's 

hard to believe that something so small can have so much character. 

Any attempt to imagine the bouncing green haircuts, quivering limbs 

and spectacular death spasms in time to London Bridge Is Falling 

Down is bound to fall short of the truth. Sound too is excellent, with 405 

an effective mix of speech (‘Let's Go!' and 'Oh No!'), appropriate 

spot effects, and irritatingly memorable tunes. There's only one 


problem with Lemmings - it's too addictive by half. Don't play it if 


i he Th 


you have better things to do. You won't ever get round to doing them.’ 


96% - The One - Issue 28 - Jan 1991 Some levels you have to use blockers, 
- Kati Hamza, Gary Penn & Laurence Scotford. sadly the only way to stop the Lemming 
blocker is to explode the poor critter. 


‘The first few levels of the game are easy. From then on. the going 
gets tough, and you'll really need to use your resources well. Usually, 
the number of times you can use each Icon is limited. To add to the 
excitement, you're playing to a strict time limit too. Lemmings is 
unique. The graphics are delightful - each level has a fascinatingly Cid oaths 
detailed backdrop, while each tiny Lemming demonstrates an amazing 
amount of character. Above all, the concept is simple, and the game 


is lots of fun. In fact, this is the first game for ages that I really 
couldn't switch off. In fact. I'm itching for another game already.’ 


SOIR SOIR COIR COMB TUR Lab LISI LTR ZONK 2 


95% - ACAR - Vol 8 No 4 - April 1991 - Phil Campbell There are some vicious traps 
in the game, which must be 
avoided with all costs. 


< The Lemmings intro sets 
the scene nicely, and the 
minimalist menu, lets you get 
straight into the action in 
the game. 
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‘Playing against an experienced Lemmings user in two-mode con get 
very frustrating for o complete novice. Just trying to keep all those 
nicely animated pixel-high grandchildren of the Link Computer People 
from wandering around is a nightmare task in itself. Especially when 
the slightest thing kills the little beggars — that lynch machine is evil! 
And this is without some swine of another player named Phil blowing 
holes in the floor and putting my Lemmings through sheer hell! Despite 
a small grievance over the lock of background graphics I was really 
hooked. The open-ended nature of tackling each puzzle with the limitless 


Watch out for fire and many of possibilities of using skills and the originality of it all makes Lemmings 
thetrapsthatwillkillyourLemmings. a remarkably addictive puzzle game. With this one you quickly know 
who your friends are (and enemies when it comes to going up against 


the Ed).’ 


94% - ZZAP! 64 - Issue 72 - April 1991 — Robin Hogg 


‘Lemmings is the perfect family game. The difficulty levels mean that 
it's playable by all ages, and once you've grasped the gameplay you 
can play it straight away. The only problem I came across was trying 
to select a particular lemming in a crowd of around a hundred — but 
The miner skill lets you dig down chaos is half the fun with Lemmings. A truly excellent game.’ 
diagonally. 
94% - CU Amiga - Feb 1991 


‘Lemmings ranks as the best Psygnosis game ever! The suicidal thickies 
do the most hilarious things - leave them alone for long enough and 
they'll happily stroll of cliffs, burrow straight into traps, walk into fires 
or even electrify them-selves! The graphics are simply superb with a 
huge variety in the backdrops and superb animation on the Lemming 
sprites - watch them gibber with fear just before you nuke the little 
As the game progresses it gets blighters out of existence! 


very complex in how to succeed. 


The sound is excellent as well, with sampled speech and 25 different 
cutesy tunes. Some of the puzzles in the game are so frustrating that 
you're tempted to give up at times, but the games strong addictive nature 
will have you back at the Amiga before you know it. For sheer 
addictiveness, Lemmings ranks as one of the best. and one of the most 
original games I've played on the Amiga for a very long time.’ 


94% - C+VG - Issue 11 - Feb 1991 - Richard Leadbetter 


Some of the backgrounds get quite 
creepy in the game. 


WEAVEN = 


N“ 
. 0 


The game lets you build your 

own stairway to heaven in the 

game. Four of the levels give a nod to the other Psygnosis 
game Shadow of the Beast. This is level 22 and called 
A Beast Of A Level. 


Lon 
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LANSWERS 


‘Why, however, should anyone want to spend time and mental anguish 
saving the lemm's? The ' answer partially lies in their excellent 
animation. Although only a few pixels high, the little folk have real 
character. They hold their heads in despair if instructed to self-destruct 
and tap their toes as they get bored of blocking. The lack of one main 
Protagonist and, instead, focusing upon a collective group who are 


controlled via icons, puts this firmly in the 'god game' genre. 


Most important. though, is the blending of this 'God game' approach 
into the obvious puzzle formula. The resultant mix transcends the normal 
limits of shapes, pipes and balls that have held back the likes of Max 
and E-Motion. The lemmings supply the intrigue, while the puzzling 
levels gives the grey matter a hard time. 


Lemmings is a hoot to play and quickly becomes a dangerous obsession. 
Four different styles are available plus a two-player mode. All call for 
a clear head and a cool hand if you are to finish a level and gain the 
next password. There are over 160 levels. each of which has more than 
one solution. You must decide the best way to solve a level, given the 
commands available, and any favoured personal approach. There is, 


as the old saying goes, more than one way to explode a lemming.’ 
92% - Amiga Format - Issue 20 - March 1991 - Trenton Webb 


‘The charm of Lemmings is two-fold. The animation of the little 
characters and their behaviour are both appealing and challenging, 
and the puzzles presented in the game will keep you thinking for a good 
long while. Unlike lots of puzzle games, the nature of the landscapes 
offers the chance to have a go at digging, climbing, and bridging in 
most situations, rather than totally boxing you in. Lemmings is a fine 
game. Although its appeal will inevitably wain once all the levels have 
been completed, the precision and control facilitated over each lemming 


is enough to make it worth playing anyway.’ 


910/1000 - ACE - Issue 43 - April 1991 - Jim Douglas 


‘When we reviewed Chips Challenge last issue we though! That it would 
be a long time before anything would top it. But Lemmings has 
accomplished that task. It is absolutely amazing while being very 
original. It reminds me of the sod of addictive games that we used to 
play on the C64. The sound is good and adds a lot of humour. while 
the graphics. although not top quality. work very well and are more 
than adequate. Whatever type of game you enjoy you'll enjoy Lemmings. 


Totally amazing.’ 


90% - Amiga Action - Issue 19 - April 1991 


Lots of Lemmings to rescue per 
level. 


Blockers, builderskillsandexploding 
will be needed here. 


Some of materials you can’t punch 
through in the game. 


Some of the levels are right out 
of the HR Giger art book. 


Unfortunately there is no swim 
skill in the game.. 


< Your Lemmings are quite 
industrious little critters, when 
they set to work. 
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CHEATS 


Level skip: 


On the title type in iamnotgood followed by 


[Space Bar]. Then in the game, press [Keypad Period Key] or [Keypad Delete Key] 


during game play. 


The games level code are: 


Fun 
ALHV 
(none) 


CmrAINKDnM WN 


Bry ry NY NY NNN NN YN SB BB Be RB RB Re Re Re 
SO AAINADAMNM BWNerR SCO! AAI AUN BwWN KEK SS 


Tricky 


HBANLMFPDV- MFIBAJLNFS 


IJJLDNCCCN 
OHNLHCADCN 
HNLHCIOECW 
LDLCAJNFCK 
DLCIJNLGCT 
HCANNNLHCW 
CINNLDLICJ 
CEKHMDLJCO 
MKHMDLCKCX 
NHMLHCALCT 
HMDLCIOMCJ 
MDLCAKLNCS 
LHCIKLOOCR 
HCEONOLPCU 
CMOLMDLQCV 
CAJHLFLBOT 
IJHLNHBCOP 
OHLFHBADDV 
JLNACIOEDJ 
NNHCAKLFDS 
NHCMJLNGDO 
HCAOLLNHDW 
BINLLFHIDV 
BAJHMFHJDX 
IJHMFLCKDV 
NHMFHBALON 
HMNHCINMDP 
MFHBAJLNDP 
FHBIJLMODY 


BINCMFHQDO 
BAJHLDIBEO 
IJHLDIBCEX 
NHLDIBADEU 
HLDIBINEEN 
LDIBAJLFEW 
DIBIJLLGEP 
IBANLLDHEM 
BINLLDIIEV 
BAJHMDIJEX 
IJHMDIBKEQ 
NHMDIBALEN 
HMDIBINMEW 
MDIBAJLNEP 
DIBIJLMOEY 
IBANLMDPEV 
BINLMDIQEO 
BAJHLFIBFR 
IJHLFIBCFK 
NHLFIBADFX 
HLFIBINEFQ 
LFIBAJLFFJ 
FIBIJLLGFS 
IBANLLFHFP 
BINLLFIFY 
BAJHMFIJFK 
IJHMFIBKFT 
NHMFIBALFQ 
HMFIBINMFJ 


Taxing 


Mayhem 
NHMFHFALHV 
FIBIJLMOFL HMFHFINMHO 
IBANLMFPFY MFHFAJLNHX 
BINLMFIQFR FHFIJLMOHQ 
FAJHLDHBGT =HFANLMFPHN 
IJHLDHFCGM FINLMFHQHW 

NHLDHFADGJ FAJHLDIBIW 

HLDHFINEGS IJHLDIFCIP 
LDHFAJLFGL NHLDIFADIM 
DHFIJLLGGV HLDIFINEIV 
HFANLLDHGR ~ LDIFAJLFIO 
FINLLDHIGK DIFIJLLGIX 
FAJHMDHJGM ~ IFANLLDHIM 
IJHMDHFKGV — FINLLDHIN 
NHMDHFALGS = FAJHMDIJIP 
HMDHFINMGL  IJHMDIFKIY 
MDHFAJLNGV NHMDIFALIV 
DHFIJLMOGN  HMDIFINMIO 
HFANLMDPGK MDIFAJLNIX 
FINLMDHQGT _ DIFIJLMOIQ 
FAJHLFHBHW ~~ IFANLMDPIN 
IJHLFHFCHP FINLMDIQIW 
NHLFHFADHM ~ FAJHLFIBJJ 
HLFHFINEHV IJHLFIFCJS 
LFHFAJLFHO NHLFIFADJP 
FHFIJLLGHX HLFIFINEJY 
HFANLLFHHV = FAJHLDIBIW 
FINLLFHIHN FIFIJLLGJK 
FAJHMFHJHP IFANLLFHJX 
IJHMFHFKHY FINLLFIIJO 


‘The graphics are nifty, though hardly stunning by Psygnosis' standards. 
The lemmings are by necessity tiny, but even so, they're well 'animated' 
(the diggers in particular) with wild, funky dredds flowing in the wind. 
The overall impression of chaos is probably more or less what the game 
designers intended anyway, but there can be a problem when too many 
lemmings get stuffed into a small area. You have no idea which way 
the lemming you fortuitously click on is walking, so the best laid plans 
can be cocked up by sheer bad luck. But I suppose that's not really a 
criticism, I'm just a whingeing git. Lemmings deserves a ZERO Hero 
for the originality alone; but besides that, five minutes and it's got you 
by the short and curly addictiveness organs. Either that or you'll just 
go "what's the point?", in which case get back to Beadle's About 
immediately. This is way above you head.’ 


90% - Zero - Issue 15 - Jan 1991 - Duncan MacDonald 


[Other Reviews: G: 100%, S: 95% (MD), Z: 93%, 
PP: 92%, J: 90%, D: 9/10, S: 72.5% (Amiga), 

GX: 5/5, AP: 5/5 (Roundup) CDTV: J: 88%, AF: 75% 
CD32: AF: 92%, AUI: 90%, CU: 87%, AA: 85%, 
ACP: 81%, CD32G: 79%, AP: 73%, D: 2/5] 


In Dundee in Scotland, the home 
of DMA Design, there a Lemming 
statues on Perth road near Dundee 
University, to commemorate the 
game’s achievement. 


WHO MADE IT 


Mike Dailly - Co-Designer 


Starting in 1989, with the C64 ports of Psygnosis 
game Ballistix and the C64 port of Blood 
Money. He then ported Shadow of The Beast 
on Turbografx. Then for Lemmings he helped 
This is the 
DMA original 
office, where 


design the game and helped with the design 
Hired Guns in 1993. He next did the some of 
the graphics of Lemmings 2: The Tribes (1994) 
and the SNES version porting. 

made. 
After the Amiga he worked on the graphic 
engine of Grand Theft Auto and did the 3D 
engine of Tanktics and Wild Metal Country. 


After DMA he worked as head of R&D on 
F1 Championship: Season 2000 for Electronic 
Arts and Beanotown Racing in 2003, a kart 
racer staring the Beano and Dandy characters. 


In 2010 he went to work for YoYo Games Ltd 
and helped developed the no programming app 
called The Game Maker, and then in 2018 
founded Ogre Games Ltd making small games. 
In 2021 he joined Sumo Digital as a tools and 
tech programmer. 


Scott G. Johnston - Graphics 


He started with doing the graphics for the games 
on 1991 for Lemmings, Oh No! More 
Lemmings. Then in 1993 he did Hired Guns 
and Walker, Sid Meier's Colonization and did 
additional programming on X-COM: Terror 
from the Deep and the programming port on 
Sid Meier's Colonization. He then left the 
gaming industry and currently works at Apple 
as a platform architect. 


Gary Timmons - Animation 


He started with doing the graphics for the games 


on 1991 for Oh No! 
Lemmings, Holiday Lemmings and A New 


Lemmings, More 


World of Lemmings. 


Tim Wright - Music & Sound 


Known under his alias CoLD StoRAGE, Welsh born music maestro 
is most famous for his music on Lemmings, 
Shadow of the Beast II, Agony, WipEout series and Colony Wars. 


He was hired by Psygnosis doing sounds for Carthage and some of 
the music for The Killing Game Show, Awesome, Power Monger 
and Shadow Of The Beast II and HI. Although his Lemmings 
music is what most of the world fondly remember him for. Other 
classic Amiga tracks are Leander, Agony (the piano title track), 
Aminos, Aquaventura and Puggsy. After the Amiga he did the 
music on WipEout and all its sequels, Krazy Ivan, Colony Wars 
and most recently Formula Fusion. 


Lemmings was 


David Jones - Programmer 


On Amiga and Atari-ST he did the design and 
programming on Menace (1988), Blood Money 


- (1989), Eco Phantoms on the PC in 1990, 
+ Lemmings (1991), Oh No! More Lemmings 


(1991). He then helped design the Turbo-Grafix 
version of Shadow of the Beast in 1992. Then 
back to Amiga and Atari-ST with Lemmings 2: 
The Tribes (1993) and Holiday Lemmings 
(1993). 


After the Amiga he did the brilliant PlayStation 
1 game Overboard! known as Shipwreckers! 


» in the US in 1997. From here he was more on 


the business side, working on a little known 
game today called Grand Theft Auto on the 
PS1 in 1997. Then when DMA Design sold to 
Gremlin Interactive for £4.3 million in 1997, 
he carried on in a more business capacity, with 
the N64 game Body Harvest (1998), PC game 
Tanktics (1999) and Wild Metal Country on 
PC in 1990. Then when Gremlin sold DMA to 
BMG which 
Games, he was creative director for 
Grand Theft Auto 2 which released on PS1 and 
PC in 1999. 


in-turn renamed as Rockstar 


In 2000 he left Rockstar to join Realtime 
Software and was creative director for the game 
Crackdown released in 2007 on Xbox 360 for 
Microsoft. Their next game he was creative 
Director on was APB: All Points Bulletin 
released in 2010 on PC, sadly their final title 
My World failed to be released. 


Next he joined Nya and did the mobile game 
ChronoBlade, that was popular in China and 
the he joined Reagent Games to make 
Crackdown 3 for the Xbox One. Based on this 
co-founded the 
Cloudgine which was bought in 2018 by Epic 


cloud work he company 
games to offer cloud gaming experience. Finally 
in 2024 he has founded Naemair Ltd and plans 
to release indie games. 


Brian Johnston - Music 

He did the music Lemmings, Lemmings 2: 
The Tribes, Hired Guns and Holiday 
Lemmings. 
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Oh No! More Lemmings 
£24.99 (STANDALONE) £19.99 (DATA DISK) — PSYGNOSIS — DMA DESIGN 
— 1991 — 2 PLAYERS (S) -— 1 DISK (OCS | ECS)[M|VJ] 


This is an expansion disk offering hundred 
levels. But then you realise that the Tame 
levels are really easy, and twenty are for 
multiplayer, which really leaves you with only 
sixty levels to enjoy. Still that difficulty 
ramps up from crazy, wild and wicked, and 
live up to their category names. So there is 
plenty of fun to be had. 


In summary if you love your Lemmings, then mT ne Se 
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definitely Oh Yes! So well worth playing 
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WHAT THEY THOUGHT 


‘The Tame levels are. as you can guess, fairly tame. Yes, I had trouble 
with them but then I never was any good at the original. These levels 
= can be breezed through by yer average Lemmings supremo. and so, 
they're best for people who've bought the standalone version and don't 
know what they're doing. 


Yet After that, things get harder and some of the levels are destined to 
go down in history as complete bar stewards of our time. The Super- 
Lemming level for instance. looks really easy but the timing needed is 
phenomenal. Scary stuff. And the others pose similar seemingly 
impossible tasks that kept us from the pub for many lunchtimes. Well. 
almost. There's not much else to say really. If you're a Lemmings fan 
then this is just the thing to keep you awake until God knows when, 
and if you've never played Lemmings then you’ve got two options. 


Either buy the original and this as a data disk or just buy these 100 
levels as a standalone version. My only reservation is that the price o 
perhaps a bit much for a data disk, but I guess Lemmings addicts will 
go to any expense for more of those green hazed japesters. A worthwhile 
addition’ graphics are small, but well-drawn and animated and the 
soundtrack is cute, rhythmical, and darn right annoying after a few 
hours, luckily though it alternates between several samples with levels. 


Supplied on two disks, which use 2nd drives and extra memory to the 
full you can't. and won't, go wrong in joining the "Save a Lemming 
Campaign". On a final note, I am going to tackle the You can't give a 
game 100% brigade" by stating that in my opinion the game ranks 
amongst the likes of Kick Off and Tetris, now you can't get a better 
accolade than that. can you?’ 


94% - Amiga Computing - Issue 46 - March 1992 - Daniel Whitehead 


‘LET'S GET THIS STRAIGHT from the start. Oh No! More Lemmings 
is simply more of the same. There are no new graphics, no new options, 
and precious few surprises - what you get is 100 more puzzles of varying 
difficulty to pick up from where you left off: Except that it doesn't quite 
pick up where it left off, instead the first 20 levels are (as explained) 
designed specifically for kids to use, so they won't hold much appeal 
for any of you who completed the first lot. After they're out of the way, 
the serious stuff starts - and within minutes you'll find yourself in 
familiar territory: bashing the desk, pulling your hair out, screaming, 
ranting, and turning red in the face. Wonderful, isn't it? 


I had my doubts about this when it first came into the office - the price 
seemed high for what was really only an extra 80 levels, and at first 
all it generated was a sense of déja vu (the restriction of the two player 
game to 10 levels also seemed a touch miserable). 


The trouble was that when I went to sit down and actually put these 
feelings on paper, I couldn't drag myself away from the computer to 


get started! It may be more of the same, there may be a lack of 


consistency in the toughness of the levels, it may even be outrageously 
expensive (Psygnosis probably reckons that you can charge what you 
like when you're selling to addicts), but this is just as compulsive and 
frustrating as the original - great stuff.’ 


91% - The One For Amiga Games — Issue 40 
- Jan 1992 — Ciaran Brennan 


‘this is just as 
compulsive and 
frustrating as the 


original - great stuff.’ 


- The One Amiga 
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The game gives Lemming fans, 
the chance to tackle even more 
levels. 


Each level gives the name, how 
long you have and how many need 
to be saved. 
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The game has more variety to the 
game’s levels and Lemming exits. 


The game has some lovely visual 
design touches in these extra levels.. 
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There are some fiendish levels 
to tackle in the game. 
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Exploding the Lemmings is far 
more satisfying than it should 
be (or is that just me?) 


OURS I Diz I 


Some of the levels look really 
complex, but are actually quite 
easy when you know how. 


You can build some amazing 
structures with the builder skill. 


OTOL | 2 eye 


There is plenty of extra fun to 
be had in the additional DLC. 


ZER® 


‘Tf you're one of the 4.6 billion people who thought that Lemmings was 
the most amazingly fantastic game ever, then you'll be more chuffed 
than Mr Chuff of Chufftown to learn than the data disk has finally 
arrived. And yes, it's still the mongrel's dongles. Except for one thing 
- it's hard. Not hard like the original Lemmings. Not brick-wall hard. 
This is more like tungsten-and-titanium-reinforced-high-density-granite 
hard. 


But if, on the other hand, you still haven't played Lemmings and would 
like to know what its all about, I shall explain. I could, of course, simply 
direct you to last January's issue for Tim's review (And I could direct 
you to the dole queue. Ed.), but, er... right, in that case, Lemmings is 
essentially a save 'em up. It's your job to direct a legion of little green 


furry rodents to the end of a level. 


This can be done by getting them to dig, build bridges and blow-up 
(the latter generally being used to get rid of trapped or immobile 
lemmings). Doesn't sound too tricky? Well, judging by the level design, 
someone at DNA is slightly off their trolley. The one thing that does 
come as a bit of a shock is the price tag. Twenty quid for a data disk 
is expensive by anyone's standards - even if it does buy you several 
nights' worth of entertainment. But, as anyone who's played it will tell 
you, if you enjoy staying up all night armed with nothing but a large 
mug of coffee, you'll lurve this too.’ - Atari-ST Review 


86% - Zero - Issue 29 - March 1992 - Toby Finlay 


‘Oh No! More Lemmings is exactly what you’d expect it to be and if 
you liked the first game then you will definitely find this to your liking. 
At £19.99 the data disk does seem a tad expensive, but it's one game 
which will certainly bear the test of time. You'll probably still be 
playing this a year from now!’ 


84% - CU Amiga - Issue 40 - Feb 1992 - Dan Slingsby 


‘Definitely a missed opportunity (I suspect DMA are keeping most of 
the good stuff under their hats for Lemmings 2), but still an excellent 
game. This lot should keep you going until next Christmas.’ 


82% - Amiga Power - Issue 9 - Jan 1992 - Stuart Campbell 


‘Working up to the higher levels introduces another problem. The puzzles 
on the original game had been carefully worked out and tested. But 
some of the screens on the data disk are so difficult. they give the 
impression that some of them were completed in a bony. probably trying 
to beat the Christmas deadline. This level of complexity unfortunately 
emphasises some of the games quirks. 


If you dig down a column with a rounded top. then a small overhang 
is left - even though you were standing right on top of it. It is also 
possible to get lemmings stuck in the walls when they turn around on 
bridges, which makes some levels a pain. And think how frustrating it 
is when you place a Blocker on a hill only to see the other lemmings 
walk past because both his feet aren't on the ground! DMA have tried 
to make the new screens devilishly difficult (apart from the ridiculously 
easy Tame levels). and this steep difficulty curve coupled with the 
annoying quibbles make Oh No.' More Lemmings a less interesting 
prospect than it could be.’ 


82% - Amiga Format - Issue 31 - Feb 1992 - Maff Evans 


[Other Reviews: D: 95%, G: 90%] 


ca) 
x 
= 
Tame Crazy Wild Wicked ° 
1 (none) TFLCAHVFBD BAHPUDIJCN — UFIBAHTNDI . 
2 IHRTDNCCAD FLCIHTTGBK JHPUDIBKCG — FIBIHTUODR SS 
3 LRTDLCADAO HBALTTFHBS LPUDIBALCD  IBALTUFPDO by 
4 PTDLCILEAF — BILTTFHIBL PUDIBILMCM — BILTUFIQDH bh 
5 TDLCAHTFAO BAHPUFHJBN  UDIBAHTNCF  FAHPTDHBEJ The snow levels, lets the Lemmings & 
6 DLCIHVTGAJ IHPUFHBKBG  DIBIHTUOCO — IHPTDHFCES all go out on the piste together. S 
7 LCAMTTDHAF LPUFHBALBD IBALTUDPCL = LPTDHFADEP S 
8 CIMVVLHIAG PUFHBILMBM _ BILTUDIQCE PTDHFILEEI Al on = 
9 CAHRUDLJAR UFHBAHTNBF BAHPTFIBDH TDHFAHTFER PAR as. Ba% = 
10 IHRUDLCKAK FHBIHTUOBO — IHPTFIBCDQ DHFIHTTGEK Car pF a acal 4 RA =, 
ul LRUDLCALAH HBALTUFPBL  LPTFIBADDN — HFALTTDHEH Me gta ELE RX or Kit. 
12 RUDLCILMAQ’ BILTUFHQBE _ PTFIBILEDG FILTTDHIEQ fee eee At PAs Was x 
13 UDLCAHVNAJ. BAHPTDIBCE TFIBAHTFDP =FAHPUDHJES ‘ 1 
14 DLCIHVUOAS IHPTDIBCCN _ FIBIHTTGDI IHPUDHFKEL 
15 LCALVUDPAP LPTDIBADCK  IBALTTFHDF — LPUDHFALEI 6-02 
16 CILTUDLQAG  PTDIBILECD BILTTFIIDO PUDHFILMER eh ekcalct Pikcairs gee a 4 
17 CAHRTFLBBL TDIBAHTFCM  BAHPUFIJDQ UDHFAHTNEK By limiting your skills on certain levels 
18 IHRTFLCCBE DIBIHTTGCF IHPUFIBKDJ DHFIHTUOED makes, completing alevel with minimum 
19 LRTFLCADBR — IBALTTDHCS LPUFIBALDG — HFALTUDPEQ casualties a real head scratcher. 
20 RTFLCILEBK — BILTTDIICL PUFIBILMDP — FILTUDHQEJ 
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Welcome to the House of Fun level is a great level, with spinning blades and a tough puzzle to crack. 


The sensational sequel to the most talked 
<i about computer game in the entire 
| | cy 2 history of tke world! 
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Lemmings 2: The Tribes 


£29.99 — PSYGNOSIS — DMA DESIGN — 1993 


414 ~1pLaveR-3 DISKS (OCS | ECS] 1MB)[M|V] 


Lemmings 2 is quite a departure from the first, 
with there now being twelve different Tribes | 
of Lemmings, each with their own themed 
levels, music and skills to assign the Lemmings. 
These new skills are varied and really cool, 
from flame throwers to grappling hooks its all 
here. Also gone is the singular progression of | 
the first. Here if you get stuck on a Tribes 
level, you can try and progress one of the other | 
eleven instead and comeback to the one 
stumping you. 


Considering it is made by an almost all new The sequel has 12 different Lemmings tribes, 
team on the sequel the game does a fantastic each with their own set of skills. 

job of feeling completely Lemmings, but 
offering something completely new at the same 
time. 


Sure the music isn’t as memorable, and the 
game is perhaps over-complicates the premise 
when compared to the original, but the game 
still is really solid, and DMA should be 
commended for offering gamers something 


new, aS opposed to doing simply more 


Lemmings levels. Definitely a game worthy 


replaying again today. Outdoor Lemmings are prepared for anything. 


RGDS AMIGA TOP 50 GAMES 


WHAT THEY THOUGHT 


‘This is going to be big. Bigger than a 7ft bodybuilder at an Arnold 
Schwarzenegger convention in fact. DMA hove retained the simplicity 


of the original whilst adding enough new bits to tempt members of 


Lemmings Anonymous back to the keyboard. The graphics are functional 
of best, but DMA know that it isn't graphics that make a classic. This 
is superb and DMA deserve to win a few awards. Well, they con start 
with ours - this gets on Accolade.’ 


95% - Amiga Action - Issue 43 - April 1993 - Nick Merritt 


‘Lemmings 2 has no level codes. Games are saved on to disk, so make 
sure there's a for-matted disk ready before you Stan. Otherwise, you're 
liable to law your hard work. The levels are so diverse that you're likely 
to forget how you completed a particular level if you have to go back 
to it again. By the end of your first bash at cracking the puzzles, it's 
my bet that you'll really begin to feel for the little creatures. You feel 
despondent when you're concentrating on one part of the screen and 
the lemmings are making that familiar dying noise off screen. 


More sampled squeaks than ever before abound. Each tribe has their 
own tune - and particularly lurvely the songs are too. The instruments 
used to create the songs range from bagpipes in the Highlands. to lutes 
in the Medieval zone. But. no matter how diverse the instrument. every 
tune seems to have a definite lemming'’s squeakiness about it. 


All the way through. the game stays true to the original idea of 


Lemmings. The scrolling is extremely nippy, the puzzles are just tough 
enough and it's eminently playable. If this doesn't get to Number One 
and stay there for months. I'll eat my Easter bonnet. daffs and all.’ 


94% - Amiga Format - Issue 46 - May 1993 - Clare Hodgson 


‘It hardly needs to be said, Lemmings 2 The Tribes is an excellent 
sequel. It's very close in gameplay terms to its predecessor but has 
enough new features to make it interesting. The only slight criticism is 
the levels don't always seem to be as cleverly or exactingly throughout 
as before, though later levels do get exceedingly tough. Part of the 
beauty of the original Lemmings was its simplicity, and to be honest, 
many of the new skills are very similar to one another or seem a little, 
well, useless. But these are minor niggles. 


There's months of fun to be had with Lemmings 2, with heaps to explore, 
and because there are so many starting points you won't get stuck and 
bored. A very worthy sequel and highly recommended. Give it a couple 
of months and ask those same ten people what their favourite game is. 
I'll betcha the answer's "Lemmings 2’ 


94% - Megazone - Issue 28 - June 1993 - Adam Waring 


‘There are so many 
brilliant innovations in 
this game that I could 
go on forever. If there's 
any justice in the world, 
Lemmings 2 will be 


huge. Buy a copy as 


soon as it's released.’ 
- CU Amiga 


There is much more a backstory 
with Lemmings 2. 


We all need Lemming Ninjas in 
our life, with the Shadow Tribe. 


The Circus level has many fun 
levels. 


< You can tackle in any tribe order. 
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‘A much more coherent game than the original (yet more varied at the 
same time), with a veritable cornucopia of lovely little touches and 
extras to boot. A serious progression, designed for maximum 
entertainment and minimum frustration. I love it and if there’s a more 
guaranteed or deserved Number One this year, I'll eat my breakfast.’ 


92% - Amiga Power - Issue 24 - April 1993 - Stuart Campbell 


‘Passwords are out this time - instead the game can be preserved at 
any point by saving it to disk. Although the idea is to liberate the tribes 
of Lemmings one at a time, it isn't necessary by any means to make 
your way through the 120 levels methodically, if one aspect is proving 
too difficult. simply Save your game and switch your attention to a 
different tribe. 


As if this wasn't enough, the levels are generally larger than before, 
and the scrolling now moves vertically as well as horizontally, making 


for some very strange looking and tricky levels Its more important than 


ever to save as many Lems as possible, because the total is carried 


forward to the next level. and as anyone who's played before knows, 


the more you have, the better your chances of making it through When 
a level d complete. 


The amount of Lemmings saved dictates whether you are awarded a 
bronze. silver or gold medal, and when a whole tribe is safety through, 
your skills as a saviour result in a similarly coloured piece of talisman. 
The ultimate challenge, then, IS TO put together a completely gold 
talisman, but unless you're some kind of Lemtastic genius. this is about 
as likely as the Queen and Ken Dodd getting together to fill out their 
tax returns Ooo-kay - what now? Oh. I don t know. You know the story, 
you've heard about the new Lemmings, and you already knew the basic 
idea before you even turned to this page There is Just so much more 
to this game that I could take up the entire mag A I went into the 
minutiae. 


Suffice to say that the compo shop owners will be beating people back 
with a very grubby stick indeed just to reach their premises when this 
FOSS the shelves (which it should have done by the time you read this( 
In fact. all in all, it's a good game. and should keep you satisfied, at 
least until, erm. lemmings 3 arrives.’ 


92% - Amiga Computing - Issue 59 - April 1993 - Paul Roundell 


‘Lemmings 2 is a very polished product and s obvious that DMA have 
gone all out to make it as Perfect as possible. It’s now possible to 
interact with the scenery as never before. For instance, Lemmings can 
use the catapults littered around the Medieval stages to propel them 
through the air, or swing from the long dangly chains that hang from 
the ceiling to reach hitherto inaccessible areas. You don't have to 
complete a world before moving onto the next one. 


Either, each tribe' of Lemmings is represented on a huge map. By 
clicking on a certain area. you are then granted access to that tribe, 
and so on. So instead of the linear handcuffs of the previous games. 
you can now pick which sections you want to play as you like. There 
are so many brilliant innovations in this game that I could go on forever. 
If there's any justice in the world, Lemmings 2 will be huge. Buy a copy 
as soon as it's released.’ 


90% - CU Amiga - March 1993 - Dan Slingsby 


Blitz 
BASIC 2 


‘Well let's put it this way, I wouldn't have liked to try it. Write a sequel 
to Lemmings, that is. How do you create a game that is clearly a 
progression on the first Lemmings without losing the appeal that made 
it so successful? And with a game as beautifully simple in concept as 


_ Lemmings that's not easy. So all the more credit to DMA Design for 


just about pulling it off. 


Lemmings 2 isn't quite the milestone that the first game was (few sequels 
are) but it manages to recapture the first games charm and humour 
while adding features that alter the gameplay enough to make it fresh 
without ruining it. The 'new' Lemmings are, with a couple of exceptions 
(notably the ones able to fly) really nothing more than subtle variations 
on those found in the original game, so even though their massive range 
of new-found abilities may sound a little daunting, players should soon 
be comfortable with them after a couple of test runs in the practice 
arenas. 


Of course, these multi-talented Lemmings have given the graphic artist 
the chance to go to town on the animations, and each is wonderfully 
depicted. The changes in the games structure are inspired too, giving 
the player a focused objective and a ‘point' to the game that the first 
one lacked. Without a doubt, Psygnosis and DMA have another sure-fire 
winner on their hands with Lemmings 2. Thing is, what on earth can 
they do to improve the game for Lemmings 3? Hey guys, don't look at 
me. I just write the damn reviews...’ 


91% - The One Amiga - Issue 57 - June 1993 - David Upchurch 


‘Everything that was left out of the original Lemmings is in Tribes. The 
only flaw is the lack of a two-player mode, which was so much fun in 
the original game. The animation is as good or better than the original, 
the Lemmings are just as cute, and the whole production is completely 
up to the usual high standard of a Psygnosis game. The sound effects, 
while good, are very similar to those in Lemmings. If you are a Lemmings 


fan or if you just want to play a challenging game that isn't another 


shoot-'em-up, get Lemmings 2 - The Tribes.’ 


9/10 - Amiga Down Under - Issue 3 
- July- Aug 1993 - Grant Berridge 


‘The beauty of the original Lemmings, and again here in Lemmings 2, 
is that it's a game that forces you to think in ways you've never thought 
before. Each level looks impossible at first, but you will always find 
you have exactly the resources you need - it's just a matter of figuring 
out how to use them!’ 


82% - ACAR - Vol 10 No 5 - May 1993 - Phil Campbell 


[Other Reviews: D: 97%, AG: 93%, J: 91%, 
S: 90%, AMg: 9/10] 


Consratulations are in 
order. 


You have indeed 
proved to ke the one 
predicted in the 
prophecy. But if you 
were to do it all over 


again, could you do 
any better? 


All the fun of the fair as this 
particular tribe get up to all 
sorts of circus-related tom- 
foolery. Hitch a ride to a 


huge balloon and soar into the sky. 


Although they appear in a 
lot of the other worlds, the 
| magic carpet is the easiest 
way to get around this 


brain-straining level. 


These curious fellows have 
developed a fad for 70s 


\ 38 
se ya space boots as they can 


am use these to walk up the 


sides of walls. Nine-inch heels make a 
comeback! 


SHADOW 


It's all a bit dark so be 
careful where you tread as 
you never know what's hid- 
den behind the shadows. 


Some great atmospheric graphics accom- 
pany this world. 


A 
‘, ; gotten. If you've got a 


= 


Yes, they've not been for- 


yearning to play the origi- 
nal game, here's another 


12 levels featuring exactly the same skills 
as before. it all seems a bil boring now 


though. 


POLAR 
> Way Breer. Wrap up warm as the 
r ¢ 


=" 


peculiar lemmings in this 
particular tribe get to go 
ice-skating and ski up and 


down hills. Listen out for the Frosty the 
Snowman tune and cringe. 


~ 


Abh, nothing like a bit of 
haa | fresh air, which you cer- 

sg tainly don't get here in the 
CU offices if you sit next to 


Jon. Expect lots of sporting-type puzzles 


here, with the pole-vaulter option coming 
into its own. 


< The 


game encourages you on 


completion to replay it all again. 
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Chesnnis Lemmings 93 (AKA Holiday Lemmings) 


£14.99 — PSYGNOSIS — DMA DESIGN — 1993 — 1 PLAYER — 1 DISK (OCS | ECS) [M | V] 


It all started in Amiga Format issue 30, when 
DMA Design as a cute extra, dressed the 
Lemmings in Santa costumes and set it to a 
Chrimbo jaunty jingle, and giving 4 levels. It 
was a hit with buyers of the mag, and so was 
the promo disk they did the following year. 


Then for the following Christmas of ‘93 they 
hit on the idea, staring them in the face. Why 
don’t they make more levels and then release 
it at £15 for all the Lemmings 4 addicts out 
there? 


The result was 32 extra Christmas themed 
levels set to 3 Xmas tunes, being Rudolph the 
Red-Nosed Reindeer, Jingle Bells and Good 
King Wenceslas. 


I was one of those Lemmings addicts who 
picked it up on release, and I spent many a 
happy Christmas playing through this each year 
to get me in the Christmas cheer. 


To note Christmas ‘94 has all these levels and 
an additional 32 extra Christmas levels, but 
then this has the Christmas themed tunes, that 
were bizarrely dropped from the ‘94 version. 


“ne 


ian” 


BSE kia 4 
Playing this game at = each year 


has become a yearly tradition for me to get 
me in the festive cheer... 


Mhex 


..But remember a Lemming is not just 
Christmas, it’s for life. So enjoy Christmas 
Lemmings at any time of the year. 


Paygnests and Crvistmas Lecrimings™ are tradernarks of Peygniosis Ltd. 


ae ra fi 


= ae OS 


Unauthoribes copying, hiring, lending, pis params date brood sting ot Wiis game is strictly prohibited 


eee Bt 


© Peygnoes 198 All rights reserved. — 4 
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LEMMINGS 


GAMEPLAY 


CHEATS 


Flurry levels 


1 


WHAT THEY THOUGHT 


‘They re small, they're cute and this time they're dressed up as miniature 
Father Christmases, complete with red capes and fur-trimmed hots. 
Brilliant, eh? You have to guide up to 99 of the little fellows over 32 
snow-covered levels - complete with fairy lights, psychotic snowmen 
and icy precipices - until they reach their Christmas pudding-shaped 
home. It's all exceedingly jolly and seasonal with a suitably manic 
Roobarb and Custard parpy synthesizer version of Jingle Bells to get 
you in the Yuletide spirit, and there ore two difficulty levels to make 
the gameplay that bit more taxing, Unfortunately, DMA have reverted 
to the seven different skills used by the original lemmings, so you don't 
get any of the ice-skaters, skiers or snowballers featured in 
Lemmings 2. 


The other major downer is the number of levels. You only get 32 to 
ploy with and even then the early ones ore ridiculously easy. But, let's 
not be too Scroogy about this. Even though Holiday lemmings is 
obviously designed to make as much money for as little effort as possible, 
it still manages to be funny, frustrating and incredibly addictive. And 
anything which takes your mind off that awfully big pile of Boxing Day 
washing-up has to be a good thing.’ 


84% - Amiga Format - Issue 55 - Jan 1994 - Rob Mead 


[Other Reviews: ACP: 79%] 


Blizzard levels 


Holiday lemmings ts 
obviously designed to 
make as much money for 
as little effort as possible, 
it still manages to be 
funny, frustrating and 
incredibly addictive.’ 


- Amiga Format 
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The game really is so charming, 
with the Christmas tunes and little 
Santa hats bobbing up and down, 
you cannot help but be_ smitten 
with it. 


2 Floating Lemming Flurry 

3 Holiday Lemmings 

4 Lemming Tracks In The Snow 
5 Christmas South Of The Equator 
6 Lemming Snowfall 

7 Lemming Snowjourn 

8 Clouds Of Lemmings 

9 A Block From Home 

10 Lemmings Below Zero 

11 At Me In A Cave 

12 Presents Of Mind 

13 Yo-Yo-Lem-Lem 

14 Marshmallow Land 

15 Head For The Hills 

16 The Long Way Around 


1 Odgil Lemmings CAJKNNHBDM 
IJJLDNCCCN 2 Lemmings Up High KJKLFLCCDR 
OJNLHCEDCT 3 Check Your Hints KJLGNCADDO 
HLDLCMNECT 4 Santus Lemmingus JLFLCKNEDW 
LDLCAJNFCK 5 It Came Upon A Lemnight Clear LFLCAJOFDO 
LHCKKONGCN 6 A Single Lemming FLCKJNLGDY 
LCANNLDHCQ 7 Break On Through LCANNLGHDU 
CINLLLHICL 8 Presents Of Mind 2 CMOONOHIDJ 
CAJHMDLJCJ 9 Lemmings - The Motion Picture CAJJMFNJDQ 
MJHMDLCKCW 10 The Wrath Of Lem KKHMFNCKDK 
NJOLHCGLCN 11 The Search For Lem NKMFNCALDX 
JMDLCINMCK 12 The Voyage Home KMGLCKNMDR 
MDLCAKLNCS 13 The Final Frontier MFLCCJMNDX 
DLCKJNMOCO 14 The Undiscovered Country NJCMKNDGDM 
LCENMMDPCM 15 The Needs Of Many LCANNMFPD 
CKNOMDLQVC 16 The Next Lemeration BDNNMONQDV 
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AMIGA 


Hard Disk Supporti 
1 Meg RAM Requidiet 


Christmas Lemmings ‘94 
£14.99 — PSYGNOSIS — DMA DESIGN — 1994 — 1 PLAYER — 1 DISK (OCS | ECS) [M | V] 


Having had such a hit with their Christmas 
Lemmings ‘93, DMA decided to do it again, 
offering all the the 32 levels of the first ‘93 
pack and another 32 new levels, giving gamers 
a generous 64 Christmas Lemming levels to 
play over Christmas. 


Bizarrely though the Christmas tunes of ‘93 are : , oe ¥ ad naa 
seeming replaced by the standard Lemming Dw. et % wee 
tunes of Oh No! More Lemmings. WHERE EEE 1 ieee —_—— 
Consequently I personally prefer to play ‘93 |SagReuRANRS aegis alee kg 


version, and then switch to the new levels found Hey! Where have the Christmas tunes gone? 

here, for my Christmas time gaming rituals. This version replaces with tunes from Oh 
No! More Lemmings instead. They are nice 
tracks, but not very Christmassy. 


THe MAMA RL WEL LL LU 


Po 
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Floater Lemmings, or as I like to The game knows how to ring in the new 
call them, unflushables are an essential year of 1995, with this themed level. 
skill to master on some of the levels. 


WHAT THEY THOUGHT 


‘Yet again a catchy 


tS 
& 
release from the DMA = 
‘Just when you felt cured of the last batch of lemmings... you were still = 
reeling from antics that even beat those of their ancestors... you felt team. Arguably it may ~ 
safe... Christmas Lemmings popped up from under the tree. Not one a 
but hundreds of them... everywhere, absolutely everywhere.... well prove tedious by DH 
uncontrollable. Yet again a catchy release from the DMA team. Arguably NS 
it may well prove tedious by New Year, but guaranteed to keep Christmas New Year, but 
interesting.’ N 
i], 85% - Amiga Action - Issue 52 - Xmas 1993 - Rachel Ashworth guaranteed to keep = 
& 
Christmas interesting.’ " 
e e aes 
- Amiga Action 2 
~nA 
CHEATS Te ky a 
Frost Hail Flurry Blitz pat MI ne Re 
Se ie 
Level li i.iaiicden deat CAJRLFLBDH  CAJRLDMBEH CAKPNNIBFP 
The purpose is to get the Little 
Level 2 IJRLDLCCCN IJRLFLCCDQ IJRLDMCCEQ IJRLFMCCFD Lemmings to the safety of on the 
Christmas Pud house. 
Level 3 OPLOLCADCJ ©NRNNHCEDDH NRLDMCADEN NRLFMCADFQ 
Level 4 PLDLCMNECF PLNHCINEDI RLDMCINEEG = RLFMCINEFJ 421 
Level 5 LDLCAJVFCM  LCLCAJVFDP LDMCAJVFEP = LFMCAJVFFS 
Level 6 DLCIJULGCF FLCIKTLGDH = DMCMJTLGEK FMCIKTLGFK 
EDPRAY) Cad Cad 
Level 7 LCAOTLDHCR LBAOVNFHDH MCAOTLDHEE MCANVLFHFI 
What type is Lemmings favourite 
Level 8 CIOTNLHICQ CINVLFLIDO CINVLDMIEO = CINVLFMIFR movie? Cliffhanger. (groan -Ed) 
Level 9 CAJRMDLJCN CAJRMFLJDQ CAJRMDMJEQ CAJRMFMJFD 
Level 10 IRMDLCKCG  IJRMFLCKDJ IKAMDMCKEI IKPMFMCKFL 
Level 11 NRMDLCALCD NRMFLCALDG NROLICELEQ. © NRMFMCALFJ y 
Level 12 RMDLCINMCM RMFLCINMDP RMDMCINMEP RMFMCINMFS ; 
vo 
Level 13 MDLCAJVNCF MFLCAJVNDI MDMCAJVNEI MFMCDJTNFM 
Be careful it’s not a bridge too 
Level 14 DLCITVMOCO  =>FLCIJVMODR »=DMCIJVMOER = FMCMJTMOFG far. As you only have so many 
times you can assign the skill 
Level 15 HCANTMLPCN LCANVMFPDO MCANVMDPEO MCANVMFPFR 
Level 16 CIOTMDLQCD CINVMFLQDH CINVMDMQEH CIOTMFIQFF 


¥] ! 
yy | 


In some of the later levels you 
have multiple trapdoors entering 
the Lemmings at the same time. 


AMIGA A1200 
1MB 
RAM REQUIRED 


All New World of Lemmings 


£29.99 — PSYGNOSIS — DMA DESIGN — 1995 — 1 PLAYER- 4 DISK (AGA) [M]|V] 
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Known as Lemmings Chronicles in the US, 
this is the third Lemmings game, but yet 
feels a bit of a step back after the second 
one. It keeps with the concept of Lemmings 
Tribes, but this time reduces the tribes to 
only three (as opposed to twelve of the 
second one). So now you can only choose 
between Classic Lemmings, Egyptian 
Lemmings and Shadow or Ninja Lemmings. 


The next thing that strikes you is that the 
game is zoomed in now, with the Lemmings This time the action is zoomed in, with the 
being much bigger. This of course does Lemmings much larger and more detailed. 
allow for a lot of additional animation 
touches, but I still prefer the more zoomed 
out action of the first two. 


Finally the skills are a lot more streamlined 
for the level, requiring you to pick them up 
as you progress in the level. 


In summary, it’s a pretty good game, made 
by entirely different team. It is definitely 
missing the addictive qualities of the first 


two games. But still well worthy of your 
time. The Egyptian Tribe has made it replete with 
them doing the sand walk dance. 
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WHAT THEY THOUGHT 


‘Personally, I reckon that the new close-up Lerns are far higher up on 
the cute-o-meter than the old-style ones, but that is only me — I'm sure 
thousands of you will be upset that the tiny green-haired 4-colour bunch 


~| of pixels have 'grown up' at last. Sure, there's a lot to be said for 


simplicity. but these chaps are bigger, they wear better clothes, and 
they're more nicely animated. I admit that I find some of the levels 
ludicrously hard, requiring a quick 'plate-balancing' act to keep lots 
of the Lemmings both alive and doing something at the same time. The 
actual structure of the game is much the same as before; so, you can 
hit pause and scroll around the larger levels to have a look what's 


going on. 


To be honest, though, I never found Lemmings 1 or 2 particularly easy 
or comfortable to control; so, this all-new control system with a small 
number of huge icons that are easy to hit with the mouse are right up 
my fenétre, as Matt would say. But there is one thing that really bugs 
me, and this is pretty serious. For a reason known only to Psygnosis 
(called Ka-shin, though. I believe), there are now only three Lemmings 
tribes instead of 12. Actually, that's not quite true; there are 12 tribes, 
but only three shows up in this game. You see. Psygnosis is intending 
to bring out another three updates to this game, starring the Highland, 
the Future, and the Sports tribes we know and love. To me this seems 
like a bit of a con, but to counter it there are 30 levels in each tribe. 


So, it depends on how much you love the variety of 12 different tribes 
—TI rather liked it, and so I find the three here a bit limiting. But the 
music's jolly, the graphics are colourful, the majority of the levels are 
well-designed, and the whole caboodle's a by to play. 1 don't know how 
much Psygnosis is planning to charge for the next three Lemmings 
outings. though. because if they're all going to be at full. price I can't 
see me being this enthusiastic next time around.’ 


89% - The One Amiga - Issue 76 - Jan 1995 - Andy Nuttall 


1 —_ . 

— 7 i 7 { ~ 

There is a lot of additional Lemming animations in this game, which does 
endear you to the larger drawn sprites. 


‘T simply can't express 
just how good this game 
is. I can try but there is 


simply no way that I'll 


succeed.’ 
- The One Amiga 


This time there is only a choice 
of three different Lemmings Tribes 
to choose from (Classic, Egyptian 
and Shadow AKA Ninja.) 


Visually the Egyptian Tribe levels 
are my favourite. 


There is less lemmings on each 
level, but still the same puzzlers. 


Plow Lost 
Level 


Now there is one happy Lemming. 


SONINWAT AO CGTXYOM MAN TTV 


RGDS AMIGA TOP 50 GAMES 


Hilariously, one of the new skills, 
is to shoot a fireball. Hearing 
the little critter cry out Hadouken! 
In their squeaky voice is truly 
hilarious. 


In this game, you can actually 
choose the direction you wish to 
build the bridge. 


A big difference in this game, 
is you have to pick up skill items, 
dotted around the levels in crates. 


MM oe Y 


Let’s do the sand dance again. 


m ‘It's been quite a few years since I last played Lemmings and after 
playing the All New World of lemmings for the last couple of weeks I 
didn't realise until now just how much I had missed those pesky rodents 
and their infuriating puzzles. There are still some annoyances though 
When you 'nuke' your tribe, there are (not very good) explosions all 
over the place, but then disaster strikes as the screen fades to black 
far too quickly. 


What happened to the mass pixelated destruction which appeared in 
the original game? The control system is still very similar to the original 
one. but there is a big difference. Instead of having dig, swim, build 
and float icons, the game substitutes all those activities for just one 
action icon. 


If a Lemming picks up an item, he keeps it until he dies or finds the 
exit. This might've caused a problem because all the Lemmings took 
identical, but luckily this fear of mine was suppressed. With a quick 
stab of the right button on the mouse, the garb that the Lemming is 
wearing changes Colour, making it much easier to see him among his 
identical chums. This new control system takes a bit of getting used to, 
but thanks to its simplicity you'll soon be back on a Lemmings rescue 
mission. If, by the way, you detest Lemmings in every possible form 
and dislike the idea of having to actually make your brain solve a 
puzzle, then this particular 


piece of software is not for you, in fact put this magazine, down right 
now and go away. Anyone who played the original game and liked it 
will love to get their hands on a copy of Psygnosis latest offering. It's 
what you might call a conglomeration, of old and new the old being 
the original and incredibly addictive gaming concept, the new being 
the advances in graphics and sound. These two elements combined 
make for a rip roaring action-packed 90-level puzzler that just gets 
better and better the more you play. 


The All New World of lemmings will make you cry when you lose a 
lemming, it'll make you smile when you complete a level and it will 
even make you shout in anger when you mess up a level due to your 
lack of dexterity with the mouse. 


Quite simply, Psygnosis have come up with an emotion filled puzzler 
that will delight any Amiga gamer with a fondness for those suicidal, 
green-haired Lemmings who just don't seem to go away. On that subject, 
you'll notice that this game only contains three tribes. Well, don't, or 
maybe do fret because they'll be coming your way soon in the shape of 
three cash-sapping Lemming adventures featuring all the other tribes. 
It does seem that with these releases the Lemming phenomena will carry 
on going from strength to strength.’ 


88% - Amiga Computing - Issue 84 
- March 1995 - Jonathan Maddock 


‘Lemmings rekindled my interest thanks to the new ideas it incorporates. 
For a start the lemmings themselves look much cuter in their dumpy 
guise and when one gets splatted you can really get quite upset. And 
i with three breeds of lemmings there's a lot more variety in the level 


a designs. although it's a shame these individual tribes don't have different 
sm attributes. 


Ihave only two real complaints. Firstly, the gameplay becomes seriously 
tough very. very quickly. If you're a Lemmings virgin I'd advise sticking 
with one of the earlier titles which feature a much smoother learning 
curve. It also seems some-thing of a con to only incorporate three tribes 
when Lemmings 2 had 12. OK so each of the tribes now has thirty 
levels. and Psygnosis has stated that other tribes will feature on future 
magazine cover-disks. but I bet some will turn up on expensive data 
disks too. Still. once people set this, I wouldn't be surprised to see the 
whole Lemmings phenomenon pick up again and deservedly so because 
this game is definitely the best so far.’ 


88% - CU Amiga - Issue 84 - Feb 1995 - Rik Skews 


‘AMIGA lemmings was a stroke of genius but the sequel was a bit of 


a cash In. I was therefore expecting more of the same hero, but All New 
World of Lemmings Is full of originality while maintaining the 
playability of the previous games. 


The graphics and sound are Still average, especially that wonderfully 
crap supermarket muzak, but the playability has been enhanced by the 
| easier to see Lemmings and the much simpler to use icon control panel. 
Brilliant stuff and it could well start the Lemmings phenomenon once 


again.’ 


87% - C+VG - Issue 160 - Feb 1995 - Rik Skews 


‘In all honesty. what more can possibly be said about Lemmings that 
hasn't been said before? The main differences here are that the sprites 
)) are larger, and the command tools are easier to use. If there's anything 
else I've missed will somebody, please point it out to me.’ 


=| 87% - Amiga Action - Issue 67 - Feb 1995 - Andy Sharp 
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This time there is only a choice 
of three different Lemmings Tribes 
to choose from (Classic, Egyptian 
and Shadow AKA Ninja.) 


The Classic Lemming levels are 
very green and futuristic for some 
reason. 


Egyptian Lemmings, all do the 
sand dance shuffle, and I love them 
for it. 


Jessica Rabbit eat your heart out... 
I give Laura Lem, the sexy dancer 
Lemming. 


4 DY - 


|£ 2/2/28)» .* 
Along with the usual hazards, the 


game has enemy monsters, roaming 
and flying around. 


SONINWAT AO CTYOM MAN TTV 


erit ‘This time round though, unlike Lemmings 2 - Tribes which had 12 

“Thi different types of lemmings, here there are only three varieties. So that's 
ee slightly irritating More are promised at a later date, but in *Calculated 
move that's going to cost you more money. Irritating. 


poe ss to Vired ‘fj Each type of lemming - Egyptian, Classic and Shadow - has 30 levels 
a ag respectively As is to be expected, they start easy, in a nice introductory 

Z Salas) @ wy ez = - — = kind of way and get progressively more difficult with frightening rapidity 
By the time the increasing difficulty starts to bite, some of the old 

The ninja creeping Shadow conceptions of the original should hopefully have died off No more 
Lemmings are also really cool. waiting for lemmings to reach an obstacle before they turn back You 


just command them to do so Now, there are five basic commands to be 
issued to each lemming rather than different types of lemming (check 
the box-out to find out more) Two of these commands, the pick-up and 
drop, make up for the loss of the different types of lemmings. Presumably, 
this feature has been implemented so that the player has more to aim 
at on screen so that the game can still be played accurately with 


a mouse with a resolution lower than 180dpi and dirty rollers. In theory, 


it's welcome In practice, it isn't such a good idea At times, you have 
to use the right mouse button to switch between different lemmings that 
The Lemmings are in total De- have picked up different tools If timing is crucial, this leads to uncalled 
Nile on what to do. for confusion, and ultimately, irritation Fortunately, it doesn't make 
the game unplayable - just bloody, bloody annoying Just as annoying 
in fact as one of the old bugbears of the other two Lemmings games - 
selection of one particular lemming from a whole bunch of other little 
fellas. Admittedly, Psygnosis have met the problem halfway by making 
the user-selectable lemmings highlighted in red. 


But that still doesn't manage to stop the occasional lemming or two 
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from craftily hiding behind a selected lemming And, yep, you guessed 


it, you usually only find out that the stalking horses are there when you 


The Lemmings maybe _ bigger need them to be there least Aaaaargghhl So, you might have concluded 
sprites but aren’t as charming that I, Stephen No-middle-name McGill didn't like this game very much 
as in the original. And you'd be right I hated it But in terms of objectivity and professional 


reviewers/up, it has be admitted that it isn't a terrible game. In fact, 


many Lemmings converts are going to love the various changes such 
as the inclusion of animals, the extra tools, and the larger command 


boxes good luck to them.’ 


70% - Amiga Format - Issue 55 - Jan 1995 - Steve McGill 
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Toledo Wolke on the Lemmings side a 
She wilwew Lecemings Chromicies'® 

Ths baw wating wenputer game 

68 allie just got beret! - 


More hilarious tensity fun 
fro) those lovable goofteallel 


Why do Lemming Egyptian Mummies not like to go on 
holiday? They worry they will relax and unwind. 
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| ‘Lemmings rekindled my interest thanks to the new ideas it incorporates. 


For a ‘In conclusion, then: leave well alone. If you've never played 
Lemmings before. buy Lemmings 2. Its friendlier, funnier, and 


| enormously more entertaining than this throwback to the mouse- 
t battering intonation of the original. You don't want to have to deal with 


lad budding the-saving towers for diving terns without a due as to how 


GAME SLOT 1 


YOU HAVE SAVED 56 
LEMMINGS FOR THE 
SHADOW TRIBE 


high they should be to pass the border of death white leaving enough 
bricks to reach that important ledge and have two left over to crush 
the laser. triggering pressure plate and fill in the hilariously 
imperceptibly collapsing walkway. 


You don't want to send a digger lem back and forth until he's in position 
to leap that uncovered gap because you can't switch directly from a 
‘use' lem to a 'jump' one. And you certainly don't want to pin your 
hopes on a single tooled-up lem only to slip up and blocker him, not 
safely along the ledge as you'd planned, but accidentally on its cusp 
where you can't possibly turn him around in time once 'reverted' which 
means RESTARTING THE LEVEL AGAIN. 


And if you have played Lemmings before and truly believe in your heart 
this all sounds tremendous fun and don't mind at all the impenetrable 
hard drive-installation procedure that insists you use (eugh) the 'CLI' 
to create directories and things before it deigns to load, or the atrocious 
save game routine which allows you to wipe out your hard-won positions 
at the press of a button without so much as a by-your-leave or are-you- 
sure-you-want-to-do-this, then go right ahead and buy Lemmings 3. 


I wash my hands of you. You and your wretched ilk.’ the lemmings 
themselves look much cuter in their dumpy guise and when one gets 


splatted you can really get quite upset. And with three breeds of 


lemmings there's a lot more variety in the level designs. although it's 
a shame these individual tribes don't have different attributes. 


Ihave only two real complaints. Firstly, the gameplay becomes seriously 
tough very. very quickly. If you're a Lemmings virgin I'd advise sticking 
with one of the earlier titles which feature a much smoother learning 
curve. It also seems some-thing of a con to only incorporate three tribes 
when Lemmings 2 had 12. OK so each of the tribes now has thirty 
levels. and Psygnosis has stated that other tribes will feature on future 
magazine cover-disks. but I bet some will turn up on expensive data 
disks too. Still. once people set this, I wouldn't be surprised to see the 
whole Lemmings phenomenon pick up again and deservedly so because 
this game is definitely the best so far.’ 


50% - Amiga Power - Issue 46 - Feb 1995 - Jonathan Nash 


[Other Reviews: D: 4/5, J: 81%, AMg: 8.5/10] 


REPLAY 


The different 
tool types are 
accessible 
after your 
lemming has 
picked them 
up. Good idea. 


= 
Lad 


The traditional 
blocker can 
now be freed 
up by using 
the walker 
command 
(see left). 


This is where 
all the tools 
that you pick 
up are stored. 
Can become 
confusing 
when there are 
too many. 


The good 
thing about 
this command 
is the ability to 
force a change 
of direction. 
Very handy. 


Bit of a strange 
one this. After 
it's issued, the 
lemming 
jumps over the 
nearest 
obstacle. 


This command 
is invaluable. It 
lets you drop 
tools over the 
side of 
crevices and 
follow them 
later on. 


These four icons are standard issue from the first 
Lemmings. The timer on the left looks different but fulfils 
the same function as before. 
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Oh No! There’s even more Lemmings on the Amiga... 


Along with the official full games, it is worth briefly noting a few other demos and unofficial Lemmings games, 


SequencerOne 


FULL music package — Worth £89.95! 


SDN 2398 20 0 20 20 1091 19) 12 T 12 


Xmas Lemmings ‘91 (1991) 

A four level Christmas giveaway demo with Amiga Format, as an extra to the Oh No! More Lemmings DLC demo. 
This dressed up our green headed heroes into Santa suits and added a Christmas look and feel. This was the first time a 
Christmas themed Lemmings was released. 


It came with the levels: 


1 Merry Christmas Mr Lemming, 2 Christmas Bonus, 


pen 
per csrt bo GN 


HHS ea aia a 


Xmas Lemmings ‘92 (1992) 
Another four Christmas themed levels made by DMA as promotion disk 
giveaway, to entice people to buy Lemmings 2: The Tribes. 


Levels are: 
1. Jingle Lemming, 2. A Lemming Holiday, 
3. Happy Holidays Mr Lemming! And 4. The North Poles 


OTRO URTONS V2Ih LO) 120 33 TOE LR I 


New Year Lemmings [PD] (1992) 
Unofficial release that was distributed out on the Amiga, by enthusiasts who 


reverse engineered the game. 


Levels are: 
1. Do or die!, 2. This is a typical splat level, 7.5 beeneees 2 *, 
3. The killing game show H, 4. The trip here and back again... ’ oy 


and 5. A whole new year of lemmings!!! 


H 
LEMMING 


Operation Lemming [PD] (1991) 
A totally unofficial, daft public domain charity-ware game, written in Amos. Lemmings come on the screen 
and you shoot them. Not really that good, and very basic. but I love the concept. 


ce 


Lemmings and Oh No! More Lemmings, combined together in one lovely package. 


Lemmings Double Pack (1993) 


SHVISA JAE 


More! Lemmings [PD] (2016) 

An unofficial Lemmings add-on by AmigaJay and available for 
free on itch.io. He basically took 80 of the unique levels on the 
Mega Drive port by Sunsoft and added 40 duplicate levels with 
more skills. Then he has made them available play on the 
Amiga. It’s an awesome extra and well worth a play for a 
Lemmings addict (like me) out there. 


Thank you AmigaJay, we at the RGDS Podcast salute you. 


GAMEPLAY 
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op 


Lemmings 3D Lemmings Lemmings Adventures Of Lemmings Lemmings 

PC (1995) (1995) Paintball (1996) Lomax (1996) Revolution [ PSP (2006) | 
PS1 (1998) [PC | PS1 |Saturn] [PC] [ PS1| PC ] (2000) PS Vita (2012) 
Giving both Lemmings, but in Weird isometric A beautiful [ PC ] PS2 (2006) 
Lemmings and Oh totally unnecessary strategy game with Lemmings Another pointless PS3 (2006)] 
No! More 3D, the levels do paintball guns. platform game variation of the A gorgeous 


Lemmings in one 
package, with 
slightly redesigned 
controls, look, and 


make use of the 3D 
viewpoint, but the 
gameplay is overly 
messy, and simply 


Still it’s 
surprisingly fun. 
PC Gamer 
magazine gave it 


with gorgeous 
artwork of Henk 
Nieborg. Who did 
the art on such 


Lemmings 
formula, this is 
just Lemmings 
but on a cylinder 


game.’ 


update of the 
game Lemmings 
by Team17, with 
new graphics and 


Wy remastered CD doesn’t work in 3D. 80% and said: Amiga gems such level you can tunes. 
Ry quality versions of ‘The puzzles are as Ambermoon, rotate. Outside 
= the tune (J still Incidentally there deviously designed Amberstar, that itis more of | The game 
N prefer the original was a demo and require the Lionheart and the same. includes a level 
i) chip tunes). released called 3D — same sort of single- Flink (and now Computer game editor, all the 
S Lemmings minded approach famous for magazine gave it original Lemming 
oi Winterland in as the 2D puzzlers. Xenocrisis and 80% and said levels and 2- 
Q 1995, with Lemmings Battle Axe ‘Lemmings Player WiFi 
S Christmas themed Paintball stands on games). Revolution offers games. An 

3D levels. its own as a nice hours of puzzling essential game to 
XN addition to fans of It is a fun pleasure for a own for Lemming 
2 the series anda platformer and great value. lovers. 
= must-have for fans well worth Select the 
N of puzzle games tracking down and "buyer" skilland The PS2 port also 
~n everywhere.’ playing. click on yourself, allowed the use of 
a and you'll the Eye Toy 
S become the happy _ peripheral. 
Re owner of a 

delightful puzzle 
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#02 : The Secret 
of Monkey Island - 


£25.99 — US GOLD — LUCASFILM — 1991 - 1 PLAYER — 4 DISKS (OCS | ECS | CD32) (1MB)[ M | V ] 


In this pirate adventure game, you play Guybrush Threepwood a 
wannabe pirate on a quest to seek his fortune, and gets embroiled 
in a love triangle, between the evil ghost pirate LeChuck and the 
beautiful Elaine the Governess of the islands. 


Lucasfilm (they later became LucasArts) adventure games were 
always special. You see unlike Sierra adventures and others, they 
removed the element of deaths in the game. This frees up the 


gamer to experiment and enjoy the actual puzzles and humorous 
responses to the actions you carried out. Also of note is the : : 
ser 


controller user interface, with a stack of verbs that can be clicked : The-Island of Mélée 
on followed by clicking on the object. This gives you much more 


flexibility than late context deciding graphic adventure games, but 


stopped all that guess the word pain of earlier text adventures. The game begins on Mélée Island where our hero 
Gubrush Threepwood goes on a series of quests to 
As to Monkey Island and its superior sequel, the games are some become a pirate and find Monkey Island. 


of LucasArts best adventures, with witty dialogue, memorable 
characters, logical and taxing puzzles and tremendous graphics, 
animation and music. They are both the Amiga’s best adventure 
games and well worthy of such a high position on our list. DRISK 


The first character you meet is the > 
half blind and deaf lookout to warn 
the island of dangers. 
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WHAT WE THINK? 


PXs¢ 


DRISKY SAYS: 


This was the first Lucasfilm/LucasArts adventure game I played, and I 
was smitten. You see Sierra games (which was the only graphic 
adventures I had played at this point), all had deaths at every corner, so 
whilst fun, you never felt comfortable in just exploring and trying things 
out. With The Secret Of Monkey Island it positively encouraged it. 


So the game had me mesmerised, playing it through to the end across a 
couple of weeks, and as a result the graphic adventure, became one of 
my favourite genres as it is to this day. Ron Gilbert I salute you and 
your fine, wonderful games. And to you the reader, play these games 
and then go and play his Thimbleweed Park game and his recent Return 
to Monkey Island game and become addicted like me. 


RETRORIC SAYS: 


I never did play much point and click but I certainly feel like I played 
one of the best ever made in Monkey Island 2. 


After borrowing the staggering 11 disk game from my friend and getting 
my mother to unpin and photocopy the 2 wheels of the copy protection, 
I set about completing this monster. Luckily I had 2 disk drives which 
mitigated some of the disk swapping annoyance, but we were used to it 
back then and all the great moments made the loading times worthwhile. 


I only completed this once and have never gone back to it, so all my 
memories are quite hazy. I should go back to the Xbox 360 and play the 
updated releases that I bought and never played. 


KINGY SAYS: 


Monkey Island created the standard to which all point-click adventures 
that came in its wake strived to be. The balance of excellent puzzles 
(with the exception of the rubber chicken one) and the witty script 
made for a satisfying adventure. Guybrush Threepwood became an 
unlikely hero who spawned more sequels. I personally think Monkey 
Island II was far superior, but this paved the way for it. No other game 
series was responsible for me not going to bed and going to work, a 
very tired employee. This is a testament to how compelling these 
games were. A story has to start somewhere, and I advise anyone to 
play from the beginning. Those who played the sequel won't want to 
play retrospectively. 


LY 


ICASFIL/Y] 


WHAT THEY THOUGHT ‘Tf you've already played 


CO# 


Loom, Indy' Jones 3 or 


‘Compared to most adventures. Monkey Island is quite easy. I don't 
doubt that many serious adventurous will zip through the whole thing Zak, the fact that this is 
in no time, but then its obviously not designed to suit hardcore 
ad-venture fans. As a very occasional adventurer. I found it paced leagues ahead should be 
just about right. 
all we need to say.’ 
This isn't one of those games that lets you stroll into a death trap . 
without warning, and it's unlikely that you'll ever find yourself = Amiga Format 


completely lost for a solution to a problem. Even so. if you really 


can't figure out a particular puzzle. there's usually another that can 
‘ Wa I My name’s Guybrush Threepwood, and I want to'be 

be tackled instead. Anyway. if you do find it too easy. there's a pretty a pirate! 

big game to explore all the same. It's such good fun. you can't go 


wrong. We don't dish out these Classic awards for nothing you know.’ 


94% - AUI - Vol 5 No 7 - July 1991 - Tony Horgan 


‘Really benefits from a hard drive, the game operates somewhat slowly, | The first character you meet is the 
possibly due to the overheads of the SCUMM authoring system that half blind and deaf lookout, there to 
was used for this game (and Loom). Sound is superb however and warn the island of dangers. 

the graphics are excellent by most gamers standards, though 


GNVTSI AYYNNOW AO LAYOTS FHL 


sometimes the detail of the image loses out to the limited resolution 
of the display. A quality Amiga animated graphic adventure without 
me) a doubt.’ 


| 922/1000 - AUI - Issue 46 - July 1991 - Steve Cooke 


‘Monkey Island is a bold statement of intent from Lucasfilm, showing 
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where they believe computer gaming should be heading. After scouring 

their land of the pirates you may well be inclined to agree. It's funny, The games use of common verbs to 

testing and far deeper than Loom. click on then selecting an object, gives 
the freedom of a text adventure without 

Monkey Island can completed, but will take far longer. If you've time all the frustrating guess the word. 

for any thing slower than a shoot-’em-up, or you fancy trying your 


hand at an adventure but sicken at the thought of Ores and Ogres, iAhousthere, stpangeny 


give it bash. If you've already played Loom, Indy' Jones 3 or Zak, the 
fact that this is leagues ahead should be all we need to say.’ 


92% - Amiga Format - Issue 23 - June 1991 - Trenton Webb 


Some characters show the character 
as cut-scene animated chat, with you 
choosing pre-determined questions 
and responses, that you can choose. 


| 
Nobody's ever dramyrblood from me and nobody ever will! 


Ingeniously, sword fights are won, by choosing the correct verbal riposte The voodoo lady, one running gag in 
to the insult. As you fight more people, you begin to learn more insults to the game is that everyone gets your 
have more success. It works incredibly well in the game and is one of the name wrong. 

most memorable sections. 
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Hilariously, one of the early pirates you 
meet, tells you all about another 
Lucasfilm game. 


The always arguing Fettucini Brothers 
are desperate to fire you out of their 
cannon. 


This individual will sell you a much 
needed map to quickly get around 
the island more easily. 


The poor ole thief, says he is innocent 
and needs you to help him to be 
released. Do you help him? 


Captain Smirk will train you up as a 
swordsman, he teaches you that wit 
with what you say in a fight, is vital to 
winning a sword duel. 


The beautiful Elaine is the love 
interest of our intrepid hero. 


‘SINCE THE FAR-OFF DAYS of October '89, there hasn't been an 
interactive adventure to beat Indiana Jones And The Last Crusade. 
Neither the silky graphics of Delphine, the sheer size of Sierra nor the 
complete absence of Infocom have been able to match the fun and 
excitement that Indy generated. However, The Secret Of Monkey Island 
is about to change all of that. Lucasfilm appears to have taken all of 
the elements that worked in its previous releases and, not only 
incorporated them into this tale of scurvy swashbuckling, but even 
improved on them in the process! 


A hilarious story-line, strong characters and an intriguing setting make 
it impossible to fault the gameplay, while even the near-perfect SCUMM, 
control method has been improved. If I do have one gripe, it’s with the 
graphics. Although they're detailed to the point of perfection, the 
animation slows down tremendously when there's a lot happening 


on-screen. 


Add to that a somewhat jerky horizontal scroll and a fair amount of 
disk swapping and you've got the faults wrapped up. Everything else 
works fine. The Secret Of Monkey Island™ is further proof that the 
Americans rule the micro movie world, with Lucasfilm once again 
showing the rest of us how to do things and how to do them well.’ 


92% - The One Amiga - Issue 33 - June 1991 - Paul Presley 


‘Monkey Island as simply brilliant, its graphics aren't stunning but do 
have a certain charm of their own. This is probably due to the wit of 
the whole adventure. The Secret of monkey Island is just full of stupid 
gags, both visual and text. 


It's also an absolute doddle to operate and employs a very very 
friendly system to Interact with your environment. With its cryptic 
puzzles and silly humour, Monkey is an absolute classic and worth 
every piece of eight from Davey Jones' locker.’ 

- BUDGET RE-RELEASE REVIEW -£16.99 


92% - Amiga Computing - Issue 67 - Dec 1993 - Simon Clays 


‘Tf you love adventures buy it, if you dont, buy it anyway. In fact even 
if you dont own a computer, rush out and buy your copy now (and get 
yourself an Amiga while you’re out) a ripping yarn and no mistake.’ 


90% - Amiga Power - Issue 2 - July 1991 - Mark Ramshaw 


‘As with previous releases, the attention to detail and the finely tuned 
gameplay can-not be faulted. The graphics for instance. are stunning 
throughout, with plenty of animation and facial expressions on the 
characters. 


Coupled with the excellent Caribbean tunes and the rhythmic reggae 
stomps the game simply oozes character and atmosphere. If you're new 
to adventures such as this. you'll probably find the difficulty level 
perfect, whereas more experienced adventurers may find it a bit easy. 
However, there is absolutely no excuse for not owning this game.’ 


90% - Amiga Action - Issue 21 - June 1991 


emica 


FORCE 


‘Disk access time can be annoying during long sessions, but with only 
four disks (Indy IV had eleven) playing without a hard drive isn't as 
much of a chore as it could be. Frustration is further eased by the well 
thought out locations. They don't 'sprawl', so walking back and forth 


Gis thankfully more of a stroll than a hike. 


There aren't as many locations in the game as some might hope but 
this actually boosts playability, with logical thought and puzzling given 
priority over prolonged wandering. 


Yep, I like it! It's fun, funny, challenging, addictive. Perhaps not all 
that cheap considering it was only £24.99 at full price (and years back, 
at that — James) but who gives a toss when you're getting so much for 


your money? Hey wow — adventures really are cool... urn, sometimes!’ 


- BUDGET RE-RELEASE REVIEW - £16.99 
/o - Amiga Force - Issue 16 - march 1994 - Miles Guttery 


‘T especially liked Stan. the flashy and anachronistic ship salesman. 
who loves to haggle over the price of one of his decrepit vessels (or 
"previously owned craft", as he likes to call them). Getting a ship from 
him means watching carefully what happens on the screen elsewhere. 
When the action moves to Monkey Island itself things really start to 
hot up. and the story — as well as the graphics — moves up a gear. 


The main problem with this part of the story is that there's too much 
backtracking required. Guybrush has to march all over the island a 
number of times to get results. and this can be a bit of a drag, especially 
when he's travelling by boat. If adventures are your thing — or you 
fancy trying something with humour, challenge and style — I recommend 
this as a great game to while away the evenings. The size of the adventure 
alone provides value for money, and the unavoidable disk-swapping 
has been kept as minimal as possible. Just don't forget the grog! 


‘Top-notch adventure set on the high seas, mateys’ 


86% - CU Amiga - April 1991 - Matt Regan 


[Other Reviews: G: 95%, CVG 
S: 91.25%, JS: 86%, D 
9/10, AP: 75%] 


94% (PC), J: 93%, 
79% R: O: 91%, AA: 90%, 


a5. 


igan C 


Monkey Island is witty and funny, full of memorable characters and locations. 
The fact unlike Sierra games, you cannot die, meaning you can concentrate 
on the puzzles, exploring and just having fun, is what makes Lucasfilm games 
so special. 


tle attitude problem 


Every character you meet, is so 
unique and memorable. The 
game’s writing is so well done. 


ma , 
Piaf - 'vrr 
But I KNOW you're goin 
#leave here happy today 


> 


The fast talking, second hand boat 
salesman Stan is one of the most 
memorable characters. 


You now have a ship and a crew. 
You are finally a proper pirate. 


As you progress, you will build up 
quite an inventory of items. 


Of all the items you can pick up, 
the Navigator Head is the ickiest. 


The villain is LeChuck the ghost 
pirate, who is also in love with 
Elaine the Governor as is our 
hero. 


- CO# 
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[J For purchased copies the protection code wheel, called Dial-A-Pirate, had you match 
the face on the image shown, than you would read the answer on one of the questions 
it asked. Of course ironically, for those who had actually dialled a pirate to get their 
copy, didn’t have to worry about such shenanigans. 


Lucaspilm- Games 


™ and © 1990 LucasArts Entertainment 
Company. All rights reserved. 409811 
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For Sword fighting you must riposte with a witty comeback 
to an insult. Here are the insults and winning responses: 


Wy 

<a) 

= You fight like a dairy Farmer! - How appropriate. You fight like a cow! 

N This is the END for you, you gutter crawling cur! - And I've got a little TIP for you, get the POINT? 

i) I've spoken with apes more polite than you! - I'm glad to hear you attended your family reunion! 

S Soon you'll be wearing my sword like a shish kebab! - First you'd better stop waving it like a feather duster. 

oi People fall at my feet when they see me coming! - Even BEFORE they smell your breath? 

Q I'm not going to take your insolence sitting down! - Your haemorrhoids are flaring up again eh? 

- I once owned a dog that was smarter than you. - He must have taught you everything you know. 
Nobody's ever drawn blood from me and nobody ever will. - You run THAT fast? 

XN Have you stopped wearing diapers yet? - Why? Did you want to borrow one? 

2 There are no words for how disgusting you are. - Yes, there are. You just never learned them. 

= You make me want to puke. - You make me think somebody already did. 

N My handkerchief will wipe up your blood! - So you got that job as janitor, after all. 

—W I got this scar on my face during a mighty struggle! - I hope now you've learned to stop picking your nose. 

QD I've heard you are a contemptible sneak. - Too bad no one's ever heard of YOU at all. 

iw) You're no match for my brains, you poor fool. - I'd be in real trouble if you ever used them. 

Re You have the manners of a beggar. - I wanted to make sure you'd feel comfortable with me. 


CAST OF THOUSANDS... (WELL A LOT) 


Along your sea-faring adventure, you get to meet a motley crew of memorable 


characters, here is a brief look at them all. 


Stan S. Stanman 

A smooth talking sales- 
man, who could sell a 
freezer to an Eskimo. 


Herman Toothrot 
cc previously Pirate Captain 
WB Horatio Torquemada 
Marley. A pirate and 

former governor. 


Estevan 


turn down. 


Guybrush Threepwood 

A failed, wannabe pirate and the 
hero of our adventure. His wit 
and hapless scrapes he gets into, 
makes him very endearing. 


One of the pirates in the 
SCUMM bar. 
his eye and a nasty scar 
when trying to put his 
contact lenses in. 


Spiffy The Dog 
Another patron of the 
SCUMM Bar, this is 
quite a chatty dog. 


SCUMM Bar Chef 
Cook and bar owner, he 
is very protective over 
his kitchen, and can 
provide Grog that will 
melt anything and swill, 
that even pigs would 


Voodoo Lady 


defeat Le Chuck. 


Meathook 


Lost both his hands an eye 
to a ferocious parrot. 
Meathook joins Gubrush as 


a crew member. 


ica 


Called Corina, she helps 
Guybrush on his quest to 


Elaine Marley 


including Monkey Island. She 
was a successful captain, and 


love interest of Guybrush. 


LeChuck 

The evil ghost pirate, 

who also loves Elaine. 
He therefore becomes 
Guybrush’s nemesis. 


Carla 
She is the Sword 
Master of Mélée 
Island. 


Lookout 
Melee Islands look-out, despite his poor 
eyesight. He is the first person you meet on 


your adventure. 


Mancomb Seepgood Cobb 
Another pirate you 


meet in the SCUMM 


bar. He jokes at SCUMM bar. 

Guybrushes silly He will tell 

name. you about 
LucasArts’ 
other game 
Loom. 


Pirate Leaders 
With a love of 
Grog, these pirates 


LeChuck’s 


Citizen Captain 
Smirk 
Looking 
like 
Charlton 


He may look shifty, 
but this guy, has a 
useful map for you. 


will train 
you up to 
be a great 
sword 
fighter. 


The Governor of the Tri-islands, 


despite her better judgement the 


Another pirate 


crew. Bob in 


will set your first the green hat 

quest. is the first 
mate of 
LeChuck. 


Heston, he 


- CO# 
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you meet in the 


Ghost Pirates 


Troll 

Guardian at Troll 
Toll bridge. He 
requires payment 


Fettucini Brothers Shopkeeper 


Circus owners Bill and g Ahoy there fancy 


Alfredo, who are always pants, this 83 year old 


arguing. They are keen to is grumpy and snarky. 


use Guybrush to test the | But he has the goods. before any can 


cannon. pass. 
Head Of The Navigator Three Headed a Otis 

This poor chap has seen Monkey act Thief found in the town, 
better days, and can be found These monkeys can with bad breath. 

; ; can 

in the cannibal huts. see, speak and hear At 


all evil. 


bu 


Men Of Low Moral Fibre 
Frank, Fred and Fin are 


Cannibals 

These fine young cannibals, are 
former pirates who Guybrush conscious about eating too much 
encounters in town. red meat. Guybrush must try to 


escape them. 


2 
hats - 


Ten me mer OUT treasure hunting. G 
I'm Guybrush Three » and I'm new in town, 


a F Sa Sharp and dangerous. 
Did yousjust come in 
here to get outjof the 
cold;or:do'you need 
Jsomething?. 


is 
ae 


Look at 


Look at 
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WHO MADE IT 


Ron Gilbert - Creator, Writer, Designer 
and Programmer 


Starting out on the C64 and learning basic, Ron 
frustrated with how difficult it was to do sprite 
movements coded an application called Graphics 
Basic, which he sold to Human Engineered 
Software. Completing his degree now in Computer 
Science, he applied and got a job at Lucasfilm Games 
owned by George Lucas. 


There he worked on a number of programming 
routines and low level stuff for C64 games such as 
Ballblazer (1985), Koronis Rift (1985), PHM 
Pegasus (1987) and Habitat (1987). 


But it was for his first full game working with Gary 
Winnick, that he would revolutionise adventure 
gaming. Called Maniac Mansion in 1987 on the C64, 
they wrote a game engine called SCUMM (Script 
Creation Utility For Maniac Mansion) that made it 
easier to build the game, and made a game that was 
all about humour and no deaths. It also made 
adventure games a doddle to play, with predefined 
verbs to click on, rather than guess the correct word 
to use. 


For his next game using this engine he helped write 
with was Zak McKracken and the Alien 
Mindbenders (1988) and Indiana Jones and the Last 
Crusade: The Graphic Adventure (1989), before 
moving on to his next amazing game, which was The 
Secret of Monkey Island (1990) and Monkey Island 
2: LeChuck's Revenge (1991). 


In 1992 Ron Gilbert left LucasArts (formally Lucas 
Films Games) and with Shelley Day a LucasArts 
producer, they founded Humongous Games to focus 
on educational games. 


Here he made the Putt-Putt, Freddi Fish, Fatty Bear 
and Pajama Sam educational graphic adventures. 


Then in 2001 Shelley Day and himself founded a new 
company called Hulabee Entertainment and created 
the adventure game and Mike's Monstrous 
Adventure (2002) and programming for Piglet’s Big 
Game (2003). Next he was story and design consultant 
for the game Penny Arcade Adventures: On the 
Rain-Slick Precipice of Darkness (2008) and 
designing the character DeathSpank in 2010. His 
next big game though was The Cave a wonderful 
Dizzy-like, adventure platformer in 2013. 


In 2013 he helped designed phone games Rube Works 
and designed Scurvy Scallywags in 2014. But it was 
2017 with Kickstarter that he came back to his gaming 
roots with the amazing Thimbleweed Park. Seriously 
play that game now. He did a Thimbleweed free mini 
adventure spin off called Delores and the after finally 
another Monkey Island game with Return to Monkey 
Island (2022) which was his Monkey Island 3. 


David Grossman - Writer, Programmer 


He started his career on The Secret of 
Monkey Island and programming on 
Monkey Island 2. But it was with Day 
of the Tentacle in 1993 (Maniac Mansion 
2) as writer that he really made a name for 
himself. 


He then left to join Ron Gilbert and 
worked on some of the Pajama Sam games 
and Moop and Dreadly in the Treasure 
on Bing Bong Island then Ollo in the 
Sunny Valley Fair (2002) and Piglet’s Big 
Game (2003). 


He the joined Telltale Games and did the 
graphic adventures Bone Out From 
Boneville (2005), the fantastic Telltale’s 
Sam and Max game series, Strong Bad's 
Cool Game for Attractive People (2008), 
Telltale’s Tales of Monkey Island (2009) 
and Back to the Future (2010). He finally 
rejoined with Ron to co-write the fantastic 
Return To Monkey Island in 2022. 


Tim Schafer - Programmer 


Another massive veteran of the gaming 
industry, started as a co-writer, 
programmer and assistant designer on the 
game The Secret Of Monkey Island 
(1990) and Monkey Island 2 (1991). He 
then continued in 1993, bringing the 
amazing Day Of The Tentacle (Maniac 
Mansion 2). Then the lead on Full 
Throttle in 1995, additional design on The 
Curse Of Monkey Island in 1997 and his 
swansong for LucasArts adventure games 
with the brilliant Grim Fandango on 
1998. 


In July 2000 he founded his own 
company called Double Fine Productions 
Ltd and produced the game’s 
Psychonauts (2005), Briital Legend 
(2009), Costume Quest (2010), Stacking 
(2011), Iron Brigade (2011), Sesame 
Street: Once Upon a Monster, Middle 
Manager of Justice (2012), Kinect 
Party (2012), The Cave (2013), 
Dropchord (2013),Broken Age (2014), 
Spacebase DF-9 (2014), Grim 
Fandango Remastered (2015), Massive 
Chalice (2015), Day of the Tentacle 
Remastered (2016), Headlander (2016), 
Psychonauts in the Rhombus of Ruin 
(2017), Full Throttle Remastered 
(2017) and Psychonauts 2 (2021). 


- CO# 
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Steve Purcell - Character Designs and Art 


Starting out with Pipe Dream (1999), he went 
on to do Indiana Jones and the Last Crusade: 
The Action Game (1989), The Secret of 
Monkey Island (1990) and Loom (1990). He 
also designed the characters for the game 
ToeJam & Earl (1991). Next he did Monkey 
Island 2: LeChuck's Revenge (1991) and 
helped do some art on Zombies (Zombies Ate 
My Neighbors) (1993). 


He then in 1993 character designed and did the 
art for Sam & Max: Hit the Road (1993). After 
this he worked on The Horde (1994) and did 
the initial concept art for The Curse of Monkey 
Island (1997) before leaving LucasArts. 


He then joined Telltale Games and did the 
fantastic episodic Sam & Max adventure games 
(more people need to play these). 


Most recently he did the writing on Disney- 
Pixar Cars: Mater-National Championship 
and Disney-Pixar Cars: Race-O-Rama. In 
2006 he moved to Pixar and had involvement 
in the voices and some of the writing for the 
films Cars, Ratatouille, Brave, Coco, 
Incredibles 2, Toy Story 4, Turning Red, 
Lightyear and Elemental. 


Brad P. Taylor - Dev Tools 

Worked on the development tools for Secret of 
Monkey Island games, and many LucasArts 
adventures. 

Tami Borowick - Amiga Graphics 

She converted the art to the Amiga and did some 


programming on Monkey Island 2. She then 
worked with Ron and Humongous games. 


A selection of Lucasfilm leading lights in a hotel room on a recent visit to London. From 
left to right: Cynthia Wuthmann (Director Of Sales), Jack Sorensen (Director Of Business), 
Usa Star (International Coordinator), Doug Glen, Lucy Bradshaw (Director Of 
Development), Edward Kilham (Project Leader), Howard Philips (Creative Director) and 
(phew!) Kelly Flock (Director Of Marketing). And that's all folks! 


Michael Z. Land - Original Music 


He created the iMuse adaptive sound app 
and did the fantastic music for The Secret 
Of Monkey Island (1990), Monkey 
Island 2 (1991), Masterblazer (1991), 
Secret Weapons of the Luftwaffe (1991), 
Indiana Jones and the Fate of Atlantis 
(1992), Star Wars: X-Wing - B-Wing 
(1992), Maniac Mansion: Day of the 
Tentacle (1993), Star Wars: X-Wing 
(1993), Sam & Max: Hit the Road (1993), 
Star Wars: TIE Fighter (1994), Outlaws 
(1997), The Curse Of Monkey Island 
(1997), Here’s Adventure (1997), 
Grim Fandango (1998), Star Wars: 
DroidWorks (1998), Star Wars: Episode I 
- Racer (1999), Star Wars: X-Wing 
Alliance (1999), Star Wars: Episode I - The 
Phantom Menace (1999), Star Wars: 
Episode I - The Gungan Frontier (1999), 
Star Wars: Yoda's Challenge - Activity 
Center (1999), Escape from Monkey 
Island (2000), Star Wars: Episode I - Jedi 
Power Battles (2000), Star Wars: Force 
Commander (2000), The Bard's Tale 
(2004), Thrillville (2006), Tales of Monkey 
Island (2006), Wak-a-Rat (2014, iPhone), 
Psychonauts 2 (2021) and Return to 
Monkey Island (2022). 


Chris Hiilsbeck - Amiga Music 


Not listing out all his works again, as its a 
lot (check out Turrican), but suffice to say 
the guy is a video-game musical genius. 


Rudolf Stember - Amiga Music 


He did the music for the Amiga port of 
BC Kid. 


William L. Eaken - Amiga Graphics 


He worked on many LucasArts games, and 
also did Shannara, Alien Syndrome on Wii, 
and Designed A Vampyre Story (2008). 


James Alexander Dollar - Amiga Graphics 


He did additional art on many games at 
LucasArts. He also worked on System 
Shock game. 


Other Amiga Artists: 
Avril Harrison, lain McCaig, James McLeod, Michael Stemmle, 


Sean Turner 


Other Original PC Artists: 
Martin Cameron, Mike Ebert, Mark J. Ferrari, James McLeod, 
Michael Stemmle, Sean Turner 


Pirate LeChuck for good. Wrong. 

How many times can that 
bloated old fool die? Other pirates 
tell me there's no escape. “When 
LeChuck wants you dead, you're 
dead? they say. Legend bas it that 
the treasure af Big Whoop holds 
the key to great power... 1 must 
find it before LeChuck finds me 


Excerpted trom “The Memotrs of Guyhewsh 
Threepwood, the Monkey Mand Years 


| Ge I'd killed the Ghost 


* 256-color scanned art: Over 6.4 
million pixels! 

* Ja, interactive reggae music, mon! 

* Laugh so hard milk will come 


out your nose 
* Optional easy mode for beginners 
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Monkey Island 2: LeChuck's Revenge : 


£37.99 — US GOLD — LUCASARTS — 1992 — 1 PLAYER — 11 DISKS Vv, Gini \7 
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The sequel is undoubtedly the better game, 
although you need to play the first, to hone 
your skill for this game. Although with the 
massive number of disks, unless you have a 
hard drive install, the game is tough to play 
through on floppy disks today. 


The game has had quite a redesign to the 

first, with all the characters a lot more 

detailed than in the first. Also the 

backgrounds are hand painted. The visuals and characters have been given 
quite an overhaul in the sequel. 


Adding many more locations, complex 
puzzles and even more zany characters to 
encounter, this offers even more adventure 
gold to the gamer. 


One difference to the game, is it is less linear, 


you can visit multiple islands, and often an 


object found on one island will be used to - 
solve a puzzle on another. This makes the Thankfully many of the beloved residents 
game a lot tougher than the first, but itnever in the first game, make a welcome return. 
feels unfair or illogical (apart from that darn 
monkey wrench puzzle). Oh and that ending 
is hilarious. 


Overall for me this is not only the best 
adventure game on the Amiga, but probably 
of all time. Ron Gilbert you are a genius. 


The game has you visiting multiple islands 
non linearly. 
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‘you've got just about 
the best, and most 
enjoyable, adventure 
game yet seen on the 
Amiga... or anywhere 
else for that matter. 


Buy it now.’ 


- Amiga Format 


The game starts with a cliff 
hanger and goes from there. 


Poor ole Threepwood, he is 
always the punchline 


of a joke. 


How. A whole bUcketlo Amn a 


mud... 


The game’s sequel is much 
bigger in scope and puzzles. 


This time there a number of 
different islands to explore. 


WHAT THEY THOUGHT 


‘Tf I was being brutal, I could be tempted to say that is basically a 
remake of the original with cosmetic changes and different puzzles But 
then. Evil Dead I was a remake of The Evil Dead and it was tons better 
The other problem with games of this ilk is that once you've finished 
it. you wont be back. It may take you a long time to get there. but once 
you've done it the appeal vanishes. 


Yeah, its nitpicking but you should be warned Apart from that though, 
this is horribly close to being a perfect game Its certainly the best 
adventure rye seen for ages, and it sets the standard for future graphic 
adventures an the same way the original Monkey Island did fans of the 
genre should seek this one out without delay In fact, they probably 
already have And good for them You know it makes sense.’ 


95% - Amiga Computing - Issue 51 - Aug 1992 - Daniel Whitehead 


‘Thanks to a noticeable increase in awareness and sates. publishers 
are flooding the market with graphic adventures. In the confusion. It’s 
difficult to choose an overall winner which one should you go for, 
Monkey Island 2 has genuine wit and oodles of charm Fine-tuned to 
perfect on. everything is up-front for alto see. hear and read. The story 
alone should keep you popped to the very last word by the way, there's 
a big surprise at the end of play. 


Sworn to secrecy by the oath not to reveal 'Game Over' sequences. this 
is all I can say. Le Chuck's Revenge is truly a mastery of wacky humour 
and stunning images. I'm a massive fan of adventures and I can honestly 
say that they just don't come any better than this. Unless that is, 
Guybrush makes a comeback in The Secret of Monkey Island 3. But, 
until then, this will do me.’ 

95% - CU Amiga - June 1992 - Rik Haynes 


‘Although these refinements are superficial. they aren't the only things 
that have been improved about the game. For a start the scope of the 
adventure is much wider. You man off limited to moving around on 
Scabb, but the quest then spreads to encompass a whole range of islands 
(and all this before you've even found a treasure map). 


The depth of gameplay has also been extended. requiting some serious 
brain-stretching and head bashing at times. but the going is made 
immense fun by the applications of a massive helping of humour. 
Whereas the original game had humour in small doses littered around 
the game, pretty much everything you do and everyone you meet gives 
rise to an amusing lard sometimes absolutely hilarious) situation. 


Add the elements of the greatly improved graphics, the impressive iMuse 
system, the better control system, the bigger quest, and the funnier 
humour, and you've got just about the best, and most enjoyable, 
adventure game yet seen on the Amiga... or anywhere else for that 


matter. Buy it now.’ 


95% - Amiga Format - Issue 36 - July 1992 - Maff Evans 


we fF 
\es¥ 


= AMIEA excuai 
1 


beautifully detailed graphics, marvellously realised animation and an 
evocative musical soundtrack are the icing on the superbly-atmospheric 
adventure cake. 


Exciting, funny and involving there's little likelihood of a decent night's 
sleep until the game has been cracked. Monkey Island 2 I a masterpiece 
of programming and game design that deserves to be in any discerning 
gamers software collection. How can Lucasfilm — or anyone else for 
that matter — possibly top it?’ 


950/1000 - ACE - Issue 53 - Feb 1992 - David Upchurch 


‘Monkey Island 2 should have a government health warning slapped 
on the side This must be one of the most addictive and gripping games 
lye ever played thanks to the Incredible story-line. the stunning 
cosmetics and the abundance of intricacies, not to mention the humour 
and sheer size of the adventure. 


I didn't think they'd surpass the original with such ease. but as usual. 
Lucasfilm have smashed every expectancy barrier Summing up such a 
class production is tough but put simply. Monkey Island 2, knocks you 
sideways.’ 


95% - Amiga Action - Issue 34 - July 1992 - Peter Lee 


‘Once again Lucasfilm has come up trumps. Monkey Island 2 is a game 
that is surely destined for The Computer Games Hall Of Fame, a 
dazzling triumph of game design laced with humour and drenched in 
atmosphere. It's better than The Secret of Monkey Island in just about 
every respect - a pretty amazing feat in itself! 


The graphics are simply gorgeous, rich with colour and life, and you'd 


, be hard pressed to tell them apart from the PC originals. The tunes 


are good and have that annoying catchiness which means you find 
yourself humming them at embarrassing moments during the day. The 
much-vaunted iMUSE musical system turns out to be a bit of a damp 
squib though - the only practical upshot I noticed was that the tunes 


faded out when you moved from location to location. Wow. 


Like 99.9% of games converted to Amiga from PC it's the disk accessing 
and swapping that's the big bug-bear. As you'd expect, there's quite a 
lot of it but Lucasfilm's programmers have cleverly designed the game 
so that once a location has been loaded in from disk it is stored in 
RAM - when you return to the same location later on it doesn't have 
to be loaded again. Thanks to this system Monkey Island 2 is perfectly 
bearable even if you've only got the one disk drive, although obviously 
two is better while a hard drive is ideal. 


Anyone who loved the first game will need no more encouragement to 
set sail for Monkey Island again, while those who've not yet visited its 


fun-filled shores would be advised to book a ticket now. If, having 


played Monkey Island 2, you don't rate it as the best game of the year 
(or any other year, for that matter) then I'll be a monkey's uncle!’ 


94% - The One Amiga - Issue 46 - July 1992 - David Upchurch 


There is of course, a whole 
new cast of memorable 
characters to meet within the 
sequel. 
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The island is terrorised by 
pirate mafia style thugs. 
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It gets more involved and 
daunting than the first game. 
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Of course LeChuck returns, this 
time less a ghost and more a 
zombie pirate. 


In the sequel our hero is a 
wanted felon. 


Inventory items are given their 
own icon picture as opposed to 
a text name this time. 
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The game has loads of 
different locations this time. 
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Elaine’s a lots sexier in the 
game’s sequel. 


What is it? What’s wrong? 


No bones about it this game 
is best adventure game out 
there. 


Time to do a Booty call and 
see what happening there. 


ORS learner 
Hey eiican Dold aey breath itor: nutes | 
| 


Guybrush is full of useful 
skills. 


‘Lucasfilm's wonderful sequel to The Secret Of Monkey Island was 
reviewed way back in our February issue on OC. And what an absolute 
corker it was. Stunning graphics. excellent gameplay, a wildly Inventive, 
humorous story-line and superb sound effects. Naturally I was 
incredibly excited at the prospect of reviewing the Amiga version, but 
also slightly perturbed. Would it attain the PC version's excellence, or 
would it be a disk-swapping nightmare? 


Well... let's have the bad news first: the Amiga version of the game 
comes on ELEVEN disks!!! That's even more than most Sierra 
adventures. But, funnily enough, it's not that much hassle. A lot of 
thought has gone into the swapping, and it's certainly been minimised 
as much as possible. (Of course, all you hard disk owners out there 
are laughing - "What's 'disk swapping'?" you cry in your best child of 
Thatcher voice.) 


The graphics are brilliant - almost as impressive as the PCs - along 
with the detailed animation of the characters. In addition, the iMUSE 
system (er... American for Interactive Music and Sound Effects - the 
system which simultaneously combines back. ground music and sound 
effects) has been retained. - and certainly, works a treat. The two- 
difficulty level, are still there, boasting different puzzles and a fab 
combination of old and new characters. Of course, in all honesty I'd 
rather marry the PC version. but the Amiga version does come a close 
second. ’ 


92% - Zero - Issue 34 - Aug 1992 - Amaya Lopez 


‘A worthy sequel, as they say - and to be a worthy sequel to the excellent 
Monkey Island takes some doing - despite a few flaws. Essential if you 
enjoyed the first game (and, let's be honest, who didn't?). with enough 
in the way of improvements and changes to keep you on your toes.’ 


90% - Amiga Power - Issue 15 - July 1992 - Gary Penn 


[Other Reviews: D: 98%, CVG: 96% (PC), 
G: 96% (PC), MZ: 90%, J: 87%, GX: 5/5 (PC) 
R: AF: 94%, CU: 91%, O: 90%, AP: 90%, AA: 89%] 


. 


The infamous Monkey Wrench puzzle, frustrated a lot of gamers. 
You see most countries outside of America don’t know the term 
Monkey Wrench, and so the puzzle was completely illogical. 


Now where is the treasure? 
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The security code wheel for Monkey Island 2 was the Mix ’n’ Mojo. Line up the two images displayed on the wheel 
and then answer the correct amount for the voodoo potion. 
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AFTER THE AMIGA THE FURTHER SWASHBUCKLING ADVENTURES... 


awe 
THE CURSE OF 


The Curse Of Monkey Island PC (1997) 


Giving a beautiful hand drawn cartoon art style, 
and a new cast of characters, like Murray the 
talking skull and fighting with singing couplets, 
there is loads to love with this game. Brilliant job 
considering original team had all left. 


Escape From Monkey Island 
[PC (2000) | PS2 (2001) | Mac (2001)] 


Well written and a lot of fun, but the move to 3D 
feels a step backwards in game design and robs the 
game a lot of its charm. 


Tales Of Monkey Island 
[PC (2009) | PS3 (2010) | Mac (2010)] 


Telltale brought back the Monkey Island games in 
episodic format. It does a pretty good stab at 
continuing the swashbuckling adventures on 
Guybrush Threepwood. It is however still in 3D 
and so missing some of the original’s charm. 


The Secret Of Monkey Island : Special Edition 
[2009 - PC | Xbox 360 | 
2010 - Mac | PS3 | Phone} 


Remaster of the first game. The new graphics 
aren’t to everyone's taste, but then you could press 
F10 key to switch back to the original graphics. A 
great update. 


Monkey Island 2: Special Edition 
[PC | Xbox 360 | PS3 | Phone] 


The second game remastered and like the first 
special edition its a sublime update, and well worth 
owning. 


Return To Monkey Island 
[PC | Mac |Xbox One/XS | PS5 | Phone] 


Ron Gilbert and Dave Grossman return back Monkey 
Island and carries on from Monkey Island 2 like 3 
and 4 never happened. 


The writing and puzzles are some of the best in the 
series, and whilst the graphics are not to my personal 
taste it’s still a fantastic adventure game that makes 
me want Ron Gilbert to release many more. 
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“DON’T WAIT "TH. YOU SEE THE WHITES OF THEIR FYES... 


DON’T KID YOURSELF If WILL BE OVER BY CHRISTMAS... 
DON’T TRY TO SUUT OUT THE SCREAMS... 


AND DON’T FORGET TO WASH YOUR HANDS AFTERWARDS...” 


CANNON FODDER 


WAR HAS NEVER BEEN SO MUCH FUN 
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#01: Cannon Fodder “ 


£29.99 — VIRGIN GAMES — SENSIBLE SOFTWARE — 1993 — 1 PLAYER — 3 DISKS (OCS | ECS | CD32) [M|V] 


So we finally arrive to the RGDS top Amiga game, and what a corker - = 
it is. Guiding a squad of marine soldiers, mechanically it holds a lot LOAD x 461 :60 AWAY SANE 
of similarities to Bullfrog’s Syndicate game, but where as that went ~FaaGEA 
T0005 
RECTOR 


| 

| 

eS 
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all gritty and noir, this is also cartoon and fun. Using the small sprites 


that was Sensible Software’s style, this add a surprising amount of E 


strategy as the levels progress, with you sending out the lower ranked oid 


and less skilled marines, to scout out the area, keeping your higher 


ranked and skilled in as much safety as possible.Survive and you watch ORGANS 


TWEEWY @ 


your chaps be promoted, and any soldiers lost in action, all sent to 
the haunting tune of Narcissus written by Jon Hare. Then you see the 
harrowing image of all the gravestones on the hill of the fallen 
comrades, as fresh young recruits line up to the recruitment office, to 


be your next soldiers. 


The game has a lot of variety in the levels and its missions, and all Despite the cartoon visuals and the glib and comedic 
of them are solidly designed by the team, always offering something gameplay, the game is a actually quite poignant about 
new or surprising, to keep things interesting. Giving you more the futility of war. Seeing the graves on the hill, 
explosive weaponry, and then vehicles to ride around and run down as the new fresh recruits line up on the recruitment 
the enemy with. Its a generous game as well with 24 missions, but office is quite a haunting image. 

as some of these take multiple stages, you really get an impressive 70 

levels to work you through. 


All are full to the brim of little touches, whether it be wounded soldiers 

and the dancing they do on victory, there are so many little touches 

that elevate the game to perfection. Music as well is awesome, with 

Richard Joseph and the title track “War’s Never Been So Much Fun”, ie) 
or the little atmospheric sound effects. Put simply it’s gaming 

perfection. DRISK 


|_| WHAT WE THINK? 


PRIS Sys: CANNON FODDER 
AMIGA bp 

I adore this game and thrilled to see it chosen as our number one game. reo . 1 

This for me is what the Amiga was all about, small teams doing TO LOAD este om 1 7 YouR BOOT CVE 


imaginative impressive games, full of love and care and uniqueness, that 


made the gaming world a special place to be. 


Sure Cannon Fodder was ported to lots of other platforms, but really 
it’s on the Amiga with the mouse, that is the only way to play it. So 
gather up your recruits and play this gem of a game today. 


RETRORIC SAYS: 


Quite simply one of my absolute favourite games on the Amiga, war 
has never been so much fun! The iconic intro with quirky photos of the 
team taking the piss out of themselves and the legendary music of the 


late great Richard Joseph; roaring along in chorus. All the mayhem to 
be had on the battlefield with the hilarious deaths you might encounter 
during a play-through. The recruitment centre you see between missions 
works as a centrepiece, a cenotaph, as you witness the arrival of all the 
gravestones representing your fallen comrades. This is a perfectly surreal 
example of the futility of war, accompanied by one of the most beautiful 
pieces of video game music ever written, Jon Hare’s track - The 
Narcissus. 


452 I don't think the guys at Sensible realised just exactly how well all these 
elements would fit together to make such an illustrative point. This for 
me is Sensible Software’s crowning achievement. A perfect game that's 
great fun to play and has a message so very apt, even for the exact times 
we're living through here in 2024. 


KINGY SAYS: 


They really got it right when the games intro tune declared, "War has 
never been so much fun." To add to this, it was sung to an upbeat reggae 


tune. This game popularised real-time strategy by combining the arcade 
thrill of an action shooter, making the genre more accessible and enjoyable 
for a broader audience. I couldn't think of a better game to sit on the 
throne of the No.1 spot. The level design was near-perfect, giving the 
player an excellent learning curve as the game progressed. It never felt 
tiring, and due to each level being self-contained (apart from carrying 
your surviving soldiers over to the next mission), it was a perfect game 
for "pausing" your session and resuming the following evening. This was 
by far my most favourite Amiga game, and was lucky enough to have 
access to an Amiga at work during lunchtimes to play this with a colleague 
who is no longer with us. Great memories. 
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WHAT THEY THOUGHT 


‘Violent, yes! Extremely thought provoking. Highly enjoyable foray 
into the intelligent side of wandering around the place and doing 
it to them before they do it to you.' 


95% - Amiga Format - Issue 54 - Xmas 1993 - Tim Smith 


‘All in all. Cannon Fodder rates highly on sheer entertainment value 
— a game you'll want to come back to time and time again, if only 
to better your previous best effort (mine was to finish with the loss 
of only 72 lives).' 


95% - Amiga Down Under - Issue 8 - April 1994 - Jason Gibson 


‘So why buy this game then? Well for a starters it's massively simple 
to get into. You start off the game with a squad of men and at the 
end of every mission, you get a further 15 recruits, which initially 
seems a tad excessive. However, by the time you get to Mission Six 
and your boys are being slaughtered like cattle at every twist and 
turn, you start to realise why you get so many troops. 


Every time a soldier survives a mission, he’s promoted, and his 
accuracy, range and rate of fire is increased. You get quite attached 
to anyone who survives more than a couple of levels, but since 
everyone in the game has an equally tenuous grip on life, there's 
inevitably a horrible moment when a rocket with his name on it 
comes whooshing in and he gets his. The promotion system means 
that you can end up with a crack team. but it also means that you 
gel terribly paranoid and ever so careful with your men You control 
your boys with the mouse. and click on the left button to move, the 
right to fire and both to throw a grenade or tire a rocket. depending 
on what you've selected. You can easily split the band up into 
sub-groups. 


which opens up all sort of possibilities The soldiers can't swim and 
shoot at the same time so by sending them over rivers two at a time, 
you can provide supporting fire from the bank You can even click a 
preset course for one group while you control another, which allows 
you to attack from two directions at the same time Not only is this 
easy to work out, but is so simple that you can do it 


Quickly, which is essential if you want to split the team or switch 
to rockets when you're under fire from tanks and helicopters and 
all manner of nastiness The scrolling system works so well that most 
of the time, you're not even aware of it to look in any direction. all 
you have to do is move the mouse near the edge and you push the 
screen, lust like you'd imagine it would If anyone made a dictionary 
of computer game words then.’ 

94% - Amiga Power - Issue 32 - Dec 1993 - Mark Winstanley 


‘Gorgeous ironic, 
sumptuous sound, 
phenomenal playability and 
astoundingly addictive, 
what are you waiting for? 


Go and buy it.’ 


- Amiga Computing. 


The simple controls and cute 
graphics belie the game’s toughness. 


‘B¥a\! 
Wie 
OTT GOOD SHOT 
The level names are all great and 


give you respite before the next 
level’s onslaught. 


The game has explosive oil barrels, 
they can be good for taking out 


the enemy. Just be careful not to 
blow yourself up. 
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The game has a nice variety to 
the levels, taking you across all 
environments. 


The jungle levels are always my 
favourite though. 


‘AMIGA: 


wie 


The ability to drive vehicles in the 
game, is a lot of fun. 


a ‘ 
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The game does a wonderful job 
of always keeping it fresh and 
interesting as you progress. 


Swimming is always risky to do, 
as you are vulnerable to attacks. 


‘Being a games reviewer, you must point out good and bad points for 
each piece of software, but I am getting a headache from trying to 
criticise Cannon Fodder. I suppose it could do with a two-player option, 
but apart from that I can't really find cause for complaint. 


I love Cannon Fodder and so should you. If you still haven't bought it, 
then I must stand up and question your state of mind. Sensible Software 
seem to go on from strength to strength. Cannon Fodder is one of the 
most playable games you will ever play and also one of the most fun. 
A rootin' tootin' shoot-'em-up of the highest order.’ 


Gorgeous ironic, sumptuous sound, phenomenal playability and 
astoundingly addictive, what are you waiting for? Go and buy it.’ 


94% - Amiga Computing - Issue 70 - Feb 1994 - Jonathon Maddock 


‘Only last month in my Frontier review, I stated that I had only given 
that game 93% because no game would ever be less than seven percent 


from perfection. Sensible Software have forced me to eat those words 


almost immediately. 


Not that I mind though, when I have something as good as this to 
console myself with. They have the best game of '92 with Sensible 
Soccer and they have easily done so again with Cannon Fodder.’ 


94% - Amiga Action - Issue 53 - Jan 1994 - Steve McNally 


‘From the very first moment you load Cannon Fodder you know that 
you're in for a treat. The intro music and slideshow is one of the best 
I’ve seen. Normally I skip through intros. But Sensis version of the 
‘War... has never been so much fun’ captivated me — it’s a brilliant, 
toe-tapping tune. 


The attention to sonic detail has been carried over to the main game 
with both music and sound effects perfectly scored. It’s the simple 
touches, like the way that sounds get louder the closer you are to the 
source, that make it. On the graphic front there's no innovation but 
plenty of good solid Amiga art. 


There's loads of variety in the landscape types - jungle, Ice, desert, 
moors and underground caverns - and the sprites' animation is very 
detailed considering how small they are. I love this game. It has Its 


faults, like the lack of order options but on the whole it's a very playable, 


very tough shoot ‘em up. 


Be warned though you'll need to have your sick sense of humour head 
on to enjoy the puns. Many development teams. if they're lucky go 
through a golden phase I and the Sensi boys are right in the middle of 
theirs just now. Can they do no wrong? Not as far as Cannon Fodder 
goes anyway.’ 


93% - CU Amiga - Jan 1994 - Jonathan Sloan 


1 0# 


S| ‘Brilliance. Sheer, unadulterated brilliance. Cannon Fodder is quite 
sim-ply one of the best strategy/action/shoot-'em-ups, to appear for 


=) ages,, See, it doesn't even fit into a normal category - always a 
© good sign' for a game. 


, I must admit, when I first saw It, I had thought to myself: Hmm, 
it’s a bit easy isn't it?' Then the introductory levels ended, and the 


real fun started and I have stopped playing since. Say what you 
like about the Sensi boys, but. they can produce some damn fine. “7 y 

games with some damn fine, humour. Complete a level and all the Let’s ice those guys. The game 
men do little victory jumps or standing salutes (reminiscent of takes you through a nice variety 


scoring a goal in Sensi Soccer). of terrain. 


YHDTdOH NONNVO 


Or take the score counter - Home and Away scores, home being 
your kills, away being theirs. Superb stuff. And let's not forget the 
actual game. To look at it you'd think it was just a simple running 
around: shooting affair, but don't be fooled. 


Just because you're controlling cartoon soldiers, it’s still a brain 
taxing plan out some decent strategic offensives. Something as 
simple as splitting your team up suddenly adds untold dimensions 
to the game, using one pair to distract a bazooka carrying enemy 
while the other sneaks up behind him. 


There are a few faults... well all right, there aren't but I had to put The game gets quite tactical in 
that line in just to keep my status as objective journalist. Uh, the later levels. 

music doesn't go on long enough. Um, I'd have liked a couple more 
weapons to play with. Oh let’s just forget it. I can't find anything 
wrong with it (some of you may complain about the blood but I 255 


doubt they'll be many). Cannon Fodder is simply brilliant Like the 
intro song says - War, it's never been so much fun.’ 


93% - The One Amiga - Issue 63 - Dec 1993 - Matt Broughton 


‘There is blood. loads of it but there is also typical Sensible humour. 
What about the snowmen complete with funny hats and scarves “mm 
dotted about the Arctic terrain, or the parrots in the jungle et at It GET TO THE CHOPPER! - Later 
is hard to criticise anything in Cannon Fodder. You could say that levels let you fly a helicopter. 
23 missions will be completed sooner rather than later, or moan 
that there is no two player option, but clearly these are petty matters 


when compared to the sheer enjoyment of playing the game. This 


is worth every penny you will pay for it. Go out, get it and revel in 
it for as long as anybody will let you.’ 


93% - AUI - Vol 3 No 8 - March - April 1994 


On this level, the enemy looks to 
have been munching on people. 


| The game subtly warms the 
palette when explosions happen. 


< The US box art is a lot 
§ cooler than the rubbish UK box. 
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Cheat: When saving a game call it JOOLS and your troop will be 


all fully promoted (this works on the Cannon Fodder 2 as well). 


Also in the game type wellhard for invincibility. 


WHO MADE IT 


Jon Hare - Concept & Designer 


Co-Founder of Sensible Software. Along with 
the original concept, he designed out all the 
levels of Cannon Fodder and passed to the team 
to build them. To read more on his bio, then 
check out Sensible Soccer (#04) to read more 
on all the games he has made. 


Chris Yates - Designer, Programmer 

He was involved when they moved to the 
Amiga, he began to be involved in the design 
and game aspects. 


The first game he designed and programmed 
for was Mega-Lo-Mania (1991), then the 
Sensible Soccer games (1992 - 1998). He left 
in 1999 when Sensible Software was bought 
by Codemasters in 1999. 


Jools Jameson - Programming 


His first commercial game released was the 
C16 port of Who Dares Wins IT (1986). Then 
in 1987 he did the C16, Plus/4 versions of 
Future Shock, Phantom and Spy vs Spy. 


Then in 1988 on the Amiga and ST he did 
Frost-Byte and on the Amiga Seconds Out. 
He also did the 1989 NES game of WWF 
Wrestlemania and in 1990 the DOS port of 
Beverly Hills Cop. 


But it was on the Amiga with Sensible 
Software where he made a name for himself 
working on Mega-Lo-Mania, Sensible Soccer 
games, Cannon Fodder 1 & 2, Sensible Golf 
and LMA Manager 2003 on Xbox and PS2. 


‘360 eager conscripts are waiting to go to war. 15 new recruits arrive 
after each of the 24 missions which are split up to a maximum of six 
phases. The missions and terrain will vary from the dense jungle, the 
Arctic wastes, the arid Desert, the Moorlands and an Underground 
Base. Keep an eye out for the hidden booby traps on some missions 
and also watch out for the quick sand as there are no warning signs. 
There are also a range of weapons and vehicles available, and pretty 
soon you'll be whizzing around in jeeps, skidoos, and tanks, and you'll 
also get to fly in some choppers. 


My favourite thing is to use a vehicle to run over and squash the enemy. 
Well, the mission objective never tells you exactly how to kill the enemy, 
so why not have some fun along the way. This game will provide you 
with many hours of entertainment. The title song at the beginning of 
the game sums it all up when it says, "War has never been so much 


no? 


fun". 
90% - ACAR - Vol 11 No 4 - April 1994 - Graham Beavan 


[Other Review: D: 5/5, AD: 95%, AFC: 90%, J: 85%, 
ACP: 86% R: AP: 94%, AF: 94%, AA: 93%, CU: 92%, 
O: 92%, AC: 92%, CU: 90% CD32: D: 5/5, AD: 95%, 
AP: 94%, AA: 93%, AF: 92%, O: 91%, CU: 90%, 
CD32G: 90%, J: 85%, ACP: 83% ] 


Stoo Cambridge - Graphics 

Starting out on the Atari-ST game Eco (1987), he 

then did on Amiga and Atari-ST Renaissance (1990), 

Feudal Lords (1990), The Final Conflict (1990) and 

Insector Hecti in the Inter Change (1991). He then 

designed and did the art for The Executioner (1991) 
and did the art for Cyber-Cop (1992). 


But it was when he joined the Sensible Software crew 
he made a name for himself, first porting Mega-Lo- 
Mania to the Mega Drive, and then doing the graphics 


and some design for the all time classic, Cannon 
Fodder - Number one Amiga game according to the RGDS podcast, 
don't you know (wouldn't trust their opinion -Ed). He continued with 
the console ports of Sensible Soccer and Cannon Fodder 2 in 1994. 
He then continued with the graphic ports of Sensible Word of Soccer 
on PC and the design and graphics for the 1995 Amiga game Sensible 
Golf. 


After the Amiga he left Sensible Software and did Gameboy Color 
graphics for Road Rash II (2000) and then on the Gameboy Advance 
he did Alienators: Evolution Continues (2001), Dr. Muto (2002), 
Spider-Man (2002), Star Wars: Episode II - Attack of the Clones 
(2002), xXx (2002), Premier Manager 2004-2005 (2004) and 
Alien Hominid (2006) (along with some mobile phone ports). On PC 
he did the 2D art for Yamaha Supercross (2009), additional art on the 
PSP game Tiny Claws (2011) and some of the User Interface and 2D 
animation for Ian Livingstone's Deathtrap Dungeon: The Interactive 
Video Adventure (2020). 


Richard Joseph - Music & SFX 


Richard was on hand to do the 
music. For his full bio of what 
games he worked on, then check 
out #4 and Sensible World Of 
Soccer a few pages back, as that 


goes into all of them. 
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"amnion FoODER 2 — ANA 
500, A800, REDO, A100. 


Requires At inact 'Mb of Merry, maga Compatibie 
Mowe 


(com, ~ 9: geal aaa 


ONCE MORE UNTO THE BREACH 


Sencisle 


Re | 
Cannon Fodder 2 


NNON 


£29.99 — VIRGIN GAMES — SENSIBLE SOFTWARE — 1994 — 1 PLAYER — 3 DISKS 


(OCs | ECS ) (1Mb Req) [ MV] 


This is Sensible Software’s first misfire of 
the game, with the core team, concentrating 
on their other games, and bringing in a new 
team to make the sequel. Famous reviewer 
Stuart Campbell from Amiga Power was 
hired to do the level designs and John W. 
Lilley (Realms) was brought on to do the 
graphics. 


What we ended up with, was a weird time 
travel levels and weird purple alien world 
levels, that was counter to the premise and 
feel of the original game. It was also 
incredibly difficult, assuming you have 
become a master after beating the first game. 
I really am not a fan the game personally, 
but it’s certainly not terrible, being basically 
the first game with new (if bat-shit weird) 
levels to battle through. Still if you are up 
for a challenge and looking for more Cannon 
Fodder in your life, it is definitely worth a 


IN 6Y 
Ro 


bs f 


The game starts off pretty normal in 
Beirut. 


Then suddenly you are on an Alien 
spaceship and fighting aliens!? 


CANNON 
FODDER 


ONCE MORE UNTO THE BREACH 
Your battalion’s on the march, there 
are snipers around every corner and 
you've forgotten to pack your 
sandwiches. This is the grim reality of 
modern warfare. Now you can 
experience it for yourself, as the 
battle-hardened troopers we lovingly 
call Cannon Fodder, cock their rifles, 
prime their grenades and march off 
into battle once more. They won't all 
come back, but that means more 
sarnies for the rest of us, so chin-up. 


BV) tv) | ll 
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CANNON FODDER 2 
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‘a well crafted fun piece 
of software that'll have 
you tearing out hair in 
chunks when all goes 


wrong and whooping for 


joy when it goes right.’ 
- CU Amiga 


a 


The game has some well designed 
levels by Stuart Campbell. 


MORTAL 
KOMBAE 


™ HOME 275:4 


The game is set on alien terrain, 
pulling you from the poignancy 
of the original game. 


— 
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It’s a shame as the earthbound 
levels are the most enjoyable in 
the game. 


< The riding 
of vehicles 
makes a 
welcome 
return. 


WHAT THEY THOUGHT 


‘The gameplay remains the same, as do the weapons and, sure, there 
was nothing wrong with them first time, but it would have been nice to 
have a more comprehensive arsenal. In the main, the changes are in 
level design and concept. Speedway Star in one of the medieval phases 
sees you hurtling around a track in a cart, barging folk while trying to 
avoid the attentions of enemy carts Faraway, But Too Close lands you 
on a tiny island, surrounded by aliens and you literally have seconds 
to blow them away before you're engulfed 


Of course, over 100,000 of you have already bought the original Cannon 
Fodder and fully intend to purchase its successor no matter what And, 
chances are, you won't be disappointed Even if you consider the 
universal soldier idea a tad gimmicky, there is still a pile of missions 
to tackle and the good/bad news is that the sequel is more difficult than 
the bloody-tough original. 


The expected Sensible Software attention to detail is apparent, as are 
the neat touches which separate them from the majority of other games 
writers. Once again, war has never been so much fun.’ 


90% - Amiga Format - Issue 66 - Dec 1994 - Stephen Bradley 


‘So. Why s the final score less than the original's 94%, then, The reasons 
are twofold You start off in Beirut, head off to battle medieval knights, 
then take on gangsters in Chicago and finally board an alien spaceship 
and trash their home world. There's little explanation in the manual as 
to why you're doing this and absolutely none in the game. As a result, 
the game doesn't hang together. Sensible are being clever at the expense 
of being atmospheric. 


Flying from a jungle to the arctic is one thing, but from the Dark Ages 
to an alien spaceship is something else entirely. Yeah, right, you may 
be thinking, but it's true. For me, Cannon Fodder means offing hordes 
of blokes in sordid war-zones. It's kind of the computer equivalent of 
a John Woo movie. or of ‘being big Arnie in Commando. 


Placing the guys in Chicago seems odd. but having them on an alien 
planet's just downright wrong (At least the earth-based levels have both 


feet on the ground. if you see what I mean. I hate the entire look of the 


alien planet, despite some of the levels being very well-designed. From 
the disgusting purple pools to the silly flowers, it goes against the entire 
Cannon Fodder concept of being an arcade war-game.) 


More universally, there's the value rating of the game. I harped on 
about this at the beginning, but the fact is that if you bought Cannon 
Fodder then you've already paid once for all the time and effort that 
went into designing and perfecting the game engine Now you're expected 
to do the same again CF2 is not a new game, it's a new collection of 
levels And in video games. if you're standing still then you're moving 
backwards. 


So there we have it CF2 has lost the coherent feel of the original (a 
minus) but it is harder and has more challenging levels (a plus) Its got 
some garish alien worlds (a big minus) and is overpriced (a minus) but 
at the same time has all the amazing control and playability of the 
second-best Amiga game in the world (a big plus) Add all of those 
together and you end up with something that's not quite as worthwhile 
as the original But something still brilliant 


90% - Amiga Power - Issue 44 - Dec 1994 - Cam Winstanley 


‘Cannon Fodder 2 has no really new features In fact, on the face of 


it, its the same game tarted up with new graphics, an extra 24 
missions for the faithful. In terms of playability it tends to put you 
in at the deep end right from the beginning. The original had a 
gradual build up of awkwardness and difficulty which means that 
newcomers could quickly get used to it. 


This one gets tricky very quickly with the arrival of ‘friendly fire’ 
and vehicles. and it really can get frustrating trying to figure out 
the least punishing route through the fields of fire Also. grenades 
and bazooka rockets seem to be in much shorter supply and easier 
to destroy too soon. When you think of it though, what else could 
Sensible Software have done? To try to introduce too many new 
features would probably have ruined the essential simplicity and 
ultra playability of the game idea. 


Yes this is really an update with more variety. Yes it is more difficult 
than the first. Yes the idea of time travel in a spaceship detracts a 
little from the original military mayhem theme, but is it still worth 
buying? In short, yes again Cannon Fodder 2 is a well crafted fun 
piece of software that'll have you tearing out hair in chunks when 
all goes wrong and whooping for joy when it goes right.’ 


88% - CU Amiga - Jan 1995 - Alan Dykes 


‘There's no arguing that the Cannon Fodder concept is a brilliant 
one, but as far as reviewing it as a sequel goes, I must say that I'm 
t a bit disappointed. Other than new title music, things are instantly 
‘ever so familiar’, with the same tunes, graphics, menus, briefings, 
sound effects etc all used throughout. 


This leaves the player feeling as if he's simply bought a data disk 
(for £35), which I guess is okay if you live and die under the banner 
of 'Why fix what isn't broken?'. But if you ask me, it's just as likely 
to be laziness on the part of the programmers — how long would it 
have taken them to make things seem different, even if they're exactly 
the same underneath? 


Of course, to look at this as a data disk is okay, because with 
something in the region of 70 levels, some of which are quite huge, 
you're certainly going to be playing for a fair while — just as long 
as you don't mind more of the same. Apart from this apparent lack 


of 'sequel-ness' my major criticism is the difficulty level. Both myself 


and Andy (not exactly crap games players) found some of the levels 


quite simply horrendous, and though I'm sure there'll be dozens of 


people writing in saying 'Oh it was really easy. I completed it in a 
day, you plonkers', I'm also quite sure that there'll be many, many 
more that don't. This is a real shame, as it takes CF2 close to being 
intensely frustrating at times. The time travelling and alien- 
encountering ideas are very nice and all that, but they only affect 
the graphics, not the gameplay. 


To conclude, if you haven't got Cannon Fodder yet, buy it first. If 


you've got CFI, love it, and want seconds, only harder, look no 
further — but, if like myself you've played Cannon Fodder to death 
and would've liked to have seen the game developed in some way, I 
think you'll be just a bit disappointed with CF2. Still, it's excellent 
fun, and if it hadn't been so lacking in the sequel dept. It could easily 
have scored so much more... 


85% - The One Amiga - Issue 75 - Dec 1994 - Matt Broughton 
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When the game levels don’t go 
too crazy, I quite enjoy the 
game. 


The game takes you to different 
periods of history. This is 
1930s Chicago for some reason. 


a... 


If only the game made cohesive 
sense why you are going to all 
these places. 


The damn purple alien worlds, 
are the worst levels in the 
games. 
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MISSION 19 


The intro screen for the horrid 
purple and green alien world. 


Controlling tanks is a lot of 
fun in the game. 


The alien levels are just so 
garish and ugly. I have no idea 
what the development team were 
thinking. 


I mean who thought purple and 
green, there is a nice 
combination to visually enjoy! !? 


THE END 


(IN A VERY REAL SENSE) 


‘You're still in charge of a merry band of mouse controlled volunteers 
who shoot bullets, rockets and grenades Into just about anything that 
moves in an orgy of destruction. The in-game mission music is the same, 
the control method's the same, and the graphics identical. The only 
things that have been changed are the mission maps. 


This of course is the games saving grace, because lets face it, if the 
mission maps were the same, there'd be no point in buying the game 
now would there. The pointless plot has your merry band kidnapped 
by the aliens and dropped back at different points in history, hence why 
your various foes are throwbacks to bye-gone times. (Ever seen a Knight 
in shining rocket launcher?) In truth, you do feel that this is more like 
a data disk, although the 35 quid might Just bring you back to reality. 


I blame those people at Sensible (There'. I said the name again, to hell 
with them) who have probably been so busy creating Magic Carpet((sic) 
or Theme Park.(sic) or Sens' Golf, that they had no time to sit down 
and work out some different things for CF 2 Instead, we've got 70 more 
levels to conquer. and boy are some of them tough. So tough in fact 
that they are almost impossible, but I don't doubt that there are many 
people out there who will still manage to finish It. 


Early on there is a mission with only enough grenades to blow up all 
the buildings The problem is that the grenades are sited close to where 
the enemy are, and so you have to decide to either shoot everyone and 
risk blowing up your precious grenades. or creep around and risk getting 
picked off one by one. 


This fiendish gameplay is what made Cannon Fodder such a brilliant 
game the first time around. If you didn't get to buy a copy. this is a 
must for you. But beware those of you who have already been Foddered 
so to speak, as this is a mighty expensive data disk.’ 


75% - AUI - Vol 9 No 3 - March 1995 


‘to make this sequel a classic The biggest problem of all is the difficulty 
level. It's set way too high. Now maybe it's just me, but I like a game 
to get progressively harder rather than get-ting virtually impossible 
after just four missions, which is exactly what happens in Cannon 
Fodder 2. 


Gamers out there might be doubting my gaming talents at this moment 
in time, but everyone who has had the pleasure of playing Sensible's 
shoot-'em-up sequel in the Amiga Computing office has suffered exactly 
the same problem. The game will last you a hell of a long time, but I'm 
sure you'll be thrashing your mouse to bits before you even get to 
mission five, and you have to consider that there are 24 missions in 
all. 


Another slight problem is that you have to guess what is going on in 
the game because there is no plot explanation while you play along 
One minute you're in Beirut, then you're in space and then you're back 
to Earth, but back in Medieval times. Its all very confusing! 


There will a lot of Cannon Fodder fans who will no doubt buy the 
sequel no matter what I say, but for the rest of us gamers I would be 
very wary of Sensible's latest effort. It’s not so much a sequel, but more 
of a director's cut. It's good, but it's nowhere near as good as every 
one else is saying. 


71% - Amiga Computing - issue 82 - Jan 1995 - Jonathan Maddock 


[Other Reviews: AD: 90%, AG: 85%, ACP: 80%, J: 73% 
R: CU: 88%, AF: 82%] 


ADDITIONAL CANNON FODDER DISKS... 
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PLUS! 


Rather coolly, Sensible Software gave an 
' interactive developer diary, with four 


i VERSIONS OF ON 


' work in development levels showing the 
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development of the game. It also 
included a Sensible Software quiz. 


jast off with Uridium 2, 
=| Beate rican 3, Blastar 
and D-Hero: 
reviews inside! 
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Mixing in Cannon Fodder on a Sensible 
Soccer, a lot of fun, doing a mash-up of 


Cannon Fod: 
Christmas con 
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even more alien purple planet carnage. 
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Containing 4 Cannon Fodder 2 levels to 
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ESTABLISHED 16 YEARS: 

We have a proven track record in professional 
computer sales. 

PART OF A £50M A YEAR COMPANY: 
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Silica. With our unrivalled experience and expertise, 
we will provide all the extra help, advice and new 


TECHNICAL SUPPORT HELPLINE: 
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(ed Roel, Westgate Street 


0482 25151 
0473 221313 


With special offers and product news. 


LONDON Silica 


~ 52 Tottenham Court Road 071-580 4000 


PAYMENT: LONDON 


(3rd Floor 334 Oxford St 


077-580 3000 


Oebenhams - 
LUTON 


We accept most major credit cards, cash, cheque or Debenhams - 


Monthly terms (APR 23.8% - wntten quotes on request). MANCHESTER Debenhams - 


(ist oer), Arndale Centre 
(3rd Fleot). Market Street 


“0582 21201 
061-832 8666 


VOLUME DISCOUNTS AVAILABLE: 


Business, Education and Government PLYMOUTH Debenharns - 


(3rd Foor), Royal Parade 


0752 266666 


Tel: 081-308 0888. ROMFORD Oebenhams - 


(3rd Floor), Market Place 


0708 766066 


MAIL ORDER: SHEFFIELD 


0742 768611 


SHEFFIELD Debenhams - 


FREE DELIVERY on orders over £40,vat. 


I WE WN ORDIE “coscsecetstetsexescssascycstaacigsenoaps coin naman ieee ela 


Small administration charge (£2.50 + vat) SIDCUP Silica 


on orders under £40.var. 


~ Silica House, Hatherley Rd 081-302 6811 


SOUTHAMPTON Debenhams -(stFos’, Queensway _— 0703 223888 


STORES NATIONWIDE: 
21 stores including 18 in branches of Debenhams. 


SOUTHEND 
THURROCK 


Keddies - 


(2nd Flor). High Street 


1 Which computer(s), if any, do you own? 


0702 462426 | ; 
Debenhams - (1st Fool, Lakeside Centre 0708 860066 | ) 


ESOE - Acvertited prices and specications may change - Please eetumn te coupon for the latest information 
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acsstscasessr, POSUCOORS  sssatssimneianaaneNivmasaiieieas@ 
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PHEW WE MADE IT... 


Wow, well there you go - The RGDS Top 50 Amiga Games, as 
decided and fought over by the hosts Drisky, Kingy and 
RetroRic. The thing is of course with top lists, is it’s never 
definitive. I guarantee there will be several games you dear 
reader, will be swearing at us for not including, or putting things 
too low or high in the list. Hell, as you have seen in our bitching 
in the personal view sections, how our own lists for each of 
the hosts were vastly different. 


But then that’s not the point of doing top lists in my view. The 
purpose is to call out some of the best games, to maybe 
encourage new people to the Amiga to try and play them, or 
veterans of the Amiga, to read through some of the fondest 
regarded games. And for that purpose I think our list (combined 
with all the surrounding sequels) has done a commendable job, 
at highlighting most of the best. 


But with a system like the Amiga, there are simply so many 
games, and hidden gems worthy of your time, that I wanted to 
still include somehow, also I wanted to catalogue some of other 
people in other top lists and contemporary views of the retro 
community with their suggestions, to act as a further guide, if 
you wish to dig in the Amiga’s amazing library. 


By the way if the best games per genre section, doesn’t tie up 
to the order of the main book, that is because the lists are in 
the opinion of me the Drisk only, and not the combined opinions 
of the other hosts. 


So stick around in the final section of the book as we take you 
some these lists and my very own best Amiga games by genre 
lists. Enjoy. 
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What Others 
Suggest 


So you have heard what we at RGDS Podcast have thought are the best Amiga video 


games are, but in the following section I wanted to reach out to people we respect in 


the Retro Amiga community, to ask their recommendations. 


We ended up getting some huge names, behind some of the best YouTubers, Podcasts 


and Retro Book publications and our own RGDS listeners to give you their 


recommendations and personal lists. 


Kim Justice 


She has produced some of the best, well 
researched retro video content out there on 
the interweb. So we were delighted and 
honoured when she took the time to give her 
recommendations of some lesser known 


Amiga games to try... 


2. Football Glory (1994) 
- Black Legend - Croteam [ M | V ] 


Croteam's Sensi...um, inspired game did 
get some rather silly scores (95%, CU 
Amiga!?), but it's still a lot of fun -- the 
addition of all the different moves works 
out pretty well, and even though the 
game’s not quite as smart, it's not 
uncommon to get over 20 goals between 
two teams in a match, and that's obviously 
a lot of fun. 


3. Sensible Soccer 
Meets Bulldog Blighty (1992) 
- Amiga Power - Sensible Software 


Sensi, but it's a first goal wins demo 
featuring players from Cannon Fodder, 
where the football has been replaced by 
a grenade that's prone to blowing up and 
taking out teammates. Enough said. 


5. Floor 13 (1992) 
- Virgin Games- P.S.I.[ V | 


You're a boring civil servant at the 


head of a seemingly boring 
department, only your job entails 
keeping the government ahead in the 
polls by analysing situations, 
smearing opponents, infiltration, 
intimidation and even interrogation. 
A steady and discreet hand is 
required -- too many assaults and 
killings will likely lead to you 
taking a trip out of the titular floor's 
window. There's not a lot of games 
like this one. 


Sam Dyer 


Owner of Bitmap Books, 
the premium physical retro 
book publisher out there. 


He has kindly given his 
personal choices... 


The Secret of Monkey Island My first point and click 
adventure, and in my humble opinion, the best graphic 
adventure ever made. 


Monkey Island 2 Apart from the endless disk swapping, I 
adored this sequel. Just not quite as much as the first one. 


Jimmy Whites Whirlwind Snooker It was slow, but who 
cared. It was snooker so it got away with it. Amazing 3D 
programming and ball physics. 


Cannon Fodder A very nostalgic game for me, as I 
associate it with Christmas. So much fun, with a great 
soundtrack and a nice mixture of shooting and tactical play. 


SWOS Sensible Soccer was unbelievably, but SWOS turned 
it all up to 11. Sensi, with a manager mode ... yes please! 
Premier Manager 2 Oh the memories. Spending around 20 
seasons and managing to get into the Premier League from 
the Conference. Such an addictive managerial game. 


Ultimate Soccer Manager This was like Premier Manager, 
but with added personality. You could access Teletext to 
check the scores, place bets and offer bungs. Great fun. 


Megaball An awesome public domain Arkanoid clone. It’s 
not just a rip-off though, it adds tons of interesting power 
ups and level designs. 


The Chaos Engine This is maybe more for the soundtrack 
and steampunk graphic style. The game is decent, but not 
my favourite. 


Settlers I never really knew what I was doing, but I spent 
ages playing around with this game. I loved the art style 
and the idea of creating and running a kingdom. 


Goal! I was a firmly on team Sensi, but Goal! Was great 
fast and great fun, if a little hard to control. 


Lemmings Hours of puzzling fun. This is the game that 


made me want an Amiga. 


Beneath a Steel Sky It didn’t have the humour of Monkey 
Island, but BASS looked and played great. The Amiga 
really was a powerhouse of adventure games. 


Rainbow Islands What an amazing arcade conversion. All 
those extra colours really made it pop. As a kid it felt 
arcade perfect. 


Flashback I always found Flashback really hard, but was 
totally blown away as a kid by the graphics and cinematic 


intro sequence. 


Walker Loved Walker! Such a great idea and awesome 


gameplay that combines the mouse and keyboard. Who doesn’t 


love blowing everything up on the screen! 


Worms My Dad and I used to play this to death. It’ll always 
be special to me for that reason alone. 


Simon The Sorcerer The closet thing to Monkey Island that 


wasn’t Monkey Island. Another cracking adventure game. 


Lotus 2 The soundtrack, the programming, the gameplay are 


all outstanding. The sense of speed is truly something to 


behold. 


Super Skidmarks Had lots of fun with this. Once you master 


the controls, it’s a real blast. 


The Gebs 24 


Gebs YouTube coverage and her website 
http://www.juicygamereviews.com/ are truly 


Alien Breed 
Zool 
Pinball Dreams 


Lemmings 

Shadow of the Beast 
Chuck Rock 

The Addams Family 
Jimmy Whites Snooker 
Lotus Turbo Challenge 
James Pond 

Theme Park 
Flashback 


* content. 


, excellent, covering all retro gaming, but also 
holding the torch with lots of lovely Amiga 


Dreamweb 

Risky Woods 
Fighting Spirit 
Xtreme Racing 
Deliverance 

Tin Toy Adventure 
Brian the Lion 
Stormlord 

Fire and Ice 
Battle Squadron 


Paul Monaghan 


One of the writers on Amiga Addict 
"magazine, (which a fantastic read if you get 
a chance). He is also the host of Maximum 


Power-up Podcast that interviews people 


who worked at many gaming magazines. 


01. Speedball 2 

02. Championship Manager 
‘94 End of Season Edition 
03. Dungeon Master 

04. UFO: Enemy Unknown 
05. Cannon Fodder 

06. Harlequin 


07. Lotus Turbo Challenge 2 

08. Secret of Monkey Island 

09. James Pond 2: 
Codename RoboCod 

10. Turrican IT: 

The Final Fight 
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Ay 
Ravi Abbot (The Retro Hour Podcast) 


01. Sid Meier's Colonization (1995) | This game was the most addictive Amiga game that I tried. The interface was unique, 
- Micro-Prose - In-House [ M | V ] with heavy use of the workbench windows it has a unique interface and feel. Each game 
would last a long time if you chose a huge world. The aspect of randomness and the 


OTONTAN oat generation of a new world every time made it even more interesting. With trading 


Create A'New 


between the new world, building up unit skills and turning them into specialised units 
you could develop your brave new world into something special. 


02. Worms: The Director's Cut (1995) 
- Team17 - In-House [M | V ] Worms was a groundbreaking game for the Amiga, but what sets Worms DC apart from 
the rest is the customisation. Being able to import levels made in D-Paint led to a huge 
collection of user-created content. The cheats menu was a thing of glory, taking us back 
to the glory days of Total Wormage. Eventually, magazines got in on the game too and 
offered sample packs such as having your worms say phrases from South Park included 
ss e on your cover CD. 
ae 


ant Did 
AZTOICA 


03. Syndicate (1993) The whole concept of this game was mind-blowing for a Sci-Fi fan like me. Cyberpunk 
- Bullfrog - In-House [M | V ] fit all the genres I loved, and the idea of a living city on the Amiga was mind-blowing. 
The elements of freedom and stunning attention to detail made this game a true 
masterpiece for its time. It was a tough title, but you could learn and defeat it over time. 
Upgrading the cyborgs and researching weapons, and later on, having to control tax 
rates made it a compelling game even into the later levels. It became increasingly tougher 


as you progressed. 


04. Lemmings 2: The Tribes (1995) 

- Psygnosis - DMA Design [ M | V ] Lemmings was a true classic, but Lemmings 2 took it to a whole new level. The 
humour and the presentation were well thought out, with each tribe having its skills 
and attributes, which made it a much harder task to progress. What I loved about the 
design was the story mode did not let you just play as the tribe you loved but forced 
you to progress simply having to go through many levels until you unlocked future 
ones and other tribes. 


05. Syndicate (1993) 

- Bullfrog - In-House [ M | V ] The whole concept of this game was mind-blowing for a Sci-Fi fan like me. Cyberpunk 
fit all the genres I loved, and the idea of a living city on the Amiga was mind-blowing. 
The elements of freedom and stunning attention to detail made this game a true 
masterpiece for its time. It was a tough title, but you could learn and defeat it over time. 
Upgrading the cyborgs and researching weapons, and later on, having to control tax rates 
made it a compelling game even into the later levels. It became increasingly tougher as 


you progressed. 


06. UFO: Enemy Unknown (1994) 
- Microprose - Mythos Games [M|V]_ Never have I ever felt such a panic with such a slow game. The false sense of security 
sq you feel when progression is soon shattered as you realise your firepower. This 


es 


Weg ess 
Use as . 
Bhi up your squad became increasingly important, as did the choice of whether to engage 

or not. 


He is one of the hosts on The Retro Hour Podcast and long life Amiga devotee. What he doesn’t know about Amigas 
is probably not worthy. So it is a great honour that he has taken the time to give his top 20 Amiga game suggestions. 


07. James Pond This James Pond was one of the first Amiga titles I tried as a kid, and even though it 
Underwater Agent (1990) was a simple game, it had a console feel to me and made me take the Amiga seriously 
- Millennium - Vectordean [M|VJ]_ as a system. Not for its humour, but for its speed and control. As a platformer, the 
content of low gravity made it a fast, fun, and cute experience. I loved the key collection 
and water effects as a kid. . 


SwOtewATIN AGENT — | 


08. Gloom Deluxe (1996) This was a title I initially winced at Gloom, I thought to myself, man, this sounds like 
- Guildhall - Black Magic [ M | V ] it could be the worst Amiga Doom copy. Playing it, however, was a really solid game. 
I had played games like Trapped 2 and other Amiga FPS shooters that felt soulless and 
empty. Gloom did not have the technical abilities and impress you as much, but boy 
was it playable. The bosses were intense, the fights were amazing, and with a fairly 
high-powered system, you could do fantastic co-op play. This became a university 
favourite with my non-Amiga friends. 


09. Sensible World Of Soccer (1994) _SWOS was the peak of football games in my eyes. Nothing has matched it to this day. 
- Renegade The leagues, the management, and of course, the playability. Initially hard to pick up 
- Sensible Soccer [ M | V ] but fast once you got used to curving that ball and having it at your feet, nothing can 
compare. Soon you will be playing it without even focusing, and it becomes a natural 
habit. That is why I think it is such a popular title to this day. It's like riding a bike or 
learning to drive. Once you do it, you never forget. 


10. Deluxe Pac Man (1992) - Public Amiga had some great arcade titles, and also in the PD scene, a lot of games were 
Domain - Edgar Vigdal [ V ] looking back on those classic titles at a time when it was massively out of trend. Arkanoid 
was always one that had many versions and was tried to redo a million times. Pacman, 


SUPER 
S tauibron however, not so much. I was always a fan of stuff like Fast Food Dizzy and the more 
DELUXE PAC MAN 


~ arcade titles, but when I played Deluxe Pacman, there was something that set it apart 


for me. It's hard to pin down, but the size of the sprites and the accuracy of controls 
made it work so well. 


11. Genetic Species (1998) I was always trying to show off with Amiga FPS and hoped that I could keep up with 
- Vulcan - Marble Eyes [ M | V ] my PC friends. Of course, I was delusional as nothing came close. Then later in the 

, Amiga’s life, a flurry of technically impressive titles came from a new group of Polish 
developers. Genetic Species was one, and boy did it impress. On an 030/040, it ran 
smoothly. 


12. Super League Manager (1995) Football manager games were great back in the day. Super League was my favourite for 

- Audiogenic - Anglosoft Visual Systems a few reasons. I loved the simplicity of the design and the way it made you feel like a 

[M|V] real manager, receiving phone calls and making tough decisions. Transfers were a huge 

seam PEA MS part of the game and getting the right price and team felt like a challenge and a win 

MANAGER = when you did. I also enjoyed the aesthetic of the game, with none of the fancy modern 
’ = stuff, just the basics. You even had to spend half the game keeping your plant alive. 
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13. Wicked (1989) -Electric Dream 
Software - Binary Vision [ M | V ] 


I loved the colour scheme used in this game. The idea of fighting a progressing disease 
was a unique concept that reminded me of raster images popular on the Amiga. The 
gameplay was complex and challenging, even for a child, but I still felt like I was in a 
battle between good and evil, even if that meant spamming the screen. 


14. Payback (2000) 
- Apex Design - In-House [ M | V ] 


This title was an impressive feat in Amiga game development. Essentially a GTA clone 
with an impressive 3D environment and top-down perspective, I enjoyed the focus on 
elements such as a real radio with an original soundtrack and a variety of vehicles. While 
it could have been just a tech demo, the developer went all out with this game. It was 
a tricky game to run, but with the updated version, it controlled a lot better, fixing some 
of the bugs. With higher graphics modes on Warp3D, it truly became a playable game, 
even with its quirky flaws (a British game with left-hand driving set in America). Death 
match brought it to a whole new level. Out of all my entries, this is the most technically 
impressive. 


15 Marble Madness (1986) 
- Electric Arts - In-House [ M | V ]} 


This straight-up arcade port was great for the Amiga. The design and music would put 
me in a Zen-like state, and using the trackball made the game feel like it was originally 
made for the Amiga. I can imagine RJ Mical balancing on a Zen board, cross-legged, 
chasing "guru guru" as he completed a level. 


16. Cannon Fodder (1993) 
- Virgin Games - Sensible Software 
[M|V] 


CANNON |" 
FODDER |: 


Many would argue that this game should be higher on the list, but personally, I found 
it to be a cutesy arcade-style title and not the peak of squad games. The speed of things 
like the missiles really caught me off guard, and I never felt that I could master lobbing 
a grenade without taking out a few of my own guys. It was very impressive, no doubt, 
and I enjoyed it, but those bird sounds could be the most annoying things ever. 


17. Police Quest: In Pursuit Of The 
Death Angel (1987) - Sierra 
- In-House [M | V ] 


Pretty much a straight-up port of the DOS version, I still adored this title, and it 
really got me into the whole Sierra world. Having a pirated copy, I had no clue what 
I was doing, and police procedure made it a tough challenge, especially the driving 
on the game, which was insanely difficult to park in. I, however, had a neighbour 
friend who had the DOS version. We made it our challenge to get as far as possible 
on Police Quest, and we completed it together, giving each other tips after school. 
With this type of game, two minds are better than one! 


18. Damage: The Sadistic 
Butchering Of Humanity (1996) 
- Suomi-Peli - In-House [ M | V ] 


oo" 


A game deliberately designed to be brutal and as sick as possible. The Amiga always 
felt like an edgy system, and this game definitely held that claim. A relatively unknown 
game, the point is to butcher people Postal-style from grannies to dogs. Free roaming 
in the city and collecting cash, it's the ultimate '90s dark trench coat game. It may put 
some people off, but for me, the graphics were very impressive, and the amount of 
sprites was impressive. It was very much like Broforce or Alien Fishfinger. 


19. Sim City (1989) - Infogrames 
- Maxis [M|V] 


A classic title, while I was completely obsessed with Sim City 2000 on the PC, I 
always found the Amiga version hard to run and laggy, even with the patches applied. 
I reverted back to Sim City for the Amiga, and though basic, it offered all the 
elements without the fancy effects. Actually going back to the original helped the 
game feel a lot more management-like and sensible. Now, I know running 
Sim City 2000 emulated on a Mac on an Amiga is quite the experience. I still like 
zoning and doing the basics in Sim City; it seems to have stuck with me. 


20. WBsteroids v1.5 (1998) 


- Suomi-Peli - In-House [ V | D | 


A really solid port of Asteroids that rarely, ran in an Amiga Workbench window. It felt 


accurate, great at scaling, and just plain fun, especially when you would get the announcer 


like something you would get in Windows 95 or a packaged game. It was incredibly 


sample shouting "Asteroiiiids" at you every time you reloaded the game. 
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Steve Erickson 


One of the hosts on Retro Asylum, and 
works for Sony in the old Psygnosis offices. 
Another long-time lover of the Amiga. Here 


are his personal top 10 favourites. 


01. 
02. 
03. 
04. 
05. 


Stunt Car Racer 
The Chaos Engine 
Another World 
IK+ 

Banshee 


06. Lotus Turbo Challenge 2 
07. Pinball Fantasies 

08. Speedball 2: Brutal Deluxe 
09. It Came From The Desert 
10. Batman: The Movie. 


Almac 


01. 
02. 
03. 
04. 
05. 
06. 
07. 


Speedball 
Xenon 2 


Vroom 

Super Cars 2 

Rick Dangerous 

Sensible Soccer 
Midwinter 

08. Cannon Fodder 

09. Lotus Turbo Challenge 2 
10. Prince of Persia 


Snarkade 


choices. 


01. 
02. 
03. 
04. 
05. 
06. 


The Chaos Engine 
Battle Squadron 
Shadow of the Beast 
Cannon Fodder 
Rick Dangerous 
Silk Worm 

07. First Samurai 

08. Speedball II: 
Brutal Deluxe 

09. Rainbow Islands 
10. Lemmings 


Long-time listener of the RGDS Podcast, he 
gives his own top 20 Amiga game choices. 


11. Dungeon Master 

12. Elite Frontier 

13. Stunt Car Racer 

14. Turrican II: The Final Fight 

15. Jimmy White's 'Whirlwind' 
Snooker 
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16. 
17. 
18. Populous 
19. Rod-Land 
20. IkK+ 


Defender of the Crown 
Virus 


Another long-time listener of the RGDS 
Podcast. Here are his own top 20 Amiga game 


11. Harlequin 

12. Wicked 

13. Fire & Ice 

14. Zool: Ninja Of 
The "Nth" Dimension 
15. Wizball 

16. Walker 

17. Hybris 

18. Desert Strike: 
Return To The Gulf 
19. Project-X 

20. Tennis Cup 
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Graham Turnbull AKA Turnbl 


He is a long-time listener of the show, and the 
wonderful person who has proofread these books. 
He has truly elevated the quality of these books for 
all and deserves all our thanks. 


Naturally there were a stack of games that failed to 
make our Top 50 and so Graham has kindly listed 
out 20 games that didn’t make our RGDS list, that 


really should have. 


20. Xenon 2: Megablast (1989) 
- Image Works - The Assembly Line 
for The Bitmap Brothers [ M | V ] 


17. Frontier: Elite II (1996) 
- Gametek - David Braben [ M | V |] 


14. Championship 
Manager 93/94 (1994) 
- Domark - Intelek [ M | V ] 


Tens Staf Leag Fixt Accs Info REC 
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Slow yet superb Bitmap Bros shmup 
with metallic sheen. Six years before 
PlayStations in UK nightclubs, this 
was the first 'cool' game bar none. Who 
used to sit there just listening to the 
sampled music on the title screen? 


Oh big beautiful box from Logic 
Stores Peterborough, my bank account 
wishes I had kept you. The genesis of 
modern open world space sims. 


The amount af data was astounding 
compared to contemporaries. CM 
Italia was equally excellent for that 
Channel 4 mid-90s fix. If you're 
struggling, just sign Joey Beauchamp. 


19. Balance of Power (1987) 
- Mindscape 


16. Rick Dangerous (1989) 
- Firebird - Core Design [ M | V ] 


As an 80s child this sublime cold war 
strategy sim fitted right in with the 
constant fear of a nuclear holocaust 
and drills hiding under wooden school 
desks (because wood is immune to 
nuclear blasts). 


As if this iconic platformer wasn't hard 


enough already, try the pressure of a 
friend staring at you, not the screen, 
then wailing WAAAAAAHHH in your 
left ear every time Rick dies wailing 
WAAAAAAHHHH on the monitor. 


13. Battle Chess (1988) 
- Electronic Arts - Interplay [ M | V ] 


4& 


The first 16-bit graphics to blow my 


mind in person. The Knight takes 
Knight animation callback to The Holy 
Grail is perfection. 


18. Ivan 'Ironman' Stewart's 
Super Off Road (1990) 
- Virgin Games - In-House [ M | V ] 


15. Indiana Jones And The 

Fate Of Atlantis: 

The Graphic Adventure (1992) 
- U.S. Gold - LucasArts [ M | V ] 


Just nudging Super Cars II out of this 
list is this great arcade port by 
Graftgold. Superb multiplayer fun (a 
third can join in using the keyboard). 
Bouncing Bajas everywhere! 


The technical summit of point and 
clicks on the Amiga. Sumptuous 
visuals, and just like a night out in 
Dundee you can choose to play the 
wits, fists or team path. 


12. Populous II: Trials 

Of The Olympian Gods (1991) 
- Electronic Arts 
- Bullfrog [M|V] 


a 


Improved further on the classic 
original God game. Erode coastlines. 
Create massive storms. Destroy 
communities. Kill people with floods 
and disease. To receive a re-release as 
UK Environment Simulator '24. 


11. Midwinter (1990) 
- Rainbird - Mike Singleton [M | V ] 


To move to the complexity of this 3D 
action strategy a few years after the 
8-bits was mindblowing. You need to 
save your snowy island from nasty 
General Masters using sniping, hang 
gliders, cable cars and more to retake 
your buildings. 


07. Biplane Duel (1989) 
- Public Domain 


The best games are formed from the 
simplest ideas. A static wraparound 
screen, two biplanes, take off, kill your 
Endless 
afternoons were spent looping the loop 


mate. Over and _ over. 


in that beautiful copper sky. I'll have to 
try out Drisky's recommendation of the 
1P Salmon-Pink Max version. 


04. Hunter (1991) 
- Activision - Paul Holmes [ M | V ] 


Ride the bike! No, drive the jeep! Hold 
on, drive the boat! Look there's a 
helicopter I can fly!! Hunter invented 
the Grand Theft Auto 3D gameplay 
loop a full 10 years before. As a piece 
of gaming history it still plays 
surprisingly well. 


10. Silkworm (1989) 
- Virgin Games 


One of the best shmups on the Amiga 
elevated further by a stunning 2 player 
mode where your mate supports your 
helicopter from a rocket launching 
jeep on the ground. Stunningly smooth 
scrolling...don't let that goose 
assemble!!! ARRGGHHHHH 


09. Indianapolis 500: 
The Simulation (1990) 
- Electronic Arts - Papyrus [ M | V ] 


INUIANAPULIS 


je 


Sometimes I'd play this 3D Indycar 
simulator properly. But mostly I'd start 
the race, drive half way backwards 
round the track, park up sideways and 
wait for the whole field to smash into 
me seeing how many cars I could take 
out in one go. 


06. Jimmy White's 

'Whirlwind' Snooker (1991) 
- Virgin Games - Archer MacLean 
[M|V] 


As a kid full size snooker tables were 
sacred objects you'd see when hanging 
out with your dad in smoky places you 
shouldn't really be. And suddenly with 
Jimmy White, I had one in my bedroom. 
It's even more fun than White/Higgins' 
substance fuelled Mosconi Cup pool 
win in '95. 


03. F/A-18 Interceptor (1988) 
- Electronic Arts 
- Intellisoft [M | V ] 


Alongside Falcon and F-19 Stealth 
Fighter, I've probably put in more hours 
than I need to become a real pilot. It 
was Interceptor though that nailed the 
arcadey fun of taking off from an 
aircraft carrier and flying under the 
Golden Gate Bridge - which bizarrely 
25% of UK males aged 45-54 are able 
to do for some reason. 


08. Zany Golf (1989) 
- Electronic Arts 
- Sandcastle [ M | V ] 


Certain mouse control schemes just fit 
like a glove, and the drag back mechanic 
in this crazy golf game is masterful, as 
is the kooky funfair soundtrack. Bounce 
that burger! 


05. The New Zealand Story (1989) 
- Ocean - Choice [ M | V ] 


My favourite ever platformer has to 
make it in here. The 8-way scrolling 
Taito coin-op port has Tiki the Kiwi 
running, swimming and flying through 
5 worlds, where teddy bear heads are 
the most popular transport, in order to 
save his girlfriend Phee-Phee. Don't 
forget to warp and you may even visit 
heaven along the way. 


02. Prince of Persia (1990) 
- Domark - Broderbund [ M | V ] 


The Amiga version is such a good port 
of this iconic platformer. The 
rotoscoped animation still impresses 
today, as does the immediate jeopardy 
of the hidden spikes and guillotine. The 


mirror puzzle remains a classic. 


01. Future Wars: 


Time Travellers (1989) 
- Palace - Delphine [ M | V ] 


I pored over The One's preview in 
October '89, 
background art in both modern and 


marvelling at the 


medievel settings afforded by the time 
travel plot. The exceptional synth 
soundtrack just adds to the atmosphere. 
A stunning game that had never had a 
re-release on newer platforms until the 
recent Evercade Delphine cart. Please 
give it some love. 
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Mads’ Dare _ Kristensen 
(Retro Asylum Podcast) 


From Denmark. He is one of 
the hosts on the Retro 
Asylum podcast and long- 
time Amiga lover. Below are 
his personal favourite Amiga 
games for people to try. I 
assume he just accidentally 
missed off Lost Vikings as 
surely that is everyone from 
Denmark’s favourite Amiga 
game :-) 


Rainbow Islands: The game that made me want an Amiga. Back when I was still rocking my trusty old C64, I bought a copy of The 
One Amiga Magazine, and immediately fell in love with the look of Rainbow Islands. This is what made me work hard to save up the 
money for my first, used Amiga 500. I was not disappointed, as Andrew Braybrook's port of Rainbow Islands is a masterpiece on the 
platform that I still play to this day. 


Mega-Lo-Mania: Sensible Software's real time strategy game that boasted a full technology tree even before Civilization was released. 
I absolutely loved this game and spent far too much time trying to master all of the different levels and epochs. The save system based 
on a simple password meant that I could slowly plug away at this game for a long time. Playing it today it still retains that unique 
charm, and I often return to it. 


Cannon Fodder: Staying with Sensible Software, Cannon Fodder is one of my all time favourite games on any platform. You control 
your little squad of soldiers trying to complete missions such as "kill all enemy", "destroy enemy buildings" etc. This game was the 
perfect blend of action and strategy, as you tried to plan the best way through a level while frantically trying to shoot and bomb the 


living daylights out of the enemy. 


Monkey Island: Everyone knows Guybrush Threepwood and his arch nemesis LeChuck from the wonderful LucasArts adventure 
games. While I today know that these games (especially the second one) are so much better on PC, the Amiga was where I fell in love 
with Ron Gilbert's unique humour and the pirate stories of the Monkey Island series. 


Loom: Another LucasArts adventure and another game I absolutely adored on my Amiga 500. In this particular adventure they do 
away with the whole verb based interface in favour of a "musical interface" - if you want the sales pitch just ask Cobb in the Scumm 
bar in Monkey Island. The brilliant fantasy setting, the music taken from Tchaikovsky's Swan Lake (swans play an important role in 
Loom as well), along with the unique musical interface that sees you do magic using your distaff to solve puzzles fascinated me and 
I still love Loom to this day. 


Civilization: Sid Meier's masterpiece of a strategy game was probably what I spent most hours on playing on my A500. My mate and 
I would take turns controlling our little civilisation, playing games that would take entire days to finish, while we battled for world 
domination. 


Lemmings: DMA Design's fantastic puzzle game that tasks you with leading a bunch of suicidal rodents through increasingly 
difficulty and deadly levels using only your mouse and 8 simple commands. This game was so addictive, so much fun, and so 
incredibly unique at the time. Lemmings spawned multiple sequels, but this original will always be the best. 


Wings: Cinemaware's Wings, that put you in the place of a World War I pilot going on bombing runs, strafing runs, and into dogfights 
against other biplanes. As with other Cinemaware titles, the presentation was top notch and the storytelling was in the foreground 
here, but the mini games of controlling the plane were also really well made, and especially the dogfights awed me back in the day. 


Another World: Like so many others I was enthralled by Eric Chahi's Another World (Out of this World for our American friends). 
The Sci-Fi setting was intriguing, the rotoscoping used for the sprite work looked so life like - like a next generation Prince of Persia 
in space. From you turned the game on and the iconic intro sequence started you were captivated by a very cinematic experience, that 
was also a brutal test of both memory and reflexes. Never too hard to beat, but also far from trivial. A wonderful game. 


Battle Squadron: To my mind the best shoot 'em up on the Amiga. Danish developed, Battle Squadron was just what an arcade shooter 
should be - great music, huge upgradeable weapons, lots of enemies and bullets on screen - and available to play in two play mode 
with a friend as you tried to destroy the Barrax Empire. 


Best Of 
A Genre 


Welcome to the final section of the book, where in 
small box-out reviews I have listed what I consider 
personally the best Amiga games in each genre. The 
more astute among you will notice this differs 
compared to the main top 50, as that was a combined 
list, but this is purely according to me The Drisk. 


I used to love the back of Amiga Power Magazine 
where they used to do similar short summary of all 
the games called the Bottom Line and so wanted to 
recreate my own take of this in the book. 


Now I am sure given the vast library on the Amiga 
and the multitude of different games we have all 
experienced, there will be some of you decrying me 
not including X or Y, or a position I have given 
your favourite game. 


So please understand, this is a personal list as 
opposed to me saying that this is the definitive best 
game list. Its purpose instead is help give many 
other suggestion left out from our top 50, and give 
you the dear reader a useful list of other games to 
experience. 


The genres are shown as red headers and are in 
alphabetical order, with the top grouping at different 
numbers depending on the size of that genre. 


Hopefully this section will give you many 
additional discoveries on experiencing the Amiga’s 
vast and wonderful library, or enjoy the sparks of 
nostalgia as your synapses fire up with fond 
memories of many of these games. 


So sit back get a nice cup of cocoa as we take you 
through the rather special and unique Amiga game 
library. 


Action 
Adventure 
Top 
Games 


#01 - It Came 


From The Desert 


1989 - Mirrorsoft 
- Cinemaware[ M | V ] 


Set in the 50s in a 
a small desert town 
called Lizard 
Breath. You play 
Dr. Greg Bradley a 
geologist who is is 
= investigating the 
meteor strike and 
discovers giant ants, along with a 
cast of David Lynch style 
inhabitants of the town. Full of 
mini games, wonderful music 
and gorgeous graphics, the game 
does such a great job of enticing 
you through the game’s story. 
We put this at number 50 of our 
top 50 Amiga games, so please 
read section 50 of the first book 
to know more on this game and 
its sequel Ant Heads. 


#02 - Wings 
1990 - Mirrorsoft 
- Cinemaware[ M | V ] 


©© You follow the 
story of a pilot in 
World War I and 
carry out a variety 
of mini games 
shown in different 
| perspectives. The 
visuals are 
sumptuous as are the music, 
which combined with little 
touches like reading the fighter’s 
journal, really draws you in to 
the experience and feeling for the 
pilot with getting through the 
war. 


We put this at number 34 on our 
list, so to know more then please 
read that section of book 1. 


#03 - The 
Lost Patrol 


1990 - Ocean 
- Shadow Development [ M | V ] 


Set in the Vietnam 
war, you and your 
squad crash in a 
helicopter in the 
middle of the 
jungle and so as 
squadron leader, 
you must help take 
them across the hostile jungle to 
the nearest US military base. 
With haunting music and 
atmospheric cut scenes and black 
& white real video clips, the 
game draws you in to the 
experience like no other, despite 
that you are mostly looking at a 
map. A real unique and special 
game. 


#04 - Captain 
Blood 


1988 - Exos (Infogrames) 
- ERE (Infogrames) 
(MIV] 


With music by the 
French maestro 
Oy Jean-Michel Jarre, 
this is a wonderfully 
weird French 
spacefaring 
adventure. You play 
as Bob Morlock a 
game designer who is dragged 
into the game he created. Here 
you must within 800 years travel 
the game’s Galaxy and kill 25 of 
your clones. There are so many 
cool things in the game, from 
sending probes to planets and 
innovatively using icons to chat 
to aliens for clues to clone 
locations. Or simply go like a 
loony and Death Star destruct all 
the planets, the choice is yours. 


#05 - Life & 
Death 


1991 - Mindscape 
- The Software Toolworks. 
[M|¥] 


In the game you get 
be a trainee surgeon 
doctor who must 
diagnose and 
operate on a variety 
of patients. Unique 
gameplay and well 
presented really draws you into 
the action. Plus the came with 
actual surgical gloves and a 
mask, to get you in the spirit of 
the game. 


#06 - Midwinter 


1989 - Rainbird 
- Maelstrom [ M | V ] 


Mike Singleton (The 
Lords of Midnight) 
continued to astound 
with the open world 

ame Midwinter. Set 
in a post-apocalyptic 
world after a meteor 
strike has turned the Earth into 
permanent winter. 


You are the Free Villages Police 
Force, looking to protect your 
villages and peaceful 
communities from marauders and 
pirates, looking to take over the 
world. Part strategy, part 3D 
world action, the game is 
breathtaking in its scope and 
execution. Incidentally there is 
the sequel also on the Amiga 
which is also a wonderful game. 


#07 - Rocket 
Ranger 


1988 - Mirrorsoft 
- Cinemaware [M| V ] 


Set in the 1940s 

against Nazi 

Germany and a lunar 

base where they 

have found 

~ Lunarium that has 

let them take over 
the world. The defeated allies of 
the future using time travel, have 
sent a jet-pack and some 
decoding equipment and have 
given you the impossible task to 
defeat the Nazis before they take 
over the world. Full of of action 
mini games it’s a huge amount of 
fun, and it's a great setting and 
premise. 


#08 - 
Mercenary III: 
The Dion Crisis 


1992 - Novagen - Paul Woakes 
[MI¥] 


All three of the 
Mercenary games 
are classics, but it 
is perhaps the 
third not 

} constrained by the 
8-Bit machines, 
where the extra 
power was used to 
make a wonderful sandbox game 
with detailed planets to explore. 
It still impresses me to this day. 


#09 - Hunter 


1991 - Activision - Paul Holmes 
[M|¥] 


TTTTT Before open 
sandbox was a 
gaming term, Paul 
Holmes was 
making such 
games. Set in full 
3D, you play a 
single soldier who 

must defeat the 
enemy. The ability to go in any 
vehicle from helicopter to bicycle 
was breathtaking in it scope, and 
still impresses to this day. 


#10 - Weird 


Dreams 


1989 - Rainbird 
- Best Ever Games Co. [M | V ] 


admittedly isn’t 
very good , with 
iff unforgiving 
controls. But it has 
such imagination 
in the fever dream, 
that it compels 
you to overcome the poor 
controls and battle through it. A 
unique and interesting game. 


Action 
Platform 
dventure 
Top 
Games 


#01 - Fantasy 
World Dizzy 


1991 - Codemasters 
- Optimus [M| ¥ ] 


have the Oliver 
Twins at their 
peak. Here they 
introduce Dizzy’s 
wider Yolkfolk 
family and improves the 
gameplay with multiple lives. It 
also has a classic Allister 
Brimble tune, a gorgeous game. 
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#02 - Another 
World 


1991 - U.S. Gold 
- Delphine [M|V] 


This is a beautiful 
action platform 
adventure, having 
you play a young 
physics professor, 
whose experiment 
goes wrong and he 
is transported to a 
strange alien world, where danger 
lurks in every corner. Stunning 
graphics and fluid animation, lets 
you forgive the trial and error 
nature and shortness of the game. 
The game does such a great job 
of making you feel you are ona 
strange alien world. We put this 
game at number 13, if you want 
to learn more about the game. 


#03 - Lost Vikings 


1993 - Interplay 
- Silicon & Synapse [M| V ] 


Made by Silicon & 
Synapse, who of 
course are better 
know as the 
developer Blizzard 
(World of War 
Craft). This has 
three vikings who 
are kidnapped by aliens and must 
escape and get back to Earth. So 
you control Eric the Swift, Olaf 
the Stout, and Baleog the Fierce. 
who each have their own spec: 
skills. This is a great puzzle 
platformer and a great one to play 
still today. 


#04 - Flashback: 
The Quest 
for Identity 


1992 - U.S. Gold 
- Delphine [M|V] 


IT 


For those who 
have read through 
the books...and 
then see it number 
4 position in quite 
a small genre. You 
can probably 
ascertain, I am not 
as big a fan of this 
game as my fellow hosts, who 
through tactical voting ensured it 
made position 12 on our list. So 
if you want to know more on this 
game, then read our number 12 
section to know all about the 
game. 


#05 - Magicland 
Dizzy 


1991 - Codemasters 
- Big Red [M|V] 


The fourth main 
adventure game for 
Dizzy, used many 
well known fairy 
tales as inspiration, 
set a swathe of 
great puzzles, all 
set to the gorgeous bright colours 
and bouncy tune. It is the 
blueprint that we have all come 
to love from Dizzy games. 


#06 - Dizzy: 
Prince Of 
The Yolkfolk 


1992 - Codemasters 
- Big Red [M|V] 


This fifth main 
, Dizzy adventure 

has you once again 

save Princess 

Daisy who has 

been put to p 

for 100 years by 
the evil Rockwart the Troll. Some 
nice puzzles and interesting 
charac! makes this a great 
adventure. 


#07 - Fantastic 
Dizzy 


A full price entry 
in the Dizzy series. 
This time however 
it's actually worth 
the extra price, 
with a massive 
game and even 
adding some 
arcade mini games as well. 
Definitely a Dizzy game often 
forgotten about but worthy of a 
play through. 


#08 - Treasure 
Island Dizzy 


1989 - Codemasters 
- The Highlanders [ M | V.] 


The Oliver Twins 
second Dizzy 
game, was the first 
for many. Starring 
the Egg Man 
himself (But no 
Walrus - Ed), this 
time you are on a desert island 
and have to escape. The Amiga 
version has beautiful bright 
cartoon music and the bouncy 
tune of Allister Brimble, making 
this a wonderful version to play 
of the game. 


#09 - Crystal 
Kingdom Dizzy 


1993 - Codemasters 
- Synergy [M|V] 
Ta — 


Dizzy full-price 
for this adventure. 
They justified it by 
making it much 
bigger story to try 
and justify the 
asking price. For 
today when the 
cost is not 
relevant, this is a solid Dizzy 
adventure and worth playing 
when you have played some of 
the earlier Dizzy games first. 


#10 - Prince Of 


Persia 
1990 - Domark 
- Broderbund [ M | V ] 


OK, this should 
probably be higher 
on the list, but my 
love of Dizzy 
games are too 
) strong. This Jordan 
Mechner classic is 
undeniably a 
gameplay gem, that has upheld 
well, with its fluid animation and 
puzzles, as you make your way to 
rescue the Sultan’s daughter. The 
Amiga port is one of the best 
versions to play as well. 


Adventure 
: Point 


Click Top 
20 Games 


#01 - The Secret 
Of Monkey Island 


1991 - U.S. Gold - Lucas Arts 
[M|¥] 


The first Monkey 
Island game was a 
revelation to me. 
The Lucasfilm 
humour of Ron 
Gilbert combined 
with the no death 
ethos, meant it encourages 
experimentation and exploration, 
making the whole game a joy to 
play beginning to end. From this 
point onwards, adventure games 
took a whole new lease of 
adventure gaming life for me. 
That whilst it has technically 
been bettered, it has never had 
the same earth shattering impact 
upon me. Check number #2 of 
the book to know more on this 
game. 


#02 - Monkey 
Island 2: 
LeChuck's 
Revenge 


1992 - Lucas Arts 
- In-House [M| V] 


Look I know 
objectively this is 
better than the first 
game, with more 
locations and 
complexities, so 
consider this a 
joint first for best adventure 
game. Here you continue the 
adventures of Guybrush 
Threepwood and his defeating of 
LeChuck. This has quite a lot of 
graphical improvements over the 
first game, although it did mean 
than on the Amiga it was 
advisable to play it on hard drive 
if you could, as floppy disk 
(especially a single one) was 
tough work to play. 


#03 - Beneath A 
Steel Sky 


1994 - Virgin Games 
- Revolution [M|V|D] 


In a futuristic 
world run by 
corporations, you 
play Robert Foster 
a wanted man, who 
along with his 
sassy and sardonic 
robot Joey must 
look to escape the city they have 
crashed. 
Number 9 on our top 50 list will 
go into more details on this 
classic game. 
To note GOG.com gives this 
game completely free on PC, 
which is a great way to play it. 


#04 - Simon The 
Sorcerer 


1993 - Adventure Soft 
- In-House [M|V] 


Playing an ordinary 
teenage boy, who 
following his doc in 


the attic is dragged 
into a magical 
fantasy world, 
where he looks to 
save the world and 
stuff. The CD32 version has a 
voiced version with Chris Barrie 
voicing the boy (Rimmer from 
Red Dwarf, and Tomb Raider). 
It’s a gorgeous very UK 
humoured adventure game. To 
know more then check out 
number 32 on our first book, 
where we go in more detail. 


#05 - 

Indiana Jones 
And The Fate Of 
Atlantis: The 
Graphic 
Adventure 


1992 - U.S. Gold - LucasArts 
[M|V] 


Based on the 
famous whip 
wielding series, and 
it is still to this day, 
the best Indy 
adventure available, 
True LucasArts 
gaming gold. 


#06 - The Legend 
Of Kyrandia 


1992 - Virgin Games 
- Westwood Studios [ M | V ] 


You play Brandon, 
who finds in the 
fantasy world that 
his grandfather has 
been turned to 
stone, by this evil 
Jester wizard 
called Malcolm. It 
is up to you therefore, to save the 
world. I have always found thi 
compelling adventure game, with 
great writing and puzzles. It has 
some design dead-ends and back 
tracking if you fail to pick stuff 
up, but in the main the game is 
for me pure gaming gold. 


#07 - Loom 


1990 - Lucasfilm - In-House 
[M|V] 


Written by Brian 
Moriarty 
(Wishbringer, 
Trinity and Beyond 
Zork). This is a 
strange adventure, 
where you use 
spells to 
manipulate objects, rather than 
take and use them in the 
traditional sense. These spells (or 
drafts) are shown as tunes, which 
must be played out. Magical and 
engaging, it is one of the least 
known Lucasfilm adventures and 
one needed to be played by more. 


#08 - Indiana 
Jones And The 
Last Crusade: 
The Graphic 
Adventure 


1989 - LucasFilm - In-House 
[MIV] 


The first Indy 
graphic adventure 
» was really quite 
special. Using the 
SCUMM engine of 
Monkey Island 
fame but setting it 
in the lovable 
Indiana Jones world, makes this 
one of the movie-tie in greats. 


#09 - Lure Of The 


Temptress 


1992 - Virgin Games 
- Revolution [M|V| DJ] 


Created by Dave 
Cummins, who 
would go on to 
work on Beneath a 
Steel Sky and 
Broken Sword. 


Set in a fantasy 
land, gripped by 
evil sorceress and her evil 
orc-like army the Skrol. You play 
Diermot and ordinary every-man 
who begins imprisoned and must 
look to save the kingdom from 
the tyrannical rule. 

This is a great adventure, with 
solid writing. Even if the Virtual 
theatre system, meaning non 
player characters move around to 
different places can annoy. 
Incidentally, the whole game is 
given for free for PC on 
GOG.com, if you wish to sample 
its delights again. 


#10 - Curse Of 


Enchantia 


1992 - Core - In-House 
[M|Y] 


You play Brad, a 
ordinary guy from 
Earth, who is 
magically 
summoned and 
hurled into prison 
by an evil 
Enchantress who 
rules the fantasy 
land of Enchantia and needs you 
for spell. 

This was Core’s only graphic 
adventure game, and whilst I 
would be the first to say it is not 
perfect as an adventure game, it 
is chock full of locations and has 
some great puzzles and characters 
to meet. 


#11 - Flight Of 
The Amazon 
Queen 


1995 - Renegade 
- Interactive Binary Illusions 
[M|V/D] 


Made by the 
people who would 
_, go on to make the 
» | Ty the Tasmanian 
= Tiger platform 
games. This has 
you play Joe King 
a pilot, who’s 
along with his 
passenger, an actress Fay Russell 
crashes his plane in the jungle. 
Channelling the B-Movie film 
serials of the 40s and of course 
the Indiana Jones films. We end 
up with a brilliant comedic 
adventure game, well worthy of 
your time. 

Incidentally, the whole game is 
given for free for PC on 
GOG.com, if you wish to sample 
its delights again. 


#12 - Maniac 
Mansion 


1989 - Lucasfilm - In-House 
[MIV] 


The importance of 
Maniac Mansion 
cannot be 
overstated. Using 
predefined 
selectable verbs 
and inventory 
items in its 
SCUMM engine 
(Script Creation Utility for 
Maniac Mansion) it ushered in a 
new world of adventure game 
design. In my humble opinion 
this tool, was the pinnacle of 
adventure game design, as it 
allowed the flexibility and 
freedom of a text adventure, but 
with the ease of just a few mouse 
clicks. It was something that was 
lost, when the context icon 
menu’s appeared later on. 

Riffing off the classic B-Movie 
set-up, of the creepy old Edison 
mansion, with a mad scientist 
kidnapping a local student Sandy. 
So you could control multiple 
students who go into the mansion 
to rescue her. 

Made by Ron Gilbert and Gary 
Winnick, it had wonderful 
comedic writing, wonderful 
characters and fantastic puzzles. 
All logical, but still taxing to 
solve. It still had player deaths, 
but its focus was to concentrate 
only on the writing and puzzles. 
This opened up the players 
willingness to experiment and see 
all five of the possible game 
endings. 

Sure Ron’s writing and the 
SCUMM games improved over 
time, with the follow on SCUMM 
engine games bettering the design 
of adventure games still further. 
But it is undeniable how 
important this game is to 
adventure games, and it is still as 
wonderful to play the game the 
game today. 

Incidentally on PC there was a 
sequel to the game called Day of 
The Tentacle. This is one of the 
best adventure games of all time 
and it was great to see the cast of 
Maniac Mansion characters be 
redesigned in wonderful cartoon 
visuals. In that sequel also, there 
is a old computer in one of the 
bedrooms, that has the entire 
Maniac Mansion original game 
fully playable. 


#13 - Leisure Suit 
Larry in the Land 
of the Lounge 
Lizard 


1987 - Sierra - In-House 
[M|¥] 


Leisure Suit Larry 
was my first 
introduction into 
Sierra adventure 
games. This is 
adult (well Carry 
On level smut) 
and has you play 
the lovable loser 
Larry Laffer, a forty year old 
virgin, who has decided to go on 
a quest to lose his virgini 
Genuinely funny, thi great 
adventure game, even if it does 
have lots of ways to die. In 1992 
a graphically enhanced version 
was made. The Amiga saw 1-5 in 
the series (well 4 never 
happened), but its the original 
that always hold a place in my 
heart (Or is that loins? - Ed). 


#14 - Space 
Quest II: Vohaul's 
Revenge 


1988 - Sierra - In-House 
[M|V] 


running seri 
starring Roger 
Wilco a sassy, 
spacefaring janitor 
who is kidnapped 
by the evil Sludge 
Vohaul aliens, 
who he thwarted 
in the first game. The games are 
funny and great fun, although it 
does have player deaths unlike 
LucasArts adventures, so save 
often. 


#15 - Dark Seed 


1993 - Cyberdreams 
- In-House [M | V ] 


Using the art 
designs of H.R. 


Giger (Creator of 
the Xenomorph 
from Alien films) 
this is a compelling 
adventure of Mike 
Dawson a wannabe 
author, who has set himself up in 
a creepy mansion to write. The 
adventure begins after a horrid 
dream, but was it real? The 
adventure itself isn’t the best, but 
the story, premise and sombre art 
work carries you through. The 
CD32 version has voice acting. 


#16 - Gobliins 2: 
The Prince 


Buffoon 
1992 - Coktel Vision 
- In-House [M | V ] 


To be fair, all three 
of the Gobliins 
trilogy of games 


are good. But the 

sequel I feel is the 

b Relying on 

humorous 

animation, and 
French weirdness the game has a 
loot of charm. You only control 
two characters in the sequel as 
opposed to three, each with their 
own skills. Overall the puzzles 
are better thought out in the 
sequel, and still fun to play 
today. 


#17 - Cruise 
For A Corpse 


1991 - Dynamix - Delphine 
[MIV] 


You play the 
famous detective 
Inspector Raoul 
Dusentier, who 
invited on a cruise 
ship at sea, has to 
investigate a 
murder. Taking 
many queues from Agatha 
Christie’s Hercule Poirot. Made 
by Paul Cuisset of Flashback 
fame, this is an impressive and 
engaging 3D engine murder 
mystery. Very ahead of its time. 


#18 - Adventures 
of Willy Beamish 


1992 - Dynamix - In-House 
[M|¥] 


“ 
ae ve Ps 
Willy Beamish is 
an ordinary USA 
kid, an 8 year old 
who has dreams of 
winning the Nintari 
Gaming 
Championship over 
the summer 
holidays. The adventure game 
may not be the best, full of being 
in the right place at the right 
time. But it is the setting and 
capturing that sense of being a 
kid again and its charm, that 
draws me back to this adventure 


game again and again. 


#19 - King's Quest 
VI: Heir Today, 
Gone Tomorrow 


1994 - Sierra - Revolution 
[M|¥] 


Roberta Williams” 
famous King’s 
Quest series was 
the first true spear- 
head into the 
modern point and 
click adventure of Alexander of 
Daventry. Of them all my 
favourite in the series is number 
6 with the best writing, graphics 
and puzzles. 


#20 - BloodNet: 
A Cyberpunk 
Gothic 


1995 - Gametek 
- Teeny Weeny Games [M | V ] 


mm You play 
m@| mercenary hacker 
Ransom Stark, 
who gets 
embroiled in a 
vampire plot in a 
cyber-world to 
overtake a 
futuristic Manhattan. It’s a 
clunky adventure, but the 
setting is so cool, it draws you 
through it. 


Adventure 
: Text 

Top 20 
Games 


#01 - The 
Hitchhiker's 
Guide To The 
Galaxy 


1986 - Infocom - In-House 
[M|¥] 


An Infocom text 
adventure, 
based on the 
best and 
funniest book 
ever written. 
With much of 
the writing done by the actual 
author of that book (Douglas 
Adams), helping write and 
design the actual game. For 
me there can be no other text 
adventure that could be 
number one on the Amiga. 


#02 - Planetfall 


1985 - Infocom - In-House 
(M|V] 


e Joining the 
Stellar Patrol as 
a lowly Ensign 
Seventh Cla: 
but with high 
expectations as 
your Great 
Grandfather was a High 
Admiral. This is a comedic 
space adventure with fantastic 
writing and compelling 
puzzles. This for me is one of 
Infocom’s best text adventures 


they ever did. 


#03 - Scapeghost 


1990 - Level 9 - In-House 
[M|¥] 


You play a 
police officer, 

killed in the line 
> of duty when a 
» drug raid goes 
© wrong. Coming 
@ back as a ghost 
with poltergeist 
powers, it’s up to you to solve 
the mystery what happened. 


Great premise, writing and art, 
this for me is Level 9’s finest 
adventure, and one of the best 
of all time. 


#04 - The 
Lurking 
Horror 


1987 - Infocom- In-House 
[M|¥V] 


Infocom’s only 
horror game. / 
Beginning late at 
night in the 
University, with a 
fearsome storm 
raging outside, a 
sinister insidious 
plot opens up. Taking tones of 
HP Lovecraft styling and 
excellent writing, for me this is 
one of Infocom’s best. 


#05 - Arthur: 
The Quest 
For Excalibur 


1989 - Infocom- In-House 
[M|¥] 


Here you play 
King Arthur in 
his quest to find 
the sword 
Excalibur, which 
has be: len 
by King Lot. Full 
of functional, but 
nice graphics, 
and the usual great writing. 
Merlin helping you by turning 
you into different animals is a 
cool addition. 


#06 - Gnome 


Ranger 
1987- Level 9 
- In-House [M| V] 


Starring Ingrid a 
gnome, here you 
are cast out of the 
village for being 
too smart. As a 
result the gnome 
teleported and 
lost in the forest, 
must complete three tasks. I 
have always found the character 
Ingrid quite endearing and why 
it is so high up this list. To note 
there is a sequel called Ingrid’s 
Back which is also a 
recommend. 


#07 - Guild Of 


Thieves 
1986 - RainBird 
- Magnetic Scrolls [M | V ] 


Set ina 
wonderful fantasy 
setting, with 
some truly 
beautiful art and 
writing, makes 
this one of the 
best text 
adventures on the 


Amiga. 


#08 - Jinxter 


1987 - Rainbird 
- Magnetic Scrolls [M|V] 


Set in the fictional 
world of 
Aquitania, a 1920s 
Britain place. 
Requited by the 
Guardian 
overseers to help 
rescue their friend 
Xam who has been kidnapped 
by some witches. The game has 
some nice humour and nice 
graphics. You can also die, so 
save regularly. 


#09 - The Pawn 


1986 - RainBird 
- Magnetic Scrolls [M | V ] 


Set in a wonderful 
fantasy setting, 
with some truly 
beautiful art and 
writing, makes this 
one of the best 
text adventures on 
the Amiga. 


#10 - Ballyhoo 


1986 - Infocom - In-House 
[M|¥] 


Interesting 
mystery adventure 
set around a circus 
and helping to find 
the circus owners 
daughter who has 
been kidnapped. 
Well written and 
thought out puzzles, makes this a 
real favourite of mine. 


#11 - Enchanter 


1986 - Infocom - In-House 
[M|¥] 


You are a trainee 
Enchanter and not 
very good. Yet it is 
up to you to save 
the world and 
defeat the evil 
warlock Krill. Set 
in the Zork 
Universe and the first part of the 
Enchantress trilogy (Sorcerer and 
Spellbreaker are the other two). 
It’s fun typing out the spells to 
cast and is an engaging 
adventure. 


#12 - Wonderland: 
Dream The 
Dream... 


1991 - Virgin - Magnetic Scrolls 
[M|¥V] 


Based on the story 
of AL n 
Wonderland and 
using the 
innovative 
Magnetic Scrolls 
windows user 
interface. This is a 
great adventure game, and whilst 
perhaps not up to the writing 
standards of Infocom’s best, it 
one well worthy of your time. 


#13 - Trinity 


1986 - Infocom - In-House 
[M|¥] 


You begin in 
London 
Kensington 
Gardens with the 
nuclear bomb 
about to drop. 
With moments to 
spare you find a 
magical door, that takes you to 
New Mexico in 1945 and the 
infamous Trinity nuclear test. 
Can you sabotage the test and 
change the course of history? 


#14 - Zork I: The 
Great Under- 
ground Empire 


1986 - Infocom - In-House 
(M|V] 


Zork was the 
adventure game 
that first put 
Infocom on the 
map. This had 
you start outside a small white 
house, and ended up in the huge 
labyrinth of underground tunnels. 


#15 - Leather 
Goddesses Of 
Phobos 


1986 - Infocom - In-House 
[M|V] 


It’s 1936 on planet 


Earth and you have 
been kidnapped as 
part of their final 
testing of the 
Leather Goddesses 
of Phobos, before 
they invade Earth. You must 
therefore stop their dastardly 
plans and save the world. Funny 
writing and great if tough 
gameplay. In Europe the game 
was published onl: a budget 


game by Mastertronic. 


#16 - Bureaucracy 


1987 - Infocom - In-House 
[MI¥] 


Written by Douglas 
Adams yes the 
author of Hitch 
Hikers Guide to 
Galaxy. What you 
want more? 

Well this is a funny 
adventure about our hero moving 
into a new apartment and and so 
needs deal with ever crazier 
levels of bureaucracy. A great 
adventure game. 


#17 - Stationfall 


1987 - Infocom - In-House 
[M|V] 


Continuing the 
adventures of 
Planetfall, this is 
another comed; 
adventure, that is 
tough but very 
enjoyable. 


#18 - The Twilight 
Zone 


1988 - First Row - In-House 
[M|¥] 


A text adventure 
game with lovely 
graphics, based on 
the 1960s TV show, 
take my money. The 
actual text 
adventure isn’t as 
good as Infocom 
nor the other greats. But it’s still 
worthy to give it a play through. 


#19 - Sherlock: 
The Riddle of the 
Crown Jewels 


1988 - Infocom - In-House 


The Crown Jewels 
_ have been stolen, 
and so it up to 
Watson, Sherlock’s 
side-kick to 
retrieve them 
within 48 hours to 
avert a major 
global incident. Well written with 
some neat puzzles, this is a good 
text adventure to enjoy. 


EC — 


#20 - Nord and 
Bert Couldn't 

Make Head or 
Tail of It 


1987 - Infocom - In-House 
[M|V] 


A fun text 
adventure where in 
the realm of 
punster, idioms 
and real-world 
obj have come 
to life. Split into 
seven short 
scenarios to turn the realm back 
to normal. A great and unique 
Infocom adventure. 


Bat ‘n’ 
Ball 
Top 5 
Games 


#01 - Arkanoid 


1988 - Discovery - In-House 
[M|¥] 


This port is 
perfection. They 
have got the Taito 
arcade classic 
ported across to 
work perfectly 
with the Amiga 
mouse, so much so 
J actually prefer 
this version over the arcade 
original, finding it simply 
controls better on the home port. 


#02 - MegaBall 
AGA v3.0 


1993 - Mackey Software 
- In-House [ V ] 


ARKANOID 


Megaball was a 


shareware series 
of bat ‘n ball 
games on the 


Amiga. Of them 

7 all it would be the 
AGA version 3 
game I would 
recommend. This was the 
pinnacle of the series, with well 
designed levels and much more 
colourful layouts. 


#03 - Giganoid 


1988 - Swiss Computer Arts 
- In-House [M| V.] 


Giganoid is a great 
bat ‘n ball 
Arkanoid clone. 
With bright 
visuals, drum 
sounds each time a 
brick is hit and 
solid level design, all culminates 
into a fantastic game. 
Incidentally in 1990 they released 
Meganoid Construction Kit, 
which let you design your own 
levels as well. 


SANVD 06 dOL VOINY SGDU 


475 


476 


RGDS AMIGA TOP 50 GAMES 


#04 - 
Shufflepuck Cafe 


1989 - Broderbund Software 
- In-House [M|V] 


You are a Galactic 
salesman from 
Krypton-3, and 
after crash landing, 


must play and beat 
the eight 
opponents to be 
able to use the 
phone calling for 
help. Essentially this is air 
hockey, but to make it interesting, 
the aliens are all distinct and have 
their own style of play and in 
some cases special powers to 
cheat. All this makes it a fun if 
short welcome diversion. For 
those who know this on the Mac, 
the Amiga is the definitive 
system to play this game. 


#05 - Amegas 


1987 - Pandora - re-Line 
[MIV] 


Coming bundled 
with many early 
Amigas, this bat ‘n 
ball Arkanoid 
clone is pretty 
decent, with nice 
graphics and solid 
gameplay. A worthy bat ‘n ball 
game on the Amiga. 


#01 - Pinball 
Dreams 


1992 - 21* Century 
- Digital Illusions 
[MIV¥] 


e.. 


On its release, the 
game was a 
revelation on any 
platform, with no 
other pinball game 
offering the same 
level of ball 
physics and 
graphics in recreating pinball 
digitally. Four excellent tables, 
stunning music and gameplay. It 
may be nostalgia but this will 
always win me over, as my 
favourite pinball on the Amiga. 
In number 27 section of the book 
we go in-depth into this game. 


#02 - Slam Tilt 


1996 - 21" Century 
- Liquid Dezign [M| V] 


WN, \; Another pinball 

* game which came 
* to the Amiga when 
| most people had 
left it behind. 


ds RetroRic and 
Sl Kingy really rate 

this, so it made it 
to number eleven on our list, so 
you can read more about it there. 
For me its nicely designed tables 
with added mini games. But for 
me I have always preferred the 
Pinball Dream game series. But 
still a great pinball game to play 
on the Amiga. 


#03 - Pinball 
Fantasies 


1992 - 21“ Century 
- Digital Illusions [ M| V ] 


The second in the 
Pinball Dreams 
series. This has 
four fantast 
tables, with Party 
Land being the 
standout. 
In number 27 
section of the book we go in- 
depth into this game. 


#04 - Pinball 
Illusions 


1995 - 21" Century 
- Digital Illusions [ M | V ] 


The third in the 
Pinball Dreams 
series. This has 
only three tables, 
but they are all 
well designed and 

now has true 

multi-ball in the 
game. In number 27 section of 
the book we go in-depth into this 
game, 


#05 - Pinball 
Prelude 


1995 - Effigy - In-House 
[M|V] 


Three tables 
themed around 


Prehistoric, 
\ Present and Future. 
This gives a good 
ee eameof pinball, 
a with nicely 
designed tables. 
Sure not doing anything 
exceptional, put still pretty solid. 


Beat em 
Up Top10 
ames 


#01 - 
Moonstone: A 
Hard Days Knight 


1991 - Mindscape - In-House 
[M|¥] 


The best beat ‘em 
up on the Amiga. 
Mixing in elements 
of Barbarian and 
Monty Python 
Holy Grail 
(Specifically the 
Black knight 
sketch), this offers the player an 
addictive and original game. We 
put this the high position of 
number 5 on our list, if you want 
to know more. 


#02 - Devil's 
Temple - Son of 
the Kung-Fu 
Master 


2022 - Geezer Games 
- Raster Wizards [ V ] 


Modern Amiga 
release in 2022 - 
this is an awesome 
beat ‘em up on the 
Amiga, with great 
graphics and 
music with 
sublime gameplay. 


#03 - Shadow 


Dancer 
1990 - U.S. Gold 
- Images [M|V] 


The lesser known 
SEGA 1989 sequel 
to Shinobi. This 
time you have a 
faithful dog to 
help you in the 
fight. This was 
quite a good port 
of the arcade original. 


#04 - Golden Axe 


1990 - Virgin Mastertronic 
- Core [M|V] 


As ports go, this 
version of the 
SEGA arcade 
classic isn’t too 
bad. Sure it runs a 
bit slow ona 
standard Amiga, 
but the whole 
game is here, it looks great and 
Amiga renditions of the tune are 
awesome. One of the better 
SEGA arcade ports on the Amiga. 


#05 - Final Fight 


Most don’t rate 
this port of the 
Capcom arcade. 
But for me back in 
the day I was quite 
a fan of this port. 
It missed a lot of 
the arcade but the 
graphics and sprite 
sizes were comparable and for me 
its not as bad as everyone makes 
it out to be. I should note in 2024 
a home-brew version called Final 
Fight: Enhanced by Brick Nash. 
This AGA only version is a much 
better version to play today on 
the Amiga. 


#06 - 
Dynamite Diix 


1989 - Activision - Core 
[M|V] 


Based on the weird 
lesser known 
SEGA arcade 
game. The game 
has you play Bin 
and Pin, two ducks 
who must go 
punching weird 
creatures who have 
kidnapped their friend Lucy. An 
early Core game, this is average 
but fun. 


#07 - Dojo Dan 


1992 - Europress Software 
- Psionic [M|V] 


Technically more 
platformer than 
beat ‘em up, but I 
couldn’t resist 
mentioning this 
little gem. It has an 
incredibly steep 
learning curve, that 
puts most people off. But stick 
with it and you will be rewarded 
with a hard, but fun game. Also 
has amazing music in the game. 


#08 - Hammerfis 


1990 - Activision 
- Vivid Image [M | V] 


The controls are a 
little fiddly and so 
puts many people 
off. But spend 
some time to learn 
the controls and 
Hammerfist can be 
quite a fun and 
engaging game. Although it is 
still a brutally hard game. 


#09 - Motérhead 


1992 - Virgin Games 
- Kaitsu[ M|V] 


You get to play 
Lemmy, lead 
singer of 
Motérhead (Ace of 
Spaces song fame). 
So you going 
= through six other 
music genre 
themed levels, Lemmy must 
guitar swing, punch and burp on 
all to prove once and for all the 
supremacy of rock music. Daft 
fun and you are playing Lemmy 
in a video game!! 


#10 - 
Barbarian II: The 
Dungeon Of Drax 


1989 - Palace- In-House 
[M|¥] 


quel known 
stupidly in the US 
as Axe Of Rage, 
has more of a 
flick-screen beat 
“em up. This time 
you could play as 
warrior princess or 
the Barbarian. Wasn’t as 
compelling as the first game, but 
is entertaining enough. 


Fighters 
Top 10 
Games 


#01 - IK+ 


1988 - System 3 
- Software Studios [M_|V ] 


Known as 
International 
Karate + or 
Chop ‘N’ Drop in 
the US. This three 

way fighter by 

Archer MacLean is 
sublime, with perfect controls 
and loads of secrets. We put this 
at number 22 if you want to read 
more. 


#02 - Panza 
Kick Boxing 


1990 - Futura (Loricel) 
- In-House [M|V] 


As this fighting 
top 10 was chosen 
by RetroRic and 
not me (The Drisk) 
Panza Kick Boxing 
again is rated 
massively by him. 
A one hit fighting 
knockdown makes 
it more tactical than other 
fighters on this list. We somehow 
rated this as 38 on our top 50 list 
so you can read more about it 
there. 


#03 - Fightin' 
Spirit 

1996 - Neo - Light Shock 
[M|V] 


j) It’s a shame that 
most of the decent 
fighting games that 
aped SNK and 
Capcom came so 
late in the Amiga’s 
life-cycle to make 
an impact. This 
game is a stunning fighter and the 
closest we got to a SNK fighting 
game on the Amiga. Gorgeous 
graphic and music, let down only 
by the limited buttons on the 
Amiga (even with the CD32 pad). 


#04 - Body Blows 
Galactic 
1994 - Team17 - In-House 


If you didn’t own 
the Amiga back in 
the day, then it’s 
difficult to 
understand the 
importance of 
Body Blows series. 
You see the world 
was gripped in 
Street Fighter II mania, and the 
Amiga port was terrible. So when 
Team17 released Body Blows and 
was half way decent it one many 
hearts. In this the sequel it upped 
the player roster and locations. 
Incidentally they did do Ultimate 
Body Blows as well on CD32 
which combined all the players of 
both games. 

One cool element of the series 
was a tournament mode, where 
up to 8 people could do a 
tournament mode to see who 
would win. It is a mode I wish 
more fighters had. Also this game 
included a free game called 
Apache. This was a cool little 
helicopter shooter, and whilst not 
up to Team17 usual standards, it 
was a welcome inclusion. 


#05 - Mortal 
Kombat II 


1994 - Acclaim - Probe [M|V ] 


A pretty solid port 
of the Midway 
fighter. Again let 
down by limited 
buttons, and the 
difficulty is set too 
high. But for 
Amiga fighters on 
the machine, this 
was one of the best. 


#06 - 
Shadow Fighter 


1995 - Gremlin - N.A.P.S. [M| V] 


Gorgeous on the 
CD32 and AGA 
version in 
particular. This 
was the second 
closest we ever got 
to an SNK style 
fighter (see 
number 3) on the 
Amiga. It’s just a pity it came so 
late in the life of the Amiga to 
make more of an impact. 


#07 - Super Street 
Fighter I: The 
New Challengers 


1995 - U.S. Gold - Freestyle [ V ] 


Ugly port based 
more on the SNES 
version of the 
Capcom original. 
Still get a multi 
button controller 
and play wise it 
isn’t half bad. 
Certainly better 
than the Street Fighter II version 
that was ported to the Amiga. 


#08 - Barbarian: 
The Ultimate 
Warrior 


1988 - Palace - In-House 
[M|¥] 


Known in US as 
Death Sword. This 
is as famous for 
having Wolf from 
UK Gladiator TV 
show and Maria 
Whittaker a 
famous Sun newspaper page 3 
girl on the cover. This was a one 
on one fighting game with 
swords. One cool element was 
the risky instant kill move, which 
would chop your opponents head 
off in single blow. 


#09 - Elfmania 


1994 - Renegade - Terramarque 
[MIV] 


A visually 
impressive 
fighting game, 
unique to the 
Amiga. It has 
elves fighting for 
the honour of 
becoming King. 
One difference to 


the game is that as fighting 
occurs, coins are dropped from 
your opponents, which you can 
spend on improvements to your 
fighter. Only lack of fighter 
variety and limited moves lets 
this game down. 


#10 - Brutal: 
Paws Of Fury 


1995 - Gamtek - In-House 
CX] 


| 


Over a decade 
before Kung Fu 
Panda graced the 
Silver Screen, 
GameTek made 
this little oddity. 
Having a variety 
of animals fighting 
each other in this 
Street Fighter 2 style clone. One 
nice touch is the buying of 
special moves to improve your 
fight as you continue to fight and 
the taunt mechanism that 
replenishes a bit of health. 


The Amiga was the first time I personally saw 


arcade perfect (well it felt like it) in the home. 


In the right developer’s hands the Amiga had 


a stack of wonderful arcade versions to play, 


and still worthy of your time today. 


#01 - Pang 


1990 - Ocean - Ocean France 
(M|V] 


“TIME OS. 


wy) A delightful two 
player bubble 
popping puzzle 
shooter, based on 
the Mitchell 
arcade game. 
Featured number 
10 on our top 50 
list, so read there if you wish to 
know more. 


#02 - Rainbow 


Islands 
1990 - Ocean - Graftgold 
(MIV] 


This rainbow 
platformer by 
Taito classic is an 


by Graftgold. We 
put it at number 
28 on our Top 50. 


#03 - Rod-Land 


1991 - Storm - Random Access 
[M|¥] 


This is another 

arcade perfect gem, 

being the port of 

the obscure Jaleco 

} arcade game. 

Taking the idea of 

Bubble Bobble and 
running with it, this is another 
class showing what the Amiga 
was capable of. 


#04 - Toki 


1991 - Ocean - Ocean France 
[M|¥] 


Another great 
platform arcade 

4 conversion, based 
3 on the TAD 

"| Corporation 
obscure classic 
about a spitting 
monkey. 


#05 - Buggy Boy 
1988 - Elite - In-House 
[M|V] 


home port of this 
Tatsumi arcade 
game. The purpose 
is to race against 
the clock, whilst 

L # riding into flags 
and gates to gain score. We put 
this at number 28 on our list to 
know more. 


#06 - Bubble 
Bobble 


1988 - Firebird - Software 
Creations [M | V] 


7 Feels almost 
j arcade perfect. 


Based on the Taito 
1986 classic about 
‘ tn. 4 two bubble 


blowing dinosaurs 
it was pure gaming genius. We 
go in depth with the game as 
part of the number 28 Rainbow 
Island section of the books. In 
2020, Tiny Bobble a more 
accurate home-brew game came 
out. 


#07 - Silkworm 


1989 - Virgin Games 
- Sales Curve [M|V] 


A shooter that 
really should have 
made our list. This 
is a fantastic port 
of the 1988 Tecmo 
classic, and 
actually improves 
over the arcade 
original. Also try on the Amiga 
the unofficial sequel (kind of) 
called SWIV. 


#08 - The 
NewZealand Story 


1989 - Ocean - Choice 
[M|V] 


Another top Taito 
Ocean arcade 
conversion. This 
time you play Tiki 
the Kiwi who 
must save his 
friends from the 
evil walrus Leopard-Seal. 
Another arcade perfect gem on 
the Amiga we all enjoyed. 


#09 - Ivan 
"Tronman" 
Stewart's Super 
Off Road 


1989 - Virgin Games - Graftgold 


Graftgold did 
another awesome 
home port of this 
Leyland 
Corporation 1989 

» racing gem. In 
a Up to 3 players 

scoot around dirt 

tracks and make their way to 
victory. A real classic. 


#10 - Parasol 
Stars 


1992- Ocean - In-House 
[MI¥] 


OK technically 
it never 
| officially came 
to the arcades, 

* but this Taito 
classic 
continuing 
Rainbow 
Islands’ adventures, should 
have been one. In number 28 
we go in more detail about this 
classic. 


#11 - Super 
Hang-On 


1988 - Electric Dreams Software 
- Software Studios [ M | V ] 


® This 1987 Yu 
] Suzuki sequel to 
Hang-On, added in 
more varied tracks 
and a nitro turbo 
boost. The Amiga port was 
stunningly good and was the 
port that made me save up for 
my Amiga. Using optional 
mouse controls and a cheat code 
to add a machine gun, this game 
had it all. 


#12 - Marble 


Madness 
1986 - Electric Arts - In-House 


An incredibly 
early Amiga game 
of the Atari 1984 
classic showed the 
power the Amiga 
could bring into 
the home, with 
another arcade perfect 
conversion. The mouse or 
trackball controls also made it 
closer to the original classic. 
For the game itself, it’s a simple 
premise, negotiate the marble to 
the goal, before the timer runs 
out, whilst avoiding the enemies 
and obstacles. 


#13 - Pac-Mania 


1988 - Grandslam - Teque 
[M|¥] 


Another solid 
home port of the 
Namco 1988 
Isometric Pac-Man 
sequel. Thi 
version of Pac- 
Man adds in 
multiple scrolling 
maps, and the ability for Pac to 
jump over the ghosts. Made by 
Peter Harrap (Monty Mole 
creator) and Shaun 
Hollingworth of Gremlin fame. 


#14 - Arkanoid 


1988 - Discovery Software 
International - In-House [ M | V ] 


Another solid port 
of the 1986 Tait 
bat ‘n ball classic. 
This feels arcade 
perfect and with 
the mouse 
controls, I actually 


prefer this other 


the arcade original. 


#15 - R-Type 


1989 - Electric Dream Software 
- Factor 5[M|V] 


Really well 
balanced 
adaptation of the 
Trem classic arcade 
game. Is one of the 
best ports around, released at 
the time. 


#16 - Indy Heat 


1992- Storm 
- Sales Curve -[M|V] 


Based on the 1991 
arcade game by 

‘ Leland Corp. This 
was based on Indy 
500 and is a fun 2 


#17 - Midnight 
Resistance 


1990 - Ocean 


SET A great two player 


shooter, which is 

SPER more fun on the 

» Amiga as you 
don’t have to use 
the dial control 
with the joystick 
of the arcade 
original. Ported from the 1989 
Data East arcade game, this is a 
worthy run ‘n gun blaster. 


#18 - Alien 


Syndrome 
1988 - SEGA - Softek [M|V] 


A lesser known 
1986 SEGA 
overhead shooter. 
Clearly inspired by 
Aliens film, it had 
you rescue the 
crew and shoot 
jelly bean aliens. 
This port is a lovely version and 
outside the X68000 was the best 
home version to play. 


i 
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#19 - Escape From 
The Planet Of 
Robot Monsters 


1990 - Domark - Tengen [ M | V ] 


A weird isometric 

shooter by Atari in 

the arcade and 

released in 1989. 

@, Sct on Planet X, 

Jake and Duke 

must rescue the 
people slaves from the robots’ 
overlords. This is another Amiga 
title that feel pretty arcade 
perfect. 


#20 - Super Space 


Invaders 
1991 - Domark - Kremlin [M | V.] 


Taito’s 1990 
update to Space 
Invaders was 
really cool. It had 
lots of variety to 
the levels and 
memorable cattle 
mutilation bonus 
round, where you had to protect 
the cows from being kidnapped 
by the alien UFOs. This was 
another solid Amiga port that felt 
very close to the original game. 


#21 - Star Wars 


1988 - Domark 
- Vector Grafix [M | V] 


Based on Atari’s 
1983 classic, the 
Amiga finally 
years later gave a 
home port worthy 
of the arcade. The 
mouse controls 
also made the game a lot easier. 
Back in 1988 this was the best 
Star Wars game to play in the 
home. They also ported Empire 
Strikes Back and Return of the 
Jedi to the Amiga as well. 


#22 - Shadow 


Dancer 
1990 - U.S. Gold 
- Images [M|V] 


The lesser known 
SEGA 1989 sequel 
to Shinobi. This 
time you have a 
faithful dog to 

j help you in the 
fight. This was 
quite a good port 

of the arcade original. 


#23 - Bonanza 
Bros. 


1991 - U.S, Gold 
- Synergy [M|V] 


Based on the 
unique 2 player 
1989 SEGA arcade 
game. You play 
two thieves, and 
must carry out 
heists. The Amiga 
ptures the 
stylised gameplay and sounds 
perfectly, making this a solid and 
fun port. 


#24 - Rampart 


1992 - Domark - Tengen [M| V] 


The Atari 1992 
original real time 
strategy and tower 
defence was 
wonderfully 
converted to the 
Amiga. Build your 
walls, place the 
cannons and try to 
repel the oncoming onslaught. 
The mouse controls make this as 
good as the arcade. 


#25 - Paperboy 


1989 - Elite - In-House [M| V ] 


Based on the 1984 
Atari game. This 
had you play a 
paperboy hurling 
newspapers to 
deliver to 
subscribers, whilst 
ashing windows to those not 
ned up, and avoiding all the 
inhabitants. A lot of fun, and the 
Amiga is a very nice version of 
the arcade classic. 


#01 - HeroQuest 


1991 - Gremlin - 211B[M|V] 


A stunning 
f > recreation of the 
oy MB and Games 
BSE Workshop 


board game. 


- at 
Q aes, Faithful to a fault, 
See the game is a joy 
to play, and a great 


introduction to the board game if 
you have never played it. We put 
it at number 30 on our list, if you 
wish to read more. 


#02 - Space 
Crusade 
1992 - Gremlin - 211B [M|V] 


MB and Games 
Workshop 
collaborated again, 
this time set in 
their futuristic 40K 
Universe. 
Essentially an 
easier version of 
the Space Hulk 
board game. It was HeroQuest in 
space, but naturally new the 

focus on at distance attacks. We 
went into detail on this as well as 
part of number 30, if you want to 
learn more about the game. 


#03 - Space Hulk 


1993 - Electronic Arts 
- In-House [M | V] 


EA recreated the 

Games Workshop 

board game ina 
ery interesting 


pausing the clock 

= strategy. The end 
result was a difficult but tense 

time. For those with patience, it 


is worth your time. 


#04 - Battle Chess 


1988 - Interplay - In-House 
[M|V] 


SANVD 05S dOL VOINY SCDU 


Animated chess, 
where when the 
pieces attack, you 
are treated to a 
funny animated 
fight unique to 
each pieces 
fighting. Naturally it does 
become repetitive, but it still 
plays a reasonable game of chess. 


#05 - Monopoly 


1994 - Supervision - In-House 
(M|V] 


With a cast of Viz 
like characters, the 
1994 version of 
Monopoly on the 
Amiga is a lot of 
fun, if you like the 
board game that is. 


#06 - Scrabble I 


1993 - U.S.Gold 
- Arc Development [M| V] 


a . 
Best version of 
Scrabble on the 
Amiga, improving 
the speed and 
difficulty of the 
Leisure game 
versions. 


#07 - Trivial Pursuit 


1989 - Domark- ODE [ M| V] 


It’s a quiz game, 
this has though a 
snarky quiz 
master, that insults 

t also has 
music tune and 
image questions. 
It’s a good job it trustingly asks 
you, did you get the right 
answer? 


#08 - Escape From 
The Colditz 


1991 - Digital Magic - In-House 
[M|¥] 


OK, its very 
loosely adapted 
from the board 
game, but it is still 
a great in-depth 
RPG strategy, as you help four 
prisoners of war escape the 
infamous Nazi prison. 

I personally like to see it as the 
unofficial sequel to The Great 
Escape by Ocean we never got. If 
you like that Spectrum classic, 
then you will probably enjoy this 
one as well. 


RGDS AMIGA TOP 50 GAMES 


#09 - Stratego 


1991 - Accolade 
- MindSpan [M| V ] 


A fantastic 
alternative to 
chess. In Stratego, 
you don’t know 
typically your 
opponents pieces, 
and so fighting 
your way to their 
flag, is a mixture of tactics and 
bluffing. 


#10 - Risk 


1989 - Leisure Genius 
- In-House [M| V] 


A competent if by 
the numbers, 
computeris: 
version of Risk. 
Does what it says 
on the tin. 


#01 - Indiana 
Jones And The 
Fate Of Atlantis: 
The Graphic 
Adventure 


1992 - U.S. Gold - LucasArts 
[MIV] 


isn’t a movie, 
it’s based on the 
famous whip 
wielding series, 
and it is still to 
this day, the best 
Indy adventure available, True 
LucasArts gaming gold. 


#02 - The Addams 
Family 


1992 - Ocean - In-House 
[M|¥] 


§ Ocean’s best film 
licence was 
definitely this. It’s 
a massive and 
varied platformer, 
with a wonderful 
cast of characters 
and oodles of 
secrets to explore. It was the 
Amiga’s answer to Mario 3. 


#03 - Robocop 3 


1992 - Ocean - DID[M|V] 


Another Ocean 
classic, based on 
the terrible 
Robocop film. This 
was very ahead of 
its time, with cool 
FPS walk through 
sections and 3D 
driving. A wonderful game, and 
really gives you the feel of being 
Robocop. 


#04 - Dune 


1992 - Virgin Games - Cryo 
[M|¥V] 


Cryo, perfectly 
captured the Dune 
book and clearly 
using the 1984 
David Lynch film 
of Dune as 
inspiration. 

This was number 
46 on our Top 50, if you wish to 
read more about the game. 


#05 - Aladdin 


1994 - Virgin Games - Jaguar 
[MI¥] 


Whilst better on the 
Mega Drive, the 
Amiga version that 
} is AGA only is a 

very close second. 
9 This has beautiful 
animation and great 
level designs. 


#06 - Hudson 
Hawk 


1991 - Ocean - Special FX 
[M|¥] 


Based on the huge 
flop film starring 
Bruce Willis about 
a burglar doing one 
last job. Here you 
have a solid Ocean 
platformer. Whilst 
very little to do 
with the actual film, it is 
competent and fun platform 
game. 


#07 - Blues 


Brothers 
1991 - Titus - In-House [M|V] 


A great film licence 
of the classic 80s 
film. Full of chip 
renditions of the 
movie soundtrack, 
and great 
characterisation of 
the duo are 
awesome. Well worth a play 
through. 


#08 - Batman: 
The Movie 


1989 - Ocean - In-House [ M | V ] 


Mixing in great 
platform sections, 
gorgeous 
Bat-mobile driving 
sections and 
Bat-wing flying 
parts, this game 
turned a lot of 
heads on the game’s release and 
the Amiga bundle Batman pack 
was one that made most gamers 
switch to this wonderful 
machine. 


#09 - Jurassic 
Park 


1993 - Ocean - In-House [M | V ] 


An enjoyable 
game, based on the 
classic dino romp. 
You must explore 
the park, 
electrocute the 
dinos and make it 
safety home. Also 
of note was the rather snazzy 
first person shooter sections in 
the game. 


#10 - Star Wars 


1988 - Domark 
- Vector Grafix [M| V ] 


ased on Atari's 
1983 classic, the 
Amiga finally 
years later gave a 
home port worthy 
of the arcade. 
The mouse 
control: 
made the game a lot easier. 
Back in 1988 this was the best 
Star Wars game to play in the 
home. They also ported Empire 
Strikes Back and Return of the 
Jedi to the Amiga as well. 


#11 - Elvira: The 
Arcade Game 


1991 - Flair Software - In-House 
[M|V¥] 


OK another not 
. based on a specific 
film per-say. And 
also you could say 
the two RPG games 

based on her, are 
better. But I have a 
real soft spot (two 
soft spots really) for this fun 
platform game. 


#12 - 

Indiana Jones And 
The Last Crusade: 
The Graphic 
Adventure 


1989 - LucasFilm - In-House 
[M|V¥] 


The first Indy 
graphic adventure 
» was really quite 

special. Using the 
SCUMM engine of 
Monkey Island 

q fame but setting it 
in the lovable 

Indiana Jones world, makes this 

one of the movie-tie in greats. 


#13 - Lethal 
Weapon 


1992 - Ocean - In-House 
[MI¥] 


The game is very 
cookie cutter, and 
doesn’t do anything 
special. But it plays 
alright and has the 
wonderful Barry 
Leitch’s music, 

which puts in my 
list of best movie tie-ins. 


#14 - The Spy 
Who Loved Me 


1990 - Domark - Kremlin [M | V ] 


wer Probably the best 
James Bond game 
,, in the Domark era. 
Well they were all 
fey | yi. 
| 


pretty naff, so not 
that much of a 
& ringing 
endorsement. This 
game does all in its power to ruin 
the fun, with poor design 
decisions at every turn, still I do 
have a special soft sport for it. 


e a 
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#15 - 
The Lion King 


1995 - Virgin Games - In-House 
[M|¥] 


Hy An AGA only 
game. It’s a so-so 
platformer, with 
nice graphics and 
sound, but pretty 

average and 

gameplay. The 
stampeding bonus levels are very 
good however. 


| ae 


#16 - 
The Untouchables 


1990 - Ocean - Special FX 


Based on the Kevin 
Costner classic 
about Eliot Ne: 
and the capturing 
of Al Capone. This 
is a typical multi 
genre Ocean game, 
but very polished 
and one of their best. To note 
there is a modern home-brew 
Special Edition released of the 
Amiga game in AGA. This 
improves the graphics and tweaks 
the gameplay. 


#17-T2: The 
Arcade Game 


1993 - Virgin Games - Probe 
[M|¥] 


After Ocean’s 
terrible multi-genre 
Terminator 2 game, 
us Amiga gamers 
{ held out little hope 
1) for a decent 
Terminator game. 
Thankfully Virgin 
released a fantastic port of the 
1991 Midway arcade game. Sure 
like the original it got repetitive, 
but it was a fun and faithfully 
uick blast for us lovers of the 
ilm. 


#18 - Robocop 


1989 - Ocean - In-House 


Compared to the 
arcade or fab 8-Bit 
ports, the Amiga 
version was 
annoyingly 
average. Still the 
Data East game 
with all the 
additional trimmings of the bonus 
levels, like photo-fit etc, makes 
still worthy of a play. 


#19 - 
Arachnophobia 


1991 - Titus - BlueSky [M|V ] 


Why Disney 
thought it would be 
a good idea to doa 
kids’ film about 
spiders I will never 
understand. But I 
do know that the 
game whilst not a 
sic, is quite satisfying as you 
move house to house clearing the 
rooms of the spiders. 


#20 - Hook 


1992 - Ocean - In-House [M|V] 


Another failed 
film, about Peter 
Pan growing up. 
Still this adventure 
game, whilst a poor 
contender to the 
genre, nevertheless 
is a bit of fun. It 
suffers from being too linear in 
the puzzles, but at least it's a bit 
difference for a film licence. 


#21 - The 
Karate Kid: Part II 


1987 - Microdeal - In-House 
[M|V] 


the time and was 
well received at the 
time. The game is 

uite short and the 

ighting (i.e. the 
main bit) isn’t the 
greatest. But hey 

it’s a Karate Kid 

game and that makes it (to me at 
Teast) interesting. 


#22 - Back To The 
Future: Part III 


1991 - Image Works - Probe 
[M|V] 


genre mini games, 
glued together to 
tell key moments 
of the film. This. 
has some quite 
enjoyable sections 
and good variety. It 
is average, but it's also Back to 
the Future baby!! So you gotta 
love it. 


#23 - Back To The 
Future: Part II 


1991 - Image Works - Probe 
[M|¥] 


Another multi- 
genre game. This 
time though you 
have the great 
details of the 
future levels. Not a 
good game, but 
many fond 
memories playing 
through this game, as it came 
with my Amiga. 


#24 - The Godfather 


1991 - U.S. Gold 


If only the 
gameplay could 
match the graphics 
in this stunningly 
beautiful game. 
Worth playing just 
for its visuals. 


#25 - Plan Nine 
From Outer Space 


1992 - Gremlin 
- Gremlin Ireland [M|V] 


The Ed Wood 
infamous B-Movie 
classic, turned into 
an adventure 
game. It’s not a 
great game, but 
wins points for it 
being on such a 
cool film. It also included the 
VHS of the film with the game. 


#26 - Nightbreed: 
The Interactive 
Movie 


1990 - Ocean - Impact [M|V] 


Look the game is 
terrible. But it has 
nice graphics and is 
based on the cult 

§ cool, Clive Barkers 
film. Plus it came 
with my Amiga so I 
have fond 
memories despite its crapness 
(don’t judge me). 


#27 - Fright Night 


1988 - Microdeal - In-House 
[M|V] 


OK, we are really 
getting into bad 
games now. But 
based on cool 
movies and so I 
want to shout out 

__ them, as I expect 

many don’t even 

know of its existence. 


With the fantastic graphics of 
Pete Lyon (Godfather, Karate 
Kid Part II), this lets you play 
the vampire, who must go around 
the house munching on people. 
For that premise alone, it’s worth 
a quick play. 


#28 - Navy Seals 


1991 - Ocean - In-House 
[M|V] 


It may be rather 
cookie cutter, but it 
has gorgeous 
graphics and plays 
pretty well. Plus 
it’s yet another 
movie licence many 
might not know it had a game 
tie-in. 


#29 - Last 
Action Hero 


1994 - Psygnosis - The Dome 
[MI¥] 


Right so this is 
terrible, being a 
poorly put together 
beat ‘em up, and 
the main hero looks 
nothing like Arnie. 
But the music is 
really good and 
there is a speed hack version of 
the game, that makes it a bit 
more playable. 


#30 - Total Recall 


1990 - Ocean - In-House 
[M|V] 


Another terrible 
cookie cutter, 
Ocean movie tie- 
in. This was 
thrown together in 
record time, when 
the original 
developers failed to deliver. So 
Ocean through everyone at this 
and this the result. A pretty 
looking, cookie cutter game, 
that hasn’t had time for 
balancing the gameplay, or 
making anything special. 


Licences: 
V shows 

Top 

Games 


#01 - Star Trek 
25th Anniversary 


1993 - Interplay - Metadigm 
[M|¥] 


Turning the 
iginal Star Trek 
series into an 
adventure game 
was a great idea, 
and works well at 
capturing the 
essence of the TV 
show. Unfortunately only the 
AGA version came out, with 
the OCS/ECS version 
cancelled. 


#02 - Monty 
Python's 
Flying Circus 


1990 - Virgin - Core [M|V] 


Simon Phipps 
(Rick Dangerous, 
Bubba ‘N Stix) 
created this 
wonderfully 
bizarre tribute. It 
was like the Terry 
Gilliam cartoons, 
coming to life, 
with many of the show’s 
sketches given a nod to. Not 
the greatest platformer, but 
unique and mad, as the TV 
show. 


#03 - 'Allo 'Allo! 
Cartoon Fun! 


1993 - Alternative - In-House 
[MI¥] 


Based on the twee 

TV comedy about 

occupied France 

in World War 

Two. This is a 
3 very average 

platform game, 
but it is elevated by the fab 
graphics, and little touches, 
that captures the TV show so 
well. Definitely play if fans of 
the show, or enjoy older 8-Bit 
style platform games. 


#04 - Dalek 
Attack 


1992 - Alternative - In-House 
[M|¥V] 


Many people 
don’t realise there 
was a Dr Who 
game released. 
This is an average 
platformer, but its 
nicely drawn 
sprites and what 

else are you going to play? 

Dr Who Top Trumps video 

game? 


#05 - The 
Twilight Zone 


1988 - First Row - In-House 
[M|¥] 


A text adventure 
game with lovely 
graphics, based on 
the 1960s TV 
show, take my 
money. The actual 
text adventure 
isn’t as good as 
Infocom nor the other greats. 
But it’s still worthy to give ita 
play through. 


#06 - Saint & 
Greavsie 


1989 - Grandslam - Core 
[M|¥] 


One of Core 
Design’s first 
games. Here they 


successful 
answers being 
goals in football matches. It’s a 
nice idea and works well, even 
if it’s tough to guess the 
answers today years on. 


#07 - American 
Gladiators 


1993 - Gamtek - Imagitek 
(M|V] 


==pzits=== 


= Sadly we never 
got seea UK 
Gladiators game 
released. But there 
was a US version. 
What we have 
here is a series of 
so-so mini games, 
based on the various 

challenges. 


#08 - A Question 
Of Sport 


1989 - Elite - In-House [M | V ] 


Another sports 
quiz game. This 
does a competent 
enough job of 
recreating the TV 


all the sport celebrities in the 
quiz panel. 


#09 - Hill Street 
Blues 


1991 - Krisalis - In-House 
[M|¥] 


Not a TV show I 
have ever 
watched. But this 
is essentially a 
police simulator, 
drive around, ride 
out and thwart 
crimes, It is well 
done and if I had more affinity 
with the TV show, this probably 
would have been higher up my 
list. 


#10 - Spitting 
Image 


1989 - Domark - In-House 
[MI¥] 


“ 


Ronald's 


Based on the 
satirical puppet 
TV show of the 
1980s, they turned 
in into a fighting 
game. It’s a 
terrible title, with 
minimal moves. 
But where else can you fight 
Margaret Thatcher, Gorbachev, 
Ronald Reagan, The Queen and 
Pope John Paul II. Let the 
fighting commence. 


Licences: 
Cartoons 
Top 25 
Games 


#01 - Scooby Doo 
And Scrappy Doo 


1991 - Hi-Tec - In-House 
[M|¥V] 


Once you get past 
the crushing 
disappointment 
that only really 
Scrappy-Doo is 
featuring in the 
game. You then 
are won over by the great 
graphics, awesome tune and 
reminding yourself it’s only a 
budget game. Yes it may be a 
cookie cutter platformer, but 
it’s still loads of fun. 


#02 - Thundercats 


1989 - Elite - In-House 
[M|¥V] 


Despite the 
game’s repetitive 
simplicity, there 
is something 
engaging with the 
game. It calls 
back to arcade 
classics like Rygar, Altered 
Beast and Rastan, and does a 
pretty good recreation, with the 
Thunderbird licence slapped 
on. Definitely worth a play. 


#03 - North 
& South 


1989 - Infogrames - In-House 
[M|¥V] 


Based on the 
Belgian comic 
Les Tuniques 
Bleues. This is a 
fun real time 

_ strategy game, 
and mini games. 
It plays pretty 
well and charms you with its 
graphics. Look at 48 on our top 
50 to know more about the 
game. 


#04 - 

The Simpsons: 
Bart vs. The 
Space Mutants 


1991 - Ocean 
- Arc Developments [ M | V ] 


In the late 80s 
* early 90s us kids 
~ were desperate 
for a Simpson 
game in the 
‘s home. This 
—< aml strange platform 
puzzle game 
wasn’t quite what everyone 
wanted. Still the Amiga version 
is a lot fairer and prettier than 
the NES original. 


#05 - 

Mickey Mouse: 
The Computer 
Game 


1988 - Gremlin- In-House 
[M|¥] 


Ey. Fd Gremlins Mickey 


platformer, is 
pretty cute, with 
well drawn 
sprites and 
interesting 
platforming, 
interspersed with mini games. 


#06 - Viz: 
The Game 


1991 - Virgin Games - Probe 
[M|V] 


Based on the UK 
adult cartoon. In 
1991 Probe took 
these lovable 
characters and did 
an Olympic style 
event game. So if 
seeing how you 
can fart with Johnny Fart pants, 
or a run in the woods with 
Buster Gonad and Biffa Bacon 
sounds your cup of Newcastle 
Brown Ale...then this game is 
for you. 


#07 - Krusty's 
Fun House 


1993 - Virgin - Audiogenic 
(MIV] 


Originally this 
was anon 
licenced game 
called Rat Trap. 
But they slapped 
q the Simpson 
licence on it, and 
made a lot of 
extra sales. Mixing in 
Lemmings, with a platformer, 
you have to create a pathway 
for the rats to get squished by 
your trap. Fun game, although I 
prefer the graphics in the 
unreleased Rat Trap. 


#08 - The Jetsons: 
George Jetson 
And The Legend 
Of Robotopia 


1989 - Microillusions - 
The Dreamers Guild [ V ] 


This is actually a 
really solid point 
and click 
adventure game, 
with lovely and 
faithful graphics 
throughout. 
Definitely a lesser 
known gem, well worthy of 
more peoples time. 


#09 - Snoopy: 
The Cool 
Computer Game 


1989 - The Edge - Softek 
(M|V] 


wanders around 

picking up items 
a and using 

elsewhere ina 
quest to find Linus’s missing 
blanket. All the main cast 
appear in the game and along 
with the backgrounds, look like 
they could have been from the 
cartoon. Sure the puzzles are a 
bit illogical, but when it looks 
this good I can forgive it. 


#10 - Garfield: 
Big, Fat, 
Hairy Deal 


1988 - The Edge - Softek 
[M|V] 


py In this Dizzy style 
adventure, you 
i play Snoopy, who 
7) 


3 


Another Edge, 
Dizzy style 
adventure. You 
play Garfield who 
must rescue 
Arlene from the 
city pound. 
Beautifully 
drawn, with all the characters 
looking just like the comic 
strip. The game is annoyingly 
‘h and has illogical puzzles, 
this stops it from being a 


#11 - Yogi's 
Great Escape 


1990 - Hi-Tec - In-House 
(MI¥] 


Another cookie- 
cutter platformer 
starring 
everyone's 
favourite picnic 
snatching bear. 
Cheap and 
cheerful like the 
original budget asking price, 
this does what it says on the 
tin, 


#12 - Spy Vs Spy 


1989 - Wicked - First Star 
[M]¥] 


Based on the 
MAD magazine 
ics. In the 
game you have to 
lay traps for your 
rival spy. Better 
as a two player 
game. If you 
loved it on the 8-Bits then the 
Amiga version is more 
colourful and smoother. 


#13 - 
Huckleberry 
Hound In 
Hollywood 
Capers 


1993 - Alternative - Quex 
(M/V] 


m 

OK, it’s a terrible 
game I know. But 
T have always 
loved the 
character so for 
me this is the 
dogs danglies. 


#14 - Hong Kong 
Phooey 


1990 - Hi-Tec - Twilight 
[M|¥] 


budget platformer. 
This was made by 
Twilight of Alfred 
Chicken fame. 

This is cheap and 
churned out. But 
you get to play Hong Kong 
Phooey in a video game. 


#15 - Ruff And 
Reddy In The 
“Space 
Adventure” 


1990 - Hi-Tec - Twilight 
[M|V] 


cat and dog duo. 
Actually 
Han O gameplay-wise 
this should be 
higher on the list. It’s just | am 
less familiar with the cartoons. 


Another Hi-Tec 
platformer, this 
time based on the 


#16 - Teenage 
Mutant 
Hero Turtles 


1990 - Image Works 
- Daisysoft [M | V] 


Known as Hero 
not Ninja in 
Europe (because 
the word ninja 
was a scary 
word), this isa 
reasonable port of 
the Konami NES game. 


#17 - 

Count Duckula: 
No Sax Please - 
We're Egyptian 


1990 - Alternative 
- Enigma Variations [M | V ] 


Based on the 
spin-off Danger 
Mouse cartoons 
and voiced by 
~ David Jason. This 
==" follows the 
vegetarian vampire duck 
through Egypt to find a magical 
sax. I Do love the funky 
version of the title music in the 
game. 


#18 - 
Le Adventures de 


Carlos 


1994 - Microids - In-House 
[¥] 


The original 
French name for 
the cartoon 
“Around The 
World In Eighty 
Dreams”. The 
game has 
frustrating 
unresponsive controls, but is 
weirdly compelling to play. 


#19 - Hagar 
The Horrible 


1991 - Kingsoft - In-House 
(MIV] 


Based on the 
newspaper comic 
strip. The 
graphics of all 
the characters 
look awesome 
here. 
Unfortunately 
gameplay-wise it lives up to the 
horrible in the name. Still it’s 
the only Hagar game we are 
likely to ever get. 


#20 - Wacky 
Races 


1991 - Hi-Tec 
- Enigma Variations [ M | V ] 


Based on the 
newspaper comic 
strip. The 
graphics of all 
aa characters 
Sam. look awesome 
here. 
Unfortunately gameplay-wise it 
lives up to the horrible in the 
name. Still it’s the only Hagar 
game we are likely to ever get. 


#21 - Cattivik: 
The Video Game 


1992 - Idea - Digiteam [ V ] 


Based on an 
Italian cartoon 
Cattvik is a 
mischievous 
burglar, and so 
you must go and 
rob ten houses. 
It’s weird and 
bizarre, but still worth a quick 
go on the game. 


#22 - Tintin 
On The Moon 


1989 - Infogrames - In-House 
[M|¥] 


One of the most 
cress: famous Belgian 
< comic hero. 
Tintin is an OK 
adventure, the 
graphics are cool 
and pressing F1 
to turn off the 
gravity is a laugh. Give it a go. 
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#23 - 
Judge Dredd 


1990 - Virgin Games 
- Random Access [ M | V ] 


This game is 
pretty dire, but 
sadly its not the 
worst Judge Dredd 
game out there. 
Here on the list as 
Tlove 2000 AD. 


#24 - 

Top Cat Starring 
In Beverly 

Hills Cats 


1991 - Hi-Tec - Twilight 
we] 


. Ci ee pe 

#15500 © 
Overhead 
platform puzzler, 
with crisp 
graphics and 
lacklustre 
gameplay. 


(oe = 


#25 - 

Pixie And Dixie 
1993 - Alternative - In-House 
[MIV] 


Mr Jinx the cat, 
has used a book to 
turn the household 
appliances against 
the mice. So they 

. must find the 
pages and munch 
all the cheese. 


#01 - Fast Food 


1990 - Codemasters - Optimus 
[MIY] 


My favourite 

zy spin-off. 

entially an 
update to 
Pac-Man, where 
you have to pick 
up all the fast 
moving food and drink, to 
finish the maze. Lots of variety 
and gorgeous to look at and 
listen to, this is a real gaming 
gem. 


#02 - Drip 


1989 - Public Domain 
- Art Skiles [ V ] 


2 
be 
» 


A Public Domain 
game, where as a 
drip you must rust 
all the pipes, 
whilst dodging all 
the enemies. Also 
came free on CU Amiga in June 
1992. 


#03 - Pac-Mania 


1988 - Grandslam - Teque 


Another solid 
home port of the 
Namco 1988 
Isometric Pac-Man 
sequel. This 
version of Pac- 
Man adds in 
multiple scrolling 
maps, and the ability for Pac to 
jump over the ghosts. Made by 
Peter Harrap (Monty Mole 
creator) and Shaun 
Hollingworth of Gremlin fame. 


#04 - Dyna 
Blaster 


1992 - Hudson Soft - Ubisoft 
MIY] 


Bomberman for the 
Amiga by another 
name. This as you 
2] would expect is just 
te as addictive, and is 
solidly put together. 
This was number 
21 on our top 50 
list if you want see more with the 
game. 


#05 - 


Emerald 
Mine 


1987 - Kingsoft - In-House 
[M|¥V] 


More than a simple 
clone to Boulder 
Dash. This adds a 
lot more variety 
and ideas into the 
mix, making it in 
many ways a lot 
more compelling. 


#06 - Blitz 
Bomber 


1998 - Public Domain 
- Leading Edge [ V] 


Originally to be 
released in 1996 as 


™~ 4 a commercial game. 
Unfortunately 
My Hudson Soft had 


other ideas and shut 
the game down. 


Eventually in April 1998 the full 
game was released on issue 109 
of Amiga Format. It is a great 
Bomber Man game offering a lot 
of neat ideas and impressive 16 
person simultaneous bomber 
matches. 


#07 - 


Cave 
Runner 


1991 - Public Domain [ V ] 


Another Boulder 
Dash clone. I was 
always drawn to 

this one, with the 
cute visuals and 


Disk #1 compilation and also on 
CU Amiga on their June 1991 
issue. 


#08 - Deluxe 
Pacman 


1992 - Public Domain 
- Edgar M. Vigdal [ V ] 


This takes the the 
idea of Pac-Man, 
but throws in power 
ups, limited 
appearing pills and 
so much more. In 
fact many of the 
ideas here, seemed to find its way 
on to the Pac-Man Champion 
Edition games years later. Came 
on many cover disks on Amiga 
Magazines and Assassin Game 
Disk #41. 
In 1995 he released an AGA 
version of the game, adding more 
colours. 


#09 - Bob’s 
Bad Day 


1993 - Psygnosis - The Dome 
([MI¥] 


Essentially a clone 
of the obscure 
Taito arcade game 
Cameltry. Like that 
you must rotate the 
maze to guide Bob 


to collect all the 
coins and get to the 
exit within the time limi 
fun, colourful and entertai 
little game. 


#10 - Mean 
Arenas 


1993 - I.C.E. - Nite Time 
] 


Part Pac-Man, part 
@ Running Man, this 
overhead maze 
game is a load of 
fun, constantly 
adding new ideas 
as you progress to 
always keep it fresh. A hidden 
gem, that is deserving of a play. 


#01 - 

James Pond 2: 
Code-name 
RoboCod 


1991 - Millennium - Vectordean 
[MIV] 


Toon 


This is the best the 
Amiga has to offer 
in platformers, with 
a massive game, 
full of varied levels 
and creatures to 
defeat. It also had 
loads of cool 
secrets at every turn that just 
keeps you playing until the end. 
We put it at number 16 on our 
combined RGDS Top 50 if you 
want to read more about this 
game. 


#02 - Woodys 
World 


1993 - Acid - Vision [M 


thing in this book, 
and its to get 
people to discover 
this Amiga 
platformer classic, 
I will be happy. A 

massive game full 
of varied levels, loads of secrets 
and polished, well thought out 
gameplay. For me this the 
second best platform game on 
the Amiga. 


#03 - Fire & Ice 


1992 - Renegade - Graftgold 
[M|V] 


A beautiful 
platformer, about 
rescuing the baby 
coyotes and getting 
the pieces of the 
key. Collectively 
we put it at number 
15 on our RGDS 
Top 50 Amiga games. 


#04 - 
Switchblade II 


1991 - Gremlin - In-House [ M | V] 


Gremlin’s sequel 
went for a much 
more console look, 
making a game far 
more like Metroid 
and Strider than the 
original. This was a 
special game to me 
and I think holds up really well. 
We put it at number 45 on our 
Top 50 Amiga games, if you want 
to read more about it. 


#05 - Rainbow 


Islands 


1990 - Ocean - Graftgold 
[M|¥V] 


This rainbow 
platformer by Taito 
classic is an almost 
arcade perfect 
conversion by 
Graftgold. We put 
it at number 28 on 
our Top 50. 


#06 - Rod-Land 


1991 - Storm - Random Access 
[M|¥V] 


This is another 
arcade perfect gem, 
being the port of 
the obscure Jaleco 
} arcade game. 
Taking the idea of 
Bubble Bobble and 
running with it, this is another 
classic, showing what the Amiga 
was capable of. 


#07 - Superfrog 


1993 - Team17- In-House 
[MI¥] 


Team17 effortlessly 
made one of the 
best platform 
games on the 
Amiga. Varied 
levels, great music 
and loads of 
humour, what’s not 
to like? We put it at number 20 
on the RGDS top 50, if you want 
to read more about the game. 


#08 - Turrican II: 
The Final Fight 


1991 - Rainbow Arts - Factor 5 
[MIV] 


Takes everything 
that made the 
original game great. 
* Adds even better 
music and 
interesting level 
variety, and you 
have one of the best run ‘n’ gun. 
platformers of all time. We put it 
at position 36 on our combined 
RGDS Top 50 game list. So if 
you want to more about the 
game, then look no further. 


#09 - Wolfchild 


1992 - Core - In-House [M|V] 


Another Simon 
Phipps (Rick 
Dangerous, 
Switchblade, 
Bubba ‘N’ Stix) 
classic, Mixing in 
Strider with Altered 
Beast, combined 
with lots of cool graphical tricks, 
and this won many, such as me 
over to its gaming charms. We 
put this at number 44 on our 
combined RGDS Top 50 Amiga 
So read there if you 
to know more. 


#10 - Harlequin 


1992 - Gremlin 
- The Warp Factory [M | V ] 


Delightfully weird 
and original, this 
platformer is such 
an experience to 
pay. Sure some of 
the jumps and old 
skool gameplay 
mechanics can 
frustrate today, but this needs to 
be experienced by more. We put 
it at number 26 on our Top 50 
Amiga games, if you wish to read 
more about it. 


#11 - Ruff'n' 
Tumble 


1994 - Renegade 
- Wunderkind [M|V] 


Another hidden 
gem on the Amiga 
needed to be 
played by more. 
This game is such 
gorgeous and 
frantic run ‘n gun, 
that you will be 
constantly checking to see it’s all 
running on standard Amiga. 
Simply breathtaking. We put it at 
number 23 on the RGDS Top 50, 
if you want to read more. 


#12 - Bubble 
Bobble 


1988 - Firebird - Software 
Creations [M|V] 


Feels almost arcade 
 perfe t. Based on 
the Taito 1986 
classic about two 
=, bubble blowing 
dinosaurs it was 
pure gaming genius. We go in 
depth with the game as part of 
the number 28 Rainbow Island 
section of the books. In 2020, 
Tiny Bobble a more accurate 
home-brew game came out. 


#13 - The Addams 
Family 


1992 - Ocean - In-House 
[MIV] 


Ocean’s best film 
licence was 
definitely this. It’s 
a massive and 
varied platformer, 
with a wonderful 
cast of characters 
and oodles of 
secrets to explore. It was the 
Amiga's answer to Mario 3. 


#14 - Gods 


1991 - Renegade 
- Bitmap Brothers [ M | V.] 


An awesome 
platformer, where 
you take a 
Hercules character 
on a challenge to 
become a God. 
Beautiful graphics 
and solid 
gameplay, makes this one of my 
favourite games on the Amiga. 
This was number 24 on our 
RGDS Top 50 Amiga games, if. 
you wish to read more about this 
classic. 


#15 - 
Chuck Rock II: 
Son Of Chuck 


1993 - Core - In-House [ M| V ] 


I adore this Core 
platform game 
about a caveman 
baby with a big 
club, off on a quest 
to save Chuck 
Rock his dad. This 
sequel has a lot 
more technical wizardry going 
over the first, and a full 
soundtrack. The CD32 
soundtrack in-particular is 
worthy of a mention. 


#16 - Turrican 


1990 - Rainbow Arts - Factor 5 
[MIV] 


The 16-Bit 

Factor 5 port of 
Turrican is 
wondrous. Not 
only did it 
perfectly capture 
the C64 sprawling 
levels, and fast 
frantic gameplay perfectly, but it 
also added in the stunning Chris 
Huelsbeck soundtrack, make this 
a must play for Amiga owners. 
We cover the game as part of the 
number 36 section of the book if 
you want to read more. 


#17 - Turrican 3 


1993- Renegade - Factor 5 
[MIV] 


Often criticised for 
being different to 
the first two, this 
| for me is actually 
welcome, with the 
less sprawling, 
more focused level 
design being a lot 
of fun. Known as Mega Turrican 
on the Mega Drive, this shows a 
lot of wizzy effects and pushes 
the Amiga to the edge. It also 
has in my opinion the best 
overall soundtrack of Chris 
Huelsbeck. Only the later 
weaker H.R. Giger levels, let 
things down. Again we cover the 
game as part of the number 36 
section of the book if you want 
to read more. 


#18 - Arabian 
Nights 


1993 - Krisalis - In-House 
[MI¥] 


You play as 
Sinbad Jr. Who 
must rescue the 
princess. With 
Dizzy-like puzzles 
and solid 
gameplay, this 
game was a real 
classic for the Amiga. It also 
has rather snazzy flying carpet 
shooting levels. 


#19 - Bubba 
'n' Stix 


1994 - Core - In-House 
[M|¥] 


In this puzzle 
platformer you 
play Bubba, who 
with his trusty 
alien sidekick who 
looks like a Stix, 
go on a quest to 
rescue all the 
aliens. Made by Simon Phipps 
(Rick Dangerous, Switchblade 
and Wolfchild), this has 
hilarious gameplay and lots of 
cool animation. 

More fun that what you can 
shake a stick at. 


#20 - The Great 
Giana Sisters 


1988 - U.S. Gold - Time Warp 
(MI¥] 


Famous for being 
pulled shortly 
after release, when 
Nintendo saw its 
striking 
milarities to a 
certain plumber. 
Thi: lla great 
game, riffing on whole levels of 
Super Mario, but adding the 
music of Chris Huelsbeck. 
This definitely a game that 
must be played on the Amiga. 


#21 - Chuck Rock 


1991 - Core - In-House 
[M|V] 


You play a 
PS] caveman off to 
hao! save his girlfriend 
3 ria from the evil Gary 
‘ Gritter (how little 
YS ot they knew). This 
is another Core 
platformer classic, chock-full of 
humorous creatures and rocking 
music. The Mega CD version is 
my go to version today, but this 
Amiga port holds a special 
place in my heart. 


#22 - B.C. Kid 


1992 - Ubisoft - Factor 5 
[MIY¥] 


The Amiga port of 
Bonk’s Adventure 
is really good. It 
upscales the 
graphics and 
remixes the 
soundtrack and 
makes ita 
compelling version to own. We 
put this at 31 in our top 50 
game list in the book. So you 
can go there to know more 
about this game. 


#23 - Flood 


1990 - Electronic Arts 
- Bullfrog [M|V] 


Bullfrog’s only 
entry into the 
platform genre is 
actually rather 
good. You play 
Quiffy essentially 
a sewer Womble. 
Armed to the 
teeth and able to climb walls, 
makes Flood a very unique 
platformer. We put this at 49 on 
our top 50 games, if you want 
to read more on the game. 


#24 - 


Parasol Stars: The 
Story Of Rainbow 


Islands II 


1992 - Ocean - In-House 
[M|¥] 


Taito’s sequel to 
Rainbow Islands, 
came out only in 
the home 
consoles. This 
time the gameplay 
is closer to 
Bubble Bobble, 
this time using a magic 
umbrella to pick up and hurl 
the enemies. Ocean’s port is 
one of best out there, and is 
worthy addition to the Amiga 
library.We go in-depth on this 
game in section 28 of this 
book. 


#025 - Toki 


1991 - Ocean - Ocean France 
[M|¥] 


Another great 
platform arcade 
conversion, based 


about a spitting 
monkey. 


#026 - Zool 2 


1993 - Gremlin 
- The Warp Factory [M | V ] 


The sequel of the 
alien ant, this 
time has Zooz a 
female alien who 
can jump higher 


and has a 
‘> @ different attack. 
Much better than the first 
game, with more level variety 
and gaming balance. 
#027 - Shadow 
Of The Beast HI 


1992 - Psygnosis 
- Reflections [ M | V] 


The third in the 
series is by far the 
best, with actual 
gameplay to join 
with the graphics 
and music this 
time. This has 
much more 
physics based puzzles this time 
and it's a shame many have 
never played this gem, being 
put off by the first two games. 
This was number 25 in out top 
50 list, if you want to learn 
more. 


#28 - Magic 
Pockets 


1991 - Renegade 
- Bitmap Brothers [M|V] 


Bitmap Brothers 
platform game is 
a strange one, 
having a character 
who looks like 
- how a Dad would 
draw a cool kid in 
the early 90s offset against 
weird no-cute and darker toned 
visuals. Yet it is still a Bitmap 
Brothers’ game and so full of 
polish and a rather cool 
digitised version of Betty Boo 
Doin’ The Do as the title track. 


#29 - Scooby Doo 
And Scrappy Doo 


1991 - Hi-Tec - In-House 
[M|¥] 


rn 
Once you get past 
the crushing 
disappointment 
that only really 
Scrappy-Doo is 
featuring in the 
game. You then 
are won over by the great 
graphics, awesome tune and 
reminding yourself it’s only a 
budget game. Yes it may be a 
cookie cutter platformer, but 
it’s still loads of fun. 


#30 - Alfred 
Chicken 


1993 - Mindscape - Twilight 
[MI¥] 


one A fun platformer 


where you play a 


« chicken, that 
looks more like 
o> Mr Cadbury’s 
Parrot mascot. It’s 
bright and 
colourful, by the 
numbers platformer, but put 
together solidly with great 
music, that you can’t help but 
love the game. 


#31 - Zool: 
Ninja Of The 
"Nth" Dimension 


1992 - Gremlin - In-House 
[M|V] 


a os 
Nai tet Ni Aint tind tis 
syisnlnia) sly 
Se toil nel 
The alien ant that 
was Gremlin’s 
answer to Sonic. 
(according to 
them) The game 
was so colourful 
and fast it made 
your eyes bleed 
out your ear. Whilst it’s no 
Sonic beater, it is however a 
fun platformer and worth a play 
through. The CD32 has more 
colours and a CD remastered 
soundtrack. 


#32 - Wonder 
Dog 


1993 - Core - In-House 
[M|V] 


As you can 
probably tell, I 
have a soft spot 
for Core platform 
games, and 
whilst this isn’t 
their best, it 
always makes me beam from 
ear to ear when I play it. As all 
Core games of this era, the 
game is better on the Mega CD, 
with a CD remastered 
soundtrack, but the Amiga 
version is still a great version. 


#33 - The 
NewZealand Story 


1989 - Ocean - Choice 
[MI¥] 


Another top Taito 
Ocean arcade 
conversion. This 
time you play Tiki 
the Kiwi who 
must save his 
friends from the 
evil walrus Leopard-Seal. 
Another arcade perfect gem on 
the Amiga we all enjoyed. 


#34 - First 
Samurai 


1991 - Image Works 
-Vivid Image [M|V] 


Whilst I am not as 
big a fan of the 
game as the others 
in RGDS. It is 
undeniable that 
this is a polished 
Raffaele Cecco 
platformer. As 
long as you can stand the 
overuse of sound effects. This 
was number 40 on our list. 


#35 - Apprentice 


1990 - Rainbow Arts 
- In-House [M| V] 


You play a wizard 
) who can pick up 
blocks and throw 
them (that’s not 
very magical -Ed)/ 
it's a twee hidden 
“gem this one, and 

it has the music of 
Chris Huelsbeck. 


#36 - Bubble & 
Squeak 


1994 - Audiogenic 
- In-House [M| V] 


Despite the 
terrible box art, 
the game is a 
sweet platformer 
about a Charlie 
Brown looking kid 
and his blue alien 
buddy. Play the 
CD32 version, as the music in it 
is masterful. 


#37 - Brian 
The Lion 


1994 - Psygnosis 
- Reflections [ M | V ] 


eC a 
A cute cuddly lion 
goes on an 
adventure to 
rescue his 
kidnapped chum. 
Technically 
impressive and 
looks very pretty, 
let down slightly by a feeling of 
floatiness at times as you play. 


#38 - Kid Gloves 


1990 - Millennium - In-House 
[M|¥] 


There is something 
very charmin; 
about this 8-Bit 
style flick-screen 
platform 
adventure. 
Incidentally after 
its release, the 
game was given away in Amiga 
Power issue 2, in June 1991. 


#39 - Leander 


1991 - Psygnosis 
- Traveller’s Tales [M | V] 


Made by the 
people who would 
go on to bring the 
World those 
fantastic LEGO 
games. This is a 
really fun 

platformer, which is only lower 
on this list as it lacks a little 
variety between the levels. 


#40 - Rick 
Dangerous II 


1990 - Microstyle 
- Core [MV] 


This wonderful 
platformer by 
Simon Phipps, 
replaces the Indy 
Jones get-up for a 
Flash Gordon 
outfit, to save the 
Earth from an 
Alien invasion. For me this 
takes all that was great in the 
original, but makes it a bit 
fairer to play. 


#41 - Rick 
Dangerous 
1989 - Firebird - Core [M | V ] 


In the first game 
Rick is basically 
Indy Jones and 
you try to escape 
the tomb trying to 
escape the Coolu 
tribe and the 
Nazis. Full of lots 
of trial and error traps, the 
game nevertheless is so much 
fun to play. 


#42 - Kid Chaos 


1994 - Ocean 
- Magnetic Fields [ M| V ] 


Made by the duo 
that brought us 
the Lotus and 
- Super Cars 
games, this is is a 


‘ really fas' 
: al polished game, 
that passed many 
Amiga owners by. Also check 
out that that techno dance 
music track. 


#43 - Global 
Gladiators 


1993 - Virgin - In-House 
[M|V] 


Converted from 
the Mega Drive 
version by Dave 
Perry (Shiny 
Entertainment). 
This have you 
play Mick and 
Mac in this 
McDonald themed adventure 
where you clean up the killer 
slime, and probably cut down 
rain forests to make cheap 
burg 
A special note should go to the 
converted Tommy Tallarico 
tunes by Andrew Barnabas (Did 
the music for SWIV). They are 
awesome. 


#44 - Cool Spot 


1993 - Virgin - In-House 
[M|¥] 


Another Virgin 
game by Dave 
Perry. This time 
it’s based on the 
red spot on the 
7-Up drink (no 
= seriously). Much 
better on the 
console versions, this is 
nevertheless an OK port by 
John Twiddy of Last Ninja 
games fame). I do find the later 
Tevels on all versions become a 
bit naff. 


#45 - Blues 
Brothers 


1991 - Titus - In-House [M| V ] 


A great film 
licence of the 
classic 80s film. 
Full of chip 
renditions of the 
movie 
soundtrack, and 
great 
characterisation of the duo are 
awesome. Well worth a play 
through. 


#46 - Alien Fish 
Finger 
1995 - Shareware - Skull Army 


Looking at the 
graphics and the 
name, and you 
have probably 
thought I have 
gone mad. But trust me this 
Shareware £4 game is one of 
the best games on the Amiga. A 
fab run ‘n gun platformer, that 
needs to be played by more. 


#47 - Qwak 


1993 - Team17 - In-House 
[M|V] 


A budget game, 
this has you play 
acute duck. Run 
around and 
collect all the 
keys to open the 
door. Simple arcade fun, but 
done to perfection. This is so 
addictive. 


#48 - Deliverance 


1992 - 21" Century Ent. 
- Devinart [M|V] 


The little known 
sequel to 
Stormlord. This 
has you as big 
and burly viking 
run around 
uing fairies. 
It isn’t as good as 
Gods, but it has nice graphics, 
and once you get used to the 
rigid controls, it can be a lot of 
un. 
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#49 - Hudson 
Hawk 


1991 - Ocean - Special FX 
[M|V] 


Based on the huge 

flop film starring 

Bruce Willis about 

a burglar doing one 

last job. Here you 

have a solid Ocean 

platformer. Whilst 
~ very little to do 

with the actual film, it is 
competent and fun platform 
game. 


#50 - Trolls 


1992 - Flair - In-House [M | V ] 


Starring those 
creepy Troll toys 
that my sister used 
= to collect. The 
game is another 
Amiga platformer 
where it throws 
every colour on the 
screen at once. But in this game 
it just seems to work. The music 
is gorgeous as well. 


#51 - Lionheart 


1993 - Thalion - In-House 
[MI¥] 


#54 - Switchblade 


1989 - Gremlin - Core [M|V] 


The original Sim 
Phipps Switchblade 
is a very different 
affair to the sequel. 
Much more a Rick 
Dangerous in space 
with the visuals. 
The game has 
difficult to get used to controls, 
great music and samey looking 
levels. 


#55 - Monster 
Business 
1991- Ascon - Eclipse [M | V ] 


Another hidden 
gem (unless you 
read a Top 100 list 
on Amiga Power, as 
Stuart Campbell 
loves this game). 
Imagine Bubble 
Bobble, but you 
inflate the monsters and push 
them off the screen. Great little 
game and mostly forgotten about 
today. 


#56 - Assassin 


1992 - Team17 - Psionics [ M_| V ] 


With the stunning 
art work of Henk 
Nieborg 
(Xenocrisis), this is 
areal hidden gem. 
It does have a 
counter-intuitive 
control scheme, where you have 
to press the button and then a 
joystick direction to different 
attacks. So often you forget to do 
both and lose health. But learn 
and spend time with the game 
and you will be rewarded as one 
of the Amiga’s best. 


#52 - Prehistorik 


1993 - Titus - In-House [ M | V ] 


M You playa 
caveman who must 
go around the 
neighbourhood 
bashing the poor 
34 creatures with your 
club for food. It is 
simple and 
endearing. I appreciate it’s a 
guilty pleasure of mine, but I am 
always charmed by this game. 


#53 - James Pond: 
Underwater Agent 


1990 - Millennium - Vectordean 
[MI¥] 


AMES You play James 


Pond, a fish with a 
mission to save the 
world from 
ecological disaster. 
The game is 
colourful and fun. 
To know more then 
check out number 16 of the book, 
as we also cover this game in far 
more depth. 


Team17’s answer to 
Strider. Whilst not a 
patch on the arcade 
Capcom original, it 
was certainly miles 
better than the 
official ports we 
got of the arcade. 
They released a Special Edition 
budget price version in 1994. 
This changed the look of the hero 
and made it easier. 


#57 - Bonanza 
Bros. 


1991 - U.S. Gold 
~ Synergy [M|V] 


Based on the 
unique 2 player 
1989 SEGA arcade 
game. You play 
two thieves, and 
must carry out 
heists. The Amiga 
captures the 
stylised gameplay and sounds 
perfectly, making this a solid and 
fun port. 


#58 - Myth: 
History In 
The Making 


1992 - System 3 - In-House 
[MIV] 


Thad ro 
“SATE SGV” 


Full of 
mythological 
creatures you must 
make your way 
through Ancient 
Greece, Egyptian 
and Viking to 
defeat the turned bad monsters. 
This has some lovely graphical 
touches in the game. 


59 - Elvira: The 
Arcade Game 


1991 - Flair Software - In-House 
s3 


‘@ Eow 


———S 
Flocootfuanso? x2 


OK another not 
based on a specific 
film per-say. And 
also you could say 
the two RPG games 
based on her, are 
better. But I have a 
real soft spot (two 
soft spots really) for this fun 
platform game. 


#00 - Lethal 
Weapon 


1992 - Ocean - In-House 
(MIV] 


The game is very 
cookie cutter, and 
doesn’t do anything 
special. But it plays 
alright and has the 
wonderful Barry 
Leitch’s music, 
which puts in my 
list of best movie tie-ins. 


#61 - Midnight 
Resistance 


1990 - Ocean 
jal FX[M|V] 


A great two player 
shooter, which is 
more fun on the 
Amiga as you 
don’t have to use 
the dial control 
with the joystick 
of the arcade 
original. Ported from the 1989 
Data East arcade game, this is a 
worthy run ‘n gun blaster. 


#62 - Mega Twins 


1991 - U.S. Gold - Twilight 
[M|¥] 


arcade port of the 
Capcom Chiki 


faithful to the 
arcade, and it was 

one on the Amiga I 
played a lot of. 


#63 - Liquid Kids 


1991 - Ocean - Ocean France 
[Vv] 


SC -B000 1500 Gooson00 


An unreleased 
game, as Ocean 
didn’t feel it was 
accurate enough to 
the arcade Taito 
original. Still it 

plays very solidly, 

even if the arcade 
game it’s based on, 
isn’t my favourite. 


% 


#64 - Second 
Samurai 


1993 - Psygnosis 
- Vivid Image [M|V] 


Enjoyable sequel, 
adds more effects 
and graphical 
wizzy effects, oh 
and also 2 player 
mode. On section 
40 on our books 
you will see this be 
discussed in more detail. 


#65 - Flink 


1995 - Psygnosis 
- In-House [M | V] 


More beautiful art 
from Henk Nieborg 


(who most r 

did Xenocrisis, 

Tiny Thor games). 

This has good 
Ee jj physics based 

puzzles and 
gorgeous music on the CD32 
version. 


ently 


#66 - Titus 
The Fox 


1992 - Titus - In-House [M|¥ ] 


Titus brought their 
mascot for a 
platforming 
adventure across 
14 levels to 
Marrakech and 


back. By the 
2 numbers it may be, 
but this platformer has a lot of 
heart, and well worth a play. 


#67 - Jim Power 
in "Mutant 
Planet" 


1992 - Loriciel - In-House 
[M|¥] 


sy wer Beautiful visuals 


and music by Chris 
» Huelsbeck 
=, (Turrican fame), 
vs ; 
2a there is a lot to 
Ez bt SS} love here. 

5 Gameplay 
sometimes lets it down and stops 
it being a classic, but its 
enjoyable romp nevertheless. 


#68 - Soccer Kid 


1993 - Krisalis - In-House 
(MIV] 


Aliens have stolen 
the World Cup and 
it’s up you with 
your trusty football 
to kick your way to 
victory. Nice 
graphics and 
music, the football 
as a weapon can be overly 
cumbersome at times though. 


#69 - James Pond 3: 
Operation Starfi5h 


1994 - Millennium - Vectordean 
[MI¥] 


James pond third 
platforming 
adventure was a 
real 
disappointment, 
with badly 
designed and 
similar levels and 
enemies. The Mega Drive 
version was the original this 
time, with the Amiga as merely a 
port. What we are left with is a 
pretty lacklustre game, but still 
good enough to make our list. 


#70 - Naughty 
Ones 


1994 - Interactvision 
- Melon Design [ M|V] 


Nice old skool, 
flick-screen 
platformer. The 
graphics are 
wonderful and the 
music is twee. A 
nice game to play, 
if hankering for more of these 
kind of platform games. 


#71 - Base 
Jumpers 


1995 - Rasputin Software 
- Shadow Software [M | V ] 


seseas 


Interesting 
platformer in two 
parts. First it’s a 
multiplayer race to 
the top of the 
building, dodging 
all the security 
guards and 
systems. Then once at top, its 
hurling yourself off the building 
to nudge your opponents into 
obstacles and be first to the 
bottom. Fun in multi-player. 


#72 - Mr. Nutz: 
Hoppin' Mad 


1994 - Ocean - Neon[ M| V ] 


Totally different 
game to the 
console releases. 
This has a stunning 
soundtrack and in 
= —~ my opinion a much 
= ont |. better game than 
the other versions. 
So off you go to attack those 
naughty chickens and save the 
day. 


#73 - Yogi's 
Great Escape 


1990 - Hi-Tec - In-House 
(MI¥] 


Another cookie. 
cutter platformer 
starring everyone 
favourite picnic 
snatching bear. 
Cheap and cheerful 
like the original 
budget asking 
price, this does what it says on 
the tin. 


#74 - Beavers 


1993 - Grandslam 
- Arc Developments [ M | V ] 


annoying forced 
scrolling section 
levels at the 
beginning, this 
platformer is 
colourful and quite 
a fun little game. 


#75 - Rolling 
Ronny 


1991 - Virgin Games 
- Touch Of Magic [M|V] 


You play an errand 
boy, a delivery 
clown who must 
deliver packages as 
fast as possible. 
It’s cute enough to 
play. 


#76 - Sink Or 
Swim 


1993 - Zeppelin Premier 
- Odysseus [M|V] 


ower Tonkbonieos 


Perhaps more a 
Lemmings style 
puzzle game than a 
platformer. In the 
game you as Kevin 
Codner must help 
the passengers 
escape the sinking 
cruise liner. It’s got some great 
puzzles and quite addictive. 


7 yak 


#77 - Premiere 


1992 - Core 
- The 8 Day [M|¥] 


GW Made by the team 
who brought us 
Heimdall (see 
RPG: Action). The 
game needs you 
across six film 
stages to find the 
missing film reels. 
It's an OK platformer, with nice 
music and animation. 


#78 - Thundercats 


1989 - Elite - In-House 
[M|¥] 


Despite the 
game’s repetitive 
simplicity, there 
is something 
engaging with the 
game. It calls 
back to arcade 
classics like Rygar, Altered 
Beast and Rastan, and does a 
pretty good recreation, with the 
Thundercats licence slapped 
on. Definitely worth a play. 


#79 - Captain 
Dynamo 


1992 - Codemasters - In-House 
[M|¥] 


Simple budget 
platformer with an 
awesome in game 
tune. You must 
recover all the 

~ diamonds and 
save the day. Great for a fun 
little diversion. 


#80 - The Killing 
Game Show 


1990 - Psygnosis 
- Raising Hell [M|V] 


Made by Raising 
Hell and Martyn 
Chudley who 
soon became 
Bizarre Creations 
and did all the fab 
Project Gotham 
games for Microsoft. 


This is puts you in an ED-209 
style robot and has you run and 
gun all around the level make 
your way finding keys to open 
gates, before the boiling liquid 
rises and kills you. (So 
Rainbow Islands with guns? - 
Ed). To tough for its own good, 
but those up for a challenge 
then this is worth a play, 


#81 - Dithell 
In Space 


1994 - Shareware 
- Darren Ithell [ V ] 


Only costing 
£3.99, this was 
the sequel to 
Dithell in 
Wonderland and 
is a much more 
shooty affaii 
Sporting a great title mus: 
track and some solid gameplay, 
this is one of my favourite 
Shareware/Public Domain 
games on the Amiga. 


#82 - Puggsy 


1994 - Psygnosis 
- The Dome [M|V] 


A port of the 
Mega Drive and 
Mega CD game 
by Traveller’s 
Tales. Mixing in 
puzzles and some 
rather cool music, 
this is quite a fun 
little jaunt. Even if it feels a 
little soulless in the looks 
department. It’s much better on 
the Mega CD version. 


#83 - Marvin's 
Marvellous 
Adventure 


1994 - 21* Century 
- Infernal Bytes [M | V ] 


Sporting an 
impressive 60 
levels this game 
programmed by 
Factor 5 member 
Florian W. Sauer 

© truly impresses. It 

is one if I spent a 

bit more time with, I can see it 
going higher up my list. 


#84 - Putty 


1992 - System 3 - In-House 
[M|¥] 


I suspect this 
would be much 
higher up, on 
most people’s 
lists. But I have 
never rated the 
game, with its 
over-use of sound samples and 
so-so gameplay. You play a 
blob, who can absorb, punch 
and jump your way around to 
rescue the kidnapped people. 


#85 - Aladdin 


1994 - Virgin Games - Jaguar 
[MIV] 


Whilst better on 
the Mega Drive, 
the Amiga 
version that is 
AGA only is a 
very close 
second. This has 
beautiful 
animation and great level 
designs. 


#86 - 

The Unusual 
Case Of 

Dr. Strange 


1994 - Public Domain - Ian West, 
Jonathan Eggelton [ V ] 


Great public 
domain game, 
mixing in Lode 
Runner and 
standard 
platforming. The 
game did see a 
sequel in 1995. 


#87 - Catch ‘Em 


1992 - Global Software 
- Prestige [M|V] 


Another hidden 
gem on the 
Amiga. Run 
around and catch 
all the monkeys 
before the timer 
= Tuns outs. Cute 
and addictive. 


#88 - Kid 
Gloves II 


1992 - Millennium 
- Digital Magic [M | V] 


Originally called 
Little Beau, but 
the Digital Magic 
went bankrupt. 
Millennium 
slapped on the 
name Kid Glove 
to try and 
increase sales. This plays like 
Wonderboy and it’s a game I 
am always drawn to. 


#89 - Morph 


1993 - Millennium - Flair 
[M|¥] 


Accidentally 
turned into four 
elements, our 
hero must use 
these limited 
number of forms 
of water, cloud, 
bouncing ball and 
heavy ball, to make his way 
through the level. This is a fun 
puzzle platformer mixing in 
Lemmings with platforming. 


#90 - Traps 'n' 
Treasures 


1993 - Krisalis - Nightingale 
[MI¥] 


You are Captain 
Flynn and your 
crew has been 
kidnapped. So it’s 
up to you to 
rescue them all. 
This is a 
delightful hidden 
platform gem, that never gets 
talked about today. 


#91 - Jimmy's 
Fantastic 
Journey 


1994 - Lionheart 
- Melon Dezign [M|V] 


classic that most 

people have never 

heard of. With a 

chewing gum 

attack and lots of 

cool ideas. This is 
a tough but really enjoyable 
gem, that needs to be played by 
more. 


#92 - Exile 


1991 - Audiogenic 
- In-House [M | V ] 


[Fat ey 
You must jet-pack 
around the planet 
to discover what 
happened to the 
crew exploring 
this new planet. 
Excitement, 
frustration and 
tension mounts in this awesome 
game. 


#93 - Globdule 


1993 - Psygnosis 
- Ex Animo [M|V] 


You play a glob 
of goo, and must 
slime your way 
through the level, 
collecting fruit 
and avoiding 
traps, before the 
time runs out. 


#94 - Odyssey 


1995 - Audiogenic 
- Unconscious Minds [ M | V ] 


A fantastic puzzle 

Wee ae platformer that 

? came too late on 

the Amiga to 
make a bigger 
impact. But this 
is a mega hidden 
gem. 


#95 - Fuzzball 


1991 - System 3 - Scan Games 
[MI¥V] 


A Bubble Bobble 
style adventure, 
controls take a bit 
of getting used 
to, but stick with 
it and you will 
have another 
platformer to 
cherish and enjoy. 


#96 - Entity 


1993 - Loriciel - In-House 
[M|¥V] 


7 Sure the leather 
clad woman not 
wearing much, up 
against dinosaurs, 
sold me as a 
teenage boy. But 
actually going 
back to it the game is actually 
pretty solid gameplay-wise and 
deserves inclusion on this list. 


#97 - Unreal 


1990 - Ubi Soft 
- Ordilogic Systems [ M | V ] 


Made by the same 
9 people who would 
go on to make 
Agony shooter. 
This is a nice 
platform game 
with levels where 
you are a dragon 
in Space Harrier levels. It's 
another beautiful and unique 
Amiga game. 


#98 - Oscar 


1993 - Flair - In-House 
[M|¥] 


Made by the same 
team who did 
Trolls and with 
the cool premise 

) of each level 

) themed around a 
movie genre. 
Starring a 
chipmunk with a Yo-Yo as a 
weapon, this game should have 
been an all out classic. 
Unfortunately poor level 
design, lets the whole game 
down. Still it’s worth a play for 
all the cute graphics. 


#99 - Hoi 


1992 - Hollyware 
- Team Hoi[M|V] 


= Re-released as a 
* » Public Domain 
game in 1993 as 
* Hoi Remix on 
¢ * AGA machines. 
This is a brightly 
™ coloured basic 
platformer starring a cute little 
dinosaur. Whilst the game is 
tough, it is also compellingly 
addictive, and there is 
something simply charming 
about the game. 


#100 - P.P. Hammer 
And His Pneumatic 
Weapon 


1991 - Demonware 
- Traveling Bits [M|V] 


In this massive 
platform game, 
P.P. Can drill his 
way through the 
levels. Mixing in 
Spelunky style 
with Rick 
Dangerous this is 
an engaging adventure full of 
secrets. Definitely worth a play 
through. 


Puzzle 


Games: 
Top 25 


#01 - Lemmings 


1991 - Psygnosis 
- DMA Design [ M| V ] 


The premise is 
simple, assign 
skills to the little 
Lemmings to 
make it from the 
entrance to the 
exit, whilst 
keeping as many of the little 
critters alive. 
The puzzle element comes, 
with how to achieve this with 
the limited skills given. 
Gorgeous music and gameplay, 
this is Lemmings on the Amiga. 
The original and the best. 


This was number 3 on our list 
and so check that part of the 
book to know more details. 


#02 - Lemmings 2: 
The Tribes 


1993 - Psygnosis 
- DMA Design [M|V] 


This time with 
twelve different 
Lemmings tribes, 
each with their 
own set of skills. 
Rather coolly, 
you can work 
through any tribes 
at once, so if you are stuck on 
one level, there are another 
eleven to try. A nice sequel, 
perhaps missing the simplicity 
of the original game. 


#03 - Bill's 
Tomato Game 


1992 - Psygnosis 
- In-House[ M| V ] 


Made by Bill 
Pullan, who did 
Aquaventura on 
the Amiga and 
went on to work 
on Motorstorm 
games, Drive 
Club and Dirt 5. 
This has you play a tomato, and 
you must place objects such a 
trampolines and fans, to make 
him get to the exit. This is a 
great little puzzler and very 
cute. 


#04 - Push-Over 


1992 - Ocean 
- Red Rat[ M|V] 


You play an ant, 
who must place 
the dominoes in 
the correct 
position, so they 
all fall down. This 
will then let you 
progress and give 
Colin the Quaver’s dog his 
snack back. Cute music and 
quite fun puzzles make this one 
worthy to play. 


#05 - Benefactor 


1994 - Psygnosis 
- Digital Illusions [ M | V ] 


Perhaps you could 
argue this is a 
platformer with 
puzzle elements. 
But I have always 
seen it as a set of 
puzzles you have 
to defeat to beat 
the level. Great fun. 


#06 - Chips 
Challenge 


1990 - U.S. Gold 
- Images [M| VJ] 


Originally an 

Atari Lynx game. 

This may have 

b graphic: 

but the puzz 

are really neat and 

varied as you play 

Chip who must 
got through 140 challenges to 
join the "Bit Busters" computer 
club, led by Melinda the 
Mental Marvel. 


#07 - Bubble + 


1990 - Infogrames 
- In-House [M| V] 


Essentially 
Bubble Ghost 
with redrawn 
graphics. In the 
game you control 
the ghost with the 
mouse, changing 
his angle with the 
right mouse button and clicking 
the left to blow. He must then 
blow the bubble across the 
screen avoiding all the 
obstacles. The Gameboy 
version is my preferred port 
today, but this version with the 
mouse is a favourite as well. 


#08 - Super 
Twintris 


1991 - Amiga Power 
- Svein Berge [ V ] 


On Issue 7 of 

Amiga Power, you 

got a fabulous 

multi-player 
Gi version of Tetris. 

— It had great music 

and could have 
great head to head two player 
matches for up to nine people. 
This and Tetris Pro, are the best 
Tetris games on the Amiga. 


L 
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#09 - Humans 


1992 - Mirage - Imagitec 
[M|V] 


A bit like 
Lemmings but with 
you having direct 
control over the 
little cavemen. 
Help them evolve, 
learning new skills. 
These are then used 
with your tribe, working together 
to make your way through the 
level. 


#10 - Klax 


1990 - Domark - Teque [ M | V ] 


Based on the 1990 
arcade game by 
Atari. The idea is 
coloured blocks 
come down a 
conveyor belt, and 
you must make 
lines of three in 
any direction of the same colour, 
to make it disappear. Frantic and 
addictive, with it being pretty 
much arcade perfect on the 
Amiga. 


#11 - One Step 
Beyond 


1993 - Ocean - Red Rat [M | V ] 


No not a Madness 
music group game 
(How cool would 
that be? - Ed), but 
another Quaver 
sponsored puzzle 
game from Ocean. 
Here the Quavers 
mascot has to jump from ledge to 
ledge and make them all 
disappear before getting to the 
other Quaver ledge. Not as good 
as Push Over. But still a solid 
puzzler. 


#12 - Troddlers 


1992 - Storm - ATOD [M| V] 
re 


Bal 
S 
PEREAGD 

Mixing in the 
gameplay of 
Solomon’s Key and 
Lemmings 
together. This is a 
solid puzzler many 
forget about today. 


ie 
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#13 - Boppin’ 
1992 - Kamasoft 
- Accursed Toys [M | V ] 


At its heart it a tile 
matching puzzle 
game. But it does it 
with such flare that it 
elevates it to one of 
the best of this kind 
of puzzle game. 


#14 - Gem-X 


1991 - Demonware - Kaiko 
[M|V] 


Another match the 
tiles puzzle game, but 
this is well designed 
and has the fantastic 
soundtrack of Chris 
Hiilsbeck. 


#15 - E-Motion 


1989 - U.S. Gold 
- The Assembly Line [M | V ] 


d 
e 
3 


2 
e 


Beautiful simple 
idea. You control a 
ball and within a 
strict time limit hit 
the other balls so 
that two of the 
same colours will 
collide and 
disappear. But it has strings 
attached (literally) and obstacle 
layouts making this quite a brain 
teaser as you progress. 


#16 - Puzznic 


1990 - Ocean 
- Software Creations [ M | V ] 


Ported from the 
1989 Taito arcade 
game. Puzznic has 
you slide tiles to 
match the same 
together. It is 
simple and 
engaging. 


7 - Blockout 


1990 - Rainbow Arts - PZK 
[M|V] 


Ported from the 
1989 Technos 
arcade game. This 
is essentially Tetris 
in 3D, with you 
looking above and 
placing the sha 

in a well. It 
as good as the sheer simplicity of 
the original Tetris, but it’s still an 
enjoyable puzzle game. 


#18 - Brat 


1991 - Image Works 
- Foursfield [M | V] 


You play as the 
guardian, to help 
baby Nathan get to 
the exit, by laying 
down instruction 
icons on to the map. 
A bit like 
Lemmings in 
isometric, its quite fun when you 
get into it. Even if it does 
frustrate as you play. 


#19 - All New 
World Of 
Lemmings 


1995 -Psygnosis 
- DMA Design [ M|V] 


Pak 
Lemmings 3 has 
much bigger Lems 
this time, and they 
pick up the skills in 
icons dotted around 
the level. Not as 
good as the first 
two Lemmings 
games but still pretty fun. We 
talk about it in number 3 section 
of the book. 


#20 - Clik Clak 


1992 -Idea - In-House [M | V] 


~ Place the gears to 
j make all the red 
gears turn. Also 
stopping the Poffin 
tae who steal the 
. Built it 
Guickly before the 
engine overheats 
and it’s on to the next level. 
Known as Gear-Works in the US, 
this is a fun little platformer. 


#21 - The Sentinel 


1988 - Firebird 
- Geoff Crammond [ M| V] 


So it’s probably 
more a strategy 
game than a puzzle, 
but I put it here, as 
there was less 
competition. A 3D 
world and all about gaining 
height by absorbing trees. Fun if 
you know what the hell you are 
doing. 


#22 - Boston 
Bomb Club 


1991 - Simarlis - In-House 
(MIV] 


have converted a 
billiard table into 
this contraption of 
tracks and gadgets, 
where they hurl 
bombs on to. They 
then you have to manipulate the 
tracks to send the bombs to parts 
of the maze for points and 
progression. 


#23 - Krusty’s 
Fun House 


1993 - Virgin Games 
- Audiogenic [M | V] 


y 


ST atladaded 


Sem Originally a game 
a] called Rat Trap, 
which was 
completed but 
== never released. 
However when the 
opportunity came to 
slap the Simpson 
licence on it, they did so and 
Krusty’s Fun House was born. In 
the game you must place blocks 
along the level to guide the mice 
to the trap wielded by Bart 
Simpson. Direct and squish all 
the mice and it’s on to the next 
level. I personally prefer the art 
d game, but 
a fun anti- 
Lemmings spin-off to try. 


#24 - X-It 


1995 - Psygnosis 
- Data Designs [M| V ] 


= ed 


Anice clone of 
Boxy Boy, push the 
blocks to the exit 
tile to deliver them. 
Well designed with 
lovely presentation 
and music, makes 
this a solid puzzler 


to enjoy. 


#25 - Sleepwalker 


1993 - Ocean 
- CTA Developments [ M | V ] 


60006 


You play Ralph the 
dog, a faithful 
hound, who must 
diligently stop his 
master a boy called 
Lee from plunging 
to his doom whilst 
sleepwalking. 
Bundled in with one of the 
Amigas and tying it with the 
Comic Relief charity in the UK 
gave this game more focus than it 
normally would. Still as a puzzle 
platformer it’s pretty enjoyable. 


#01 - Saint & 
Greavsie 


1989 - Grandslam - Core 
[M|¥] 


One of Core 
Design’s first 
games. Here they 
have made a 

A) football quiz, with 
pee} successful answers 
being goals in 
football matches. It’s a nice idea 
and works well, even if it’s 
tough to guess the answers today 
years on. 


#02 - Arcade 

Trivia Quiz 
1991 - Zeppelin - In-House 
[M|v 


Fun budget quiz 

game with lovely 

presentation and 

visuals. Only thing 

nf slightly annoying 

aspect is one 

wrong answer and 
you lose and have to restart the 
whole game. 


#03 - Trivia 
Pursuit (CD) 


1992/94 - Domark 
- The Kremlin [M|V] 


Trivial Pursuit (on 
CDTV in 1992 and 
CD32 in 1994) 
adds in animations, 
full recorded 
voices and video 
clip questions. Whilst I 
personally prefer the original 
character to the bird, it is 
undeniable this makes full use of 
the CD format. 


ISAK 


#04 - Mike Read's 
Computer 
Pop Quiz 


1989 - Elite - In-House 
[M|V] 


Essentially using 
the engine that 
made their A 
Question of Sport 
game. This game 
instead 
concentrates on a 
subject I care 
about more, which is music. 


#05 - Pub Trivia 
Simulator 


1989 - Codemasters - In-House 
[M|V¥] 


A nice quiz budget 
game by 
Codemaster: 
Nothing special 
but does what it 
says on the tin. 


Cay 


#06 - Powerplay: 
The Game 
Of The Gods 


1987 - Arcana - In-House 
(MI¥] 


Enjoyable quiz 
game, where you 
take control of a 
Greek/Roman God 
and guide your 
people across the 
board, battling by 
answering the 
questions correctly. 


#07 - 


Red Dwarf 
Trivia Quiz 


1995 - Shareware 
- Astro Software [ V ] 


Finally a quiz 
game based on 
something I might 
actually know. 
Based on one of 
my favourite sci-fi 
shows. This will 
test even the 
biggest Red Dwarf 
fans of the TV 
show. 


#08 - 
Advanced 
Fruit Machine 


Simulator 
1991 - Codemasters 
- In-House [M|V] 


A perfectly 
competent fruit 
machine to play at 
home, where you 
get none of the 
excitement of 
winning any 
money. Still I did use to play this 
as a kid for some daft reason. 


#09 - A Question 
Of Sport 


1989 - Elite - In-House [M | V ] 


Another sports quiz 
game. This does a 
competent enough 
job of recreating 
the TV show. It 
also has digitised 
photos of all the 
sport celebrities in the quiz 
panel. 


#10 - Emlyn 
Hughes 
Arcade Quiz 


1990 - Audiogenic 
- In-House [M|V] 


A pretty well put 
together quiz game 
that thankfully is on 
general knowledge 
as opposed to just 
sport. I quite liked 
this one. 


#01 - Stunt Car 
Racer 


1989 - Microstyle 
- Geoff Crammond [ M| V ] 


Racing dragster 
cars among some 
high rise stunt 
tracks. Doing fast 
one on one racing 
this is for me the 
best racer on the 
Amiga. To know 
more about then this was number 
8 on our top 50 list, so to know 
more then please check that 
section of the book. 


#02 - Lotus Esprit 
Turbo Challenge 


1990 - Gremlin 
- Magnetic Fields [ M| V] 


For me the first 
Lotus game is the 
better title. This is 
is because it does a 
championship, as 
opposed to check 
point of the sequel, 
which make the 
game for more exciting as a two 
player game. To know more then 
check out number 19 on our top 
50 game list. So to see more then 
check out that part of the book. 


#03 - Lotus Turbo 
Challenge 2 


1991 - Gremlin 
- Magnetic Fields [ M| V] 


The big part of the 
sequel is that it 
goes full screen as 
single player and 
adds a lot more 
, variety with the 
weather and 
locations in the 
game. As a downside it has 
switched from Championship to 
a check point system. This for 
me doesn’t work as well. Still 
overall it's a great racing game. 
To know more then check out 
number 19 on our top 50 game 
list. So to see more then check 
out that part of the book. 


#04 - Buggy Boy 
1988 - Elite - In-House 
[M|V] 


home port of this 
Tatsumi arcade 
game. The purpose 
is to race against 
the clock, whilst 

# riding into flags 
and gates to gain score. We put 
this at number 28 on our list to 
know more. 


#05 - 
Lamborghini 
American 
Challenge 


1994 - Titus - In-House 
[M|¥] 


The re-release of 


Crazy Cars 3 
(1992), with a 
licence slapped on 
and redrawn of the 
car to look more 
like a 
Lamborghini. It 
also adds in a two player mode. 
Racing across America, this is a 
great game, with ability to bet 
on your success prior to a race 
and nice nitros and upgrades. 


#06 - Lotus I: 
The Ultimate 
Challenge 


1992 - Gremlin 
- Magnetic Fields [M|V] 


The final 
Magnetic Fields 
Lotus game, is in 
many ways the 
best. It add a suite 
of sublime tunes 
and even more 
variety of the 
tracks. It also lets you do 
Championship or check points. 


Finally it has a track creator to 
use as well. To know more then 
check out number 19 on our top 
50 game list. So see to more 
then check out that part of the 
book. 


#07 - Jaguar 
XJ220 


1992 - Core - In-House 
(M|V] 


Core Design 
which formed 
when their Derby 
office closed at 

Pog Gremlin, decided 

to go head to head 

with their former 
company and their 
Lotus game. I really enjoy this 
game, it has lots of variety, one 
of the best soundtracks on the 
Amiga, and a really nice 
manufacturer league alongside 
individually winning, making 
two player more fun. Only its 
feeling of slow glacial speed at 
times, lets it down from being a 
Lotus beater. 


#08 - Vroom 


1991 - Lankhor - In-House 
[M|¥] 


This is a fabulous 
racing game, with 
incredible feeling 
of speed and a 
great feeling of 
control. To note 
there was also a 
data disk released for the game 
in 1992 adding more tracks and 
in 1993 a multi-player version 
which in the UK was published 
by Domark and called F1 (In 
parts of Europe it was simply 
called Vroom: multi-player 
version). 


#09 - Super 
Hang-On 


1988 - Electric Dreams Software 
- Software Studios [M|V ] 


This 1987 Yu 

Suzuki sequel to 

Hang-On, added 

in more varied 

tracks and a nitro 
turbo boost. The Amiga port 
was stunningly good and was 
the port that made me save up 
for my Amiga. Using optional 
mouse controls and a cheat 
code to add a machine gun, this 
game had it all. 


#10 - Nigel 
Mansell's World 
Championship 


1992 - Gremlin - In-House 
[M|¥] 


7 A great arcade 
MANSELI'S Formula One 
3 game, with you 
= able to race across 
B Ota teres the world tracks. 
Se The game also 
= had an AGA 
version that was 
faster and a CD32 version 
which added a CD soundtrack 
to the game. 


#11 - Micro 
Machines 


1993 - Codemasters - In-House 
MIY] 


It was pure genius 
of Codemasters, 
to take the tiny 
toy cars and then 
have an overhead 
racing game, 
where you are 
racing across 
everyday rooms instead of the 
usual tracks. A great two player 
game and a fun racer to enjoy. 


#12 - 
Super Cars II 


1991 - Gremlin 
- Magnetic Fields [M|V] 


An overhead racer 
by the duo who 
brought you the 
Lotus games. This 
sequel has made it 
} more interesting 
to control the car, 
and added lots of 
extra weaponry. This makes it a 
lot more fun over the original. 


#13 - Road Rash 


1992 - Electronic Arts 
- PeakStar [M|V] 


Mixing in 
motorbike racing, 
with the ability to 
punch, kick and 
use weapons was 
so much fun. 
Whilst the Mega 

Drive original 
will always be the best, this 
Amiga version was a pretty 
darn good port. It’s certainly 
the one played the most back in 
the day. 


#14 - Roadkill 


1994 - Acid - Vision 
[M|V] 


This a gorgeous 
overhead racer - 
with guns, by the 
people who did 
the brilliant 
platformer 
Woodys World. 
Like that one it is 
a game that passed many 
gamers by. It is a real shame as 
I think this is one of the best 
racers on the Amiga to play. 


#15 - Ivan 
"Tronman" 
Stewart's Super 
Off Road 


1989 - Virgin Games - Graftgold 
[M|¥] 


Graftgold did 
another awesome 
home port of this 
Leyland 
Corporation 1989 
racing gem. In 
Up to 3 players 
scoot around dirt 


tracks and make their way to 
victory. A real classic. 


#16 - No Second 
Prize 


1992 - Thalion - In-House 
[M|V] 
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Pr INIS# | 
— a 


3D motorbike 
racer, with 
blistering speeds 
and good 
handling. It also 
had a playback 
video style 
replay, where you 
could freeze frame on one cool 
moment in your victory. 


#17 - Indy Heat 


1992 - Storm 
- Sales Curve -[M|V] 


Based on the 1991 
arcade game by 
Leland Corp. This 
was based on Indy 
500 and is a fun 2 
player racer. 


#18 - Super 
Skidmarks 


1995 - Acid - In-House [M| V ] 


A fun overhead 
racer, with its 
emphasis on multi- 
player. I don’t rate 
as highly as the 
other other RGDS 
hosts do, which is 
why it's at position 
18 for me on racing, but 29 on 
our best Amiga games ever in the 
book. Have a read of that s 
in the book to know more. 


#19 - MicroProse 
Formula One 
Grand Prix 


1991 - MicroProse 
- Geoff Crammond [ M | V ] 


The level of detail 
and accuracy of the 
Geoff Crammond 
Formula One 
games has never 
been bettered, and 
this his first 
iteration in 1991 was simply 
astounding. Sure today it runs 
slower than we remembered, but 
back then we forgave it for just 
how simply mind blowing it was. 


#20 - ATR: All 


Terrain Racing 
1995 - Team17 - In-House 
[M|V] 


This is a great 
overhead racer, 
that does take a 
while to master 
the controls. Once 
you do though, 
you will have a 
fantastic classic to 
play and enjoy. 


#21 - Nitro 


1990 - Psygnosis - In-House 
(M|V] 


Racing up to three 
human controlled 
players in a post 
apocalypse world. 
There is a lot to 
love with this 
game. It is easy to 
get confused with the track 
though. 


#22 - Top Gear 2 


1994 - Gremlin - In-House 
(M|V] 


Gremlin’s Top 
Gear series is a 
shameful rip off of 
their Lotus series 
by Magnetic 
Fields. Still, it is a 
fine game, with 
fab music and the 
speech bubbles over the car. 
This incidentally is the 
inspiration for the Horizon 
Chase Turbo games on current 
consoles and PC systems. 


#23 - Street Rod 


1990 - California Dreams 
-PZK[M|V] 


Set in the US in 
1963 and you have 
to tweak and 
improve your hot 
rod car. With a 
nice 3D engine for 
the actual racing 
and cool places 
you can visit, the game really 
makes you feel immersed in 
this world. Unique and fab, this 
a game more people need to 
play. 


#24 - Out Run 


Europa 


1991 - U.S. Gold 
- Probe [M|V ] 


Perhaps a guilty 
pleasure on my 
part, but I think 
Out Run Europa is 
actually pretty 
good. Set on 
different vehicles 
and some nice 
tunes, there is a lot to love here. 
I have always enjoyed the 
variety and great depictions of 
Europe in the game. It is 
certainly a hell of a lot better 
than the other U.S. Gold ports 
of Out Run games on the 
Amiga. 


#25 - XTreme 
Racing 


1995 - Black Magic Software 
- Silltunna [M | V] 


Technically solid, 
but there is 
something the 
feels off visually 
to me. Still it 
plays pretty well 
and there are 
oodles of variety. 
I should also note, in 2000 
there was a CD release called 
Ultimate Xtreme Racing, which 
added in additional tracks. 


RPG: 
Role, 
Playing 
Games 
Top 20 


#01 - Eye of the 
Beholder 


1991 - SST 
- Westwood [M|V ] 


= 


Taking the 
Dungeon Master 
game, but 
improving the 
visuals and 
variety and then 
setting it in the 
licensed Dungeon 
& Dragon world, 
one many over to its wonderful 
charms. The sequel is also 
worthy of and should be 


seen also as joint first. 


#02 - Black Crypt 


1991 - Electronic Arts 
- Raven Software[ M | V ] 


Before Raven had 
wowed the world 
with games like 
Hexen, Heretic 
and many of the 
best Call of Duty 
games, they 
began making 
fantastic RPG dungeon 
crawlers like this. This is an 
awesome one, with loads of 
well designed dungeons and 
lots of variety. 


#03 - Dungeon 
Master 


1988 - FTL - In-House 
[MIV] 


The original 
Dungeon crawler. 
Recreating a band 
of fantasy 
warriors delving 
into the depths of 
the dungeon. A 
fantastic game 
and one well 
worthy of your time, even 
today. 


#04 - Legends Of 
Valour: Volume 1 
- The Dawning 


1993 - U.S. Gold - Synthetic 
Dimensions [ M | V ] 


Having an 
impressive 3D 
engine as you 
wander around 
the towns and 
villages. This 
game won me 

over back in the 
day, with its feeling of freedom 
in exploring a whole new 
world. 


#05 - B.A.T. II: 
The Koshan 
Conspiracy 

1992 - Ubisoft - ESP[ M| V] 


Ladore this 
futuristic RPG. 


You play a Bureau 

Of Astral 

Troubleshooters 

agent, a detective 

who must solve 

the mystery of a 
fellow B.A.T. Operative. The 
game has beautifully designed 
locations and graphics, and just 
made you feel you were 
exploring a whole new alien 
planet. 


#06 - Ambermoon 


1993 - Thalion - In-House 
[M|V] 


Continuing the 
unfinished trilogy 
(the first being 
Amber Star), this 
is a wonderful 
fantasy RPG 
adventure, with a 
detailed expansive world and 
impressive depth. It is such a 
shame they never made the 
final game in the trilogy. 
Incidentally in 2009 there was 
a home-brew arcade version of 
the game a bit like Rastan that 
is well worth a play. 


#07 - Hired Guns 


1993 - Psygnosis 
- DMA Design [ M| V ] 


Set in 2712, Hired 
| Guns is a 
wonderful four 
player dungeon 
crawler. So much 
fun playing with 
others, the game 
really comes into 
its own as you work as a team 
to play through each of the 
missions. 


#08 - Elvira IT: 
The Jaws 
Of Cerberus 


1992 - Accolade 
- Horrorsoft [M | V] 


You gotta love 
Elvira she is a 
personality to be 
reckoned with 
(and what lovely 
personalities they 
both are - Ed). 
Horrorsoft did 
some fantastic RPG games 
starring the Mistress Of 
Darkness and the second RPG 
took it even further with more 
variety and better level design. 
Areal classic. 


#09 - Abandoned 
Places 2 


1993 - I.C.E. - ArtGame 
[M|V] 


Improving on the 
graphics and 
world size of the 
original, and lots 
of outdoor 
sections to add to 
the game’s 
variety. This is another 
dungeon crawler I hugely 
recommend. 
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#10 - Realms Of 
Arkania: Blade 
Of Destiny 


1992 - U.S. Gold - Attic 
[M|V] 


Mixing in Dungeon 
Master style 
dungeon crawling, 


far more tactical 
ometric battle 
system, there in a 
lot to love in this 
first of a long running RPG 
series. 


#11 - Buck Rogers 
XXVe: Countdown 
To Doomsday 


1991 - S.S.I. - In-House 
[M|V] 


Based on the TV 
show and set in a 
future world. This is 
for me one of the 
best S. RPG 
adventures, with 
good Laser Squad 
battle sections along 
with all the world building 
adventure. In my opinion the 
Amiga version is better than the 
PC and Mega Drive versions. 


#12 - Mega 
Traveller 2: Quest 
For The Ancients 


1992 - Empire 
- Paragon Software [M | V ] 


Another futuristic 
RPG. This was a 

# really special one to 
| me asa kid. It hada 
really detailed 
character builder, 
where you could 
detail out a players life in minute 
detail, and go and explore 
multiple planets. 


#13 - 
Black Dawn II 


1995 - Black Dragon Design 
- In-House [M | V ] 


ly designed 
dungeon crawler 
that came out as 
licenceware at the 
tail end of the 
Amiga life. There 
fl has been recently 
released sequels for 
this series on the Amiga, that are 
also well worth your time. 


#14 - The Bard's 
Tale II: 
Thief of Fate 


1991 - Electronic Arts 
- Interplay [ M | V J 


Despite the basic 
graphics shown ina 
small stamp sized 
window, the Bard’s 
' Tale games are 
really compelling. 
The third adds even 
more dungeons and there is the 
cool time jumping element of the 
different realms, taking you to 
Ancient Rome and Berlin in 
World War 2. 


#15 - Bloodwych 


1989 - Image Works - In-House 
[M|¥] 


Another dungeon 
crawler, although 
rather coolly you 
can play co-op two 
player in the game. 
T have always 
found this one of 
the better dungeon 
crawlers, and there is even a 
rather good data disk add on disk, 
if you want to play even more. 


#16 - Ishar 2: 
Messengers 
Of Doom 


1993 - Simarlis - In-House 
[M|¥] 


Gorgeous graphics 
and varied 
locations, makes 
the Ishar trilogy 
one of my favourite 
RPG series. It does 
have issues 
sometimes with its 
game size leaving the player 
feeling lost. But when it looks 
this beautiful who cares? 


#17 - Pools Of 
Darkness 


1992 - S.S.1. - In-House 
[M|¥] 


The sequel to Pool 
of Radiance, this is 
a great blend on 
isometric battles, 
dungeon crawling 
and a compelling 
licensed Dungeon 
& Dragon game for 
you to enjoy. 


#18 - BattleTech: 
The Crescent 
Hawk's Inception 


1989 - Infocom - Westwood 
[M|¥] 


Based on the 

Battletech RPG 

and tabletop. This 

follows the story 

of Jason 

1 Youngblood a new 

Mech Warrior 
recruit. Mixing in great story 
telling with good strategy 
elements, this is a really great 
RPG game to enjoy. 


#19 - Liberation: 
Captive II 


1994 - Mindscape 
- Byte Engineers [M | V ] 


TTT Pky Set in a huge 
futuristic 
city-scape, this 
RPG by Anthony 
Crowther is a real 
RPG gem, with 
staggering depth 
and detail to a 
living and breathing world. 


#20 - Ultima V 
The False Prophet 


1992 - Origin - Abersoft 
[M|¥] 


Continuing the long 
running story of the 
fantasy realm 
Britannia, ruled by 
Lord British, the 
sixth in the series 
was quite a step up 
in the games series. 

This time the world 
to explore was seamless, 
allowing you to go anywhere and 
the user interface was greatly 
improved to allow easier play. I 
would recommend all in the 
series, but this is my personal 
favourite. 


#01 - Cadaver 


1990 - Image Works 
- The Bitmap Brothers [ M | V] 


With the beautiful 
isometric art of the 
Bitmap Brothers, it 
resulted in this 
wonderful arcade 
adventure RPG. 
Making callbacks 
to old isometric 
adventures on the Spectrum, but 
elevating the gameplay and 
complexity to make the most of 
the 16-Bit hardware, this game 
was sure fire classic. To also note 
their was a DLC sequel called 
The Pay Off and the cover-disk 
add The Last Supper, to continue 
the game’s adventures. 


#02 - HeroQuest I: 
Legacy Of Sorasil 


1994 - Gremlin - In-House 
[M|¥] 


Taking the general 
concept of the 
board game 
HeroQuest, in the 
sequel they 

decided to open 

the world up create 
a pretty solid action RPG. With 
well thought out user interface 
there is a lot to enjoy here. 
The game is covered under 
number 30 of Book 1, if you 
wish to know more 


03 - Heimdall 


1991 - Core Design 
- The 8" Day [M|V] 


Probably more 
famous for the 
drunken axe 
hurling mini-game 
at the beginning. 
But the action RPG 
adventure itself is 
great fun, with 
beautiful isometric graphics and 
enjoyable gameplay. 


#04 - Shadoworlds 


1992 - Krisalis - Teque London 
[M|V] 


Taking a squad of 
marines on to a 


station to 
determine what 
happened to the 
crew. This sequel 
to Shadowlands 
has always appealed to me, due 
to its Manga art and great 
gameplay. 


#05 - Shadowlands 


1992 - Domark - Teque London 
[M|¥] 


fantasy 
is a great action 
tpg, with 
wonderful Manga 
style art work. It 
really is 
wonderful 
interactive adventure classic. 


#06- Heimdall 2: 
Into The Hall 
Of Worlds 


1994 - Core Design - The 8" Day 
[M|¥] 


The sequel has a 
bigger world and 
an even prettier 
isometric cartoon 
visuals. This really 
is joyous game to 
play. 


#07 - Dragonstone 


1994 - Core Design - In-House 
[M|¥] 


= Another Core 
action RPG with 
lovely visuals. This 
isn’t as good as the 
Heimdall games, 
but is by no means 
a bad game. Some 
short lived fun to 
be had here and enjoy. 


#08 - The Speris 
Legacy 


1995 - Team17 
- Binary Emotions [ M | V ] 


The Amiga’s Zelda 
is the tag line. It 
has bright 
' colourful visuals 
and whilst not as 
good as the game it 
apes, it's actually a 
pretty solid Amiga 
offering in the action RPG genre. 


#09 - Legends 


1996 - Guildhall - Krisalis 
(MIV] 


Another Zelda 
style clone on the 
Amiga. Spanning 
multiple time 
| periods, the game 
offers an engaging 
story. So ignore the 
cookie cutter 
visuals and you will have some 
fun here. 


& 
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#10 - Valhalla And 
The Lord Of 


Infini 
1995 - Vulcan - In-House 
(M|V] 


A nice overhead 
action RPG. It’s 
not a classic, but 
there is something 
about the unique 
visuals that always 
draws me to the 
game. 


#01 - Battle 
Squadron: The 
Destruction Of 
The Barrax 
Empire 


1989 - Electronic Zoo 
- Cope-com [M | V] 


The spiritual 
successor to the 
shooter Hybris, 
this is a great 

= shooter, and for me 
the best blaster on 
the Amiga. 


#02 - Deluxe 
Galaga 


1993 - Shareware 
- Edgar M. Vigdal [ V ] 


This shareware 
unofficial update of 
the Namco classic 
shooter. As with all 
Edgar Vidal titles, 
he expands on the 
concepts to elevate 
it over the original. 
This was his finest game update 
he did and so it is one of the 
Amiga’s best. 


#03 - Banshee 


1994 - Core Design - in-House 
[MI¥] 


This love letter to 
the 194X Capcom 
series, add 
beautiful visuals, 
sounds and lots of 
cool background 
touches. This is a 
solid 2 player 
beautiful blaster. Look at number 
37 of our top 50, so read that 
section of the book to learn more 
about the game. 


#04 - Silkworm 


1989 - Virgin Games 
- Sales Curve [M|V] 


A shooter that 
really should have 
made our list. This 
is a fantastic port 
of the 1988 Tecmo 
classic, and 
actually improves 
over the arcade 
original. Also try on the Amiga 
the unofficial sequel (kind of) 
called SWIV. 


#05 - Agony 


1992 - Psygnosis - Art & Magic 
[M|¥] 


This is a gorgeous 
shooter with a 
beautiful opening 
title piano title 
track. You control 
an owl and must go 
blasting up against 
variety of nasties and then the 
evil sorcerer. We put this at 
number 42 on our top 50, so 
please read that book and section 
to know more on this game. 


#06 - SWIV 


1991 - Storm - Random Access 
M|Y] 


Unofficial sequel 
to Silkworm and 
possibly standing 
for Silkworm in 
vertical. This is 
again a two player 
shooter, where one 
person controls the 
helicopter and the the jeep. The 
sequel on the Amiga is really 
good (far better than on the 
consoles), with many nice details 
and little touches. 


#07 - Inviyya 


2021 - poly.play - Tigerskunk 
[¥] 


Thave tried to keep 
away from listing 
too many modern 
Amiga games, But 
Inviyya (despite 
the stupid name) 
just had to get a 
Sa mention as it is so 
darn good. 
Technically impressive, this is a 
wonderful horizontal blaster. 


#08 - Apidya 


1991 - Play Byte - Kaiko 
[M|¥] 


A technical marvel 
with stunning 
visuals and some 
of the best mus 
ever produced by 
Chris Hiilsbeck 
(Turrican etc). 
Mixing in elements 
of Gradius, this is a fantastic 
shooter only let down by its 
brutal unfair difficulty. 


#09 - Reshoot-R 


2019 - APC&TPC 
- spieleschreiber [ V ] 


Another modern 
Amiga game I just 
had to include. 
This is another 
horizontal blaster, 
that is all about 
picking power ups 
to improve you 
speed and fire power. It is 
addictive as hell and one I 
always go to, in getting my 
Amiga shooting fix. 


#10 - Project-X 
(Special Edition) 


1993 - Team17 - In-House 
[M|¥] 


Originally 
released in 1992 

7 to much acclaim. 
However in 1993 
Team17 for the 
budget release 
called it Revised Edition. This 
improved the gameplay 
difficulty and added an rookie 
mode, making it the superior 
game to play. Overall this is a 
Gradius style horizontal blaster, 
with awesome visuals and 
music. The Special edition was 
the same as the revised edition, 
but for the CD32 and including 
the game Qwak. 


#11 - Super 
Stardust 


1994 - Team17 - Bloodhouse 
[MI¥] 


An AGA sequel to 
the 1993 game 
with more colours 
and visual variety. 
Made by the 
group that would 
go and form 
Housemarque, it is 
a wonderful Asteroids update 
with great techno music and 
nice gameplay variety, We put 
this at number 33 on our top 50, 
so check that section of book 1 
to know more about the game. 


#12 - Hybris 


1988 - Discovery - Cope.com 
[M|¥] 


ea 


This is a really 
playable vertical 
shooter. The 
graphics may 
seem basic, but 
the levels are 
varied and it has 
got the all 
important 
gameplay honed to perfection. 


#13 - 
Desert Strike: 


Return To The 
Gulf 


1993 - Electronic Arts 
- In-House [M | V ] 


"| 


This is a solid port 
pe of the EA classic. 
- Controlling a an 
Apache attack 
he helicopter in Iraq, 
you must carry out 
heed 
eee a number of 
different missions. 
The Amiga port has great intro 
music and better explosions 
than its console counterparts. 


#14 - Apocalypse 


1994 - Virgin Games 
- Miracle Games [M | V.] 


A wonderful 
update to the 
game Choplifter, 
but with gorgeous 
Vietnam themed 
levels, and a bit 
more tactics in 
how to tackle 
each level. It can be quite 
tough and unforgiving, but I 
adore this game. 


#15 - Walker 


1993 - Psygnosis 
- DMA Design [M | V] 


It may look more 
Robot Chicken 
than ED209. But 
the concept of 
stomping and 
shooting whole 
armies across time 
is extremely 
enjoyable. We put this as 
number 41, so check out book 1 
to read more on this game. 


#16 - Pegasus 


1991 - Gremlin - Optimus 
[M|¥] 


Part shooter and 
part hack ‘n slash 
platformer, both 
VS parts are 

/ excellent, and 
better than most 
other games. The 
animation of the 
flying Pegasus is particularly 
impressive. 


#17 - Guardian 


1994 - Acid - In-House 
[M|V] 


Giaaee | faking inspiration 

from the Star Fox 

games. This is an 

technically 

. impressive 3D 
(blaster, 

,] 


#18 - Super Space 
Invaders 


1991 - Domark - Kremlin 
[M|V] 


update to Space 

Invaders was 

really cool. It had 

lots of variety to 
s and 


mutilation bonus 
round, where you had to protect 
the cows from being kidnapped 
by the alien UFOs. This was 
another solid Amiga port that felt 
very close to the original game. 


#19 - Saint 
Dragon 


1990 - Storm - Random Access 
[MI¥] 


Jaleco little known 
arcade shooter. 
You control a 


metallic dragon, 
J who can use his 


indestructible tail 

as a shield. Rock 
hard, but enjoyable shooter. 
Bizarrely we chose this as 
number 39 on our top 50 list, so 
please read book one to know 
more about the game. 


#20 - Blood 
Money 


1989 - Psygnosis 
- DMA Design [M|V] 


Four planets with 
four different 
craft for each, 
adds a lot of 
variety to the 
game. It also has 
a really cool intro 
tune in the game as well. 


#21 - R-Type 


1989 - Electric Dream Software 
- Factor 5[M|V] 


oe 


adaptation of the 
= Irem classic 
arcade game. Is 
one of the best ports around of 
those released at the time. 


#22 - Uridium 2 


1993 - Renegade - Graftgold 
[MI¥] 


hed sequel to 
the 8-Bit original 
by Andrew 
Braybrook. As in 
the first game, 
you have to bomb 
the large space 
cruiser, whilst 
avoiding the enemy attack 
waves. 


#23 - Xenon 2: 
Megablast 
1989 - Image Works 


- The Bitmap Brothers/ 
Assembly Line [ M | V ] 


Probably more for 
famous for the 
fantastic intro 
music of Bomb 
The Bass: Mega 
Blast than the 
game itself. The 
shooter isn’t half 
bad either, with nice visuals 
and a pretty good gameplay. 
Many give the game a bad rep, 
because they have played the 
inferior console ports. 
Incidentally the CDTV version 
of the game has multiple CD 
remixes of the Mega Blast tune. 


#24 - Xenon 


1988 - Melbourne House 
- The Bitmap Brothers [ M | V ] 


Written by the 
Bitmap Brothers 
for the ill fated 
Arcadia arcade 
system 
(essentially an 
Amiga with more 
RAM). They 
quickly brought it 
to all the home systems, of 
which of course the Amiga was 
arcade perfect. This is a fun 
shooter and where you can turn 
from a flying craft and into a 
tank. 


#25 - 
Lethal Xcess: 
Wings Of Death II 


1991 - Eclipse - In-House 
[M|¥] 


An awesome 
shooter, that often 
gets forgotten 

=4 about today. It’s a 
real shame as the 
full on fantasy, 
colourful visuals 
is a real treat and it is quite a 
technical marvel as well. 


#26 - X-Out 


1990 - Rainbow Arts - In-House 
(MIV] 


R-Type style 
shooter but set 
under water. 
Really well 
balanced and a 
huge amount of 
fun to play. 


#27 - Z-Out 


1990 - Rainbow Arts 
- Advantec Software [ M | V ] 


Not related to 
X-Out apart from 
similar name: 
This is a much 
closer clone of 
R-Type set in 
space. This is 


#28 - Zeewolf 


1994 - Empire 
- Binary Asylum [M | V ] 


A great solid 3D 
shooter, where 
you control a 
helicopter. I have 
chosen this over 
the game Virus on 
the list as I think 
it gives much more variety. 
There is a sequel which is just 
as good, if you enjoyed this. 


#29 - Anarchy 


Polished Defender 
clone. Doing 
nothing 
particularly more, 
apart from some 
nice power ups. 
Still if you love 
Defender then this 
is worth a go with as well. 


#30 - Motorola 
Invaders 2 


1993 - Public Domain 
- Martin Rebas [ V ] 


Simple PD shooter 
with the sampled 
tune of Metallica, 
Sad But True 
playing as its 
soundtrack. What 
makes this mouse 
controlled shooter 
so unique, is the enemies don’t 
shoot, but fall when you shoot 
them. it's a variant that works 
really well, and very addictive. 


#31 - Rollerpede 


1994 - Public Domain 
- M. Donkin, D. Parker [ V | D ] 


Another piece of 
Public Domain 
gold, that 
appeared on 
Assassin Disk | 
compilation and 
on the Cover Disk 
of Amiga Power 
issue 11. This is a great update 
to centipede, chock full of 
sound samples and mixing in 
its own twists, to make it 
compelling fun to play. 


#32 - Paradroid 90 


1990 - Hewson - Graftgold 
[MI¥] 


Wy Andrew 
Braybrook 
updates another 
of his 8-Bit 
classic games. 
You control a 
robot, cybernetic 
influence device, 
to land on the derelict space 
station and kill the aliens and 
robots. Or you can find areas to 
hack into the computer system 
brain of the other robot, ina 
small puzzle game. It’s a 
unique and enjoyable shooter. 


#33 - Menace 


1988 - Psyclapse (Psygnosis) 
- DMA Design[M|V] 


The first DMA 
Design game, that 
put them on the 
map. Taking 
inspiration from 
R-Type and 
Salamander 
(Life Force), 
they created a great blaster, that 
was very impressive for its day. 


#34 - Better Dead 
Than Alien! 


1988 - Electra (ODE) 
- In-House [M|V] 


A guilty pleasure 
of mine, and 
probably not 
deserving to be 
on the list. This 
Space Invaders 
style shooter, 
adds more variety 
and power ups to 
keep it constantly fun and 
interesting. 


#35 - R-Type II 


1991 - Activision 
- Arc Developments [ M | V ] 


3 Another 
impressive port of 
the Irem classic. 
As alrei 
established, I am 
personally not a 
fan of the classic 

shooter series. So in fairne: 
this probably deserves to be 
higher up this list. 


#36 - Wings Of 
Death 


1990 - Thalion - In-House 
[M|V] 


Another shooter 
that I have a lot 
of time for. You 
get to fly a 
dragon over a 
fantastic 
assortment of nice 
locations. 


#37 - Denaris / 
Katakis 


1988 - Rainbow Arts 
- Factor 5[M|V] 


Factor 5 did 
icenced 
version of R-Type 

that put them on 
the map. This i 
great shooter and 
makes impressive 
use of the Amiga 

originally 
released as Katakis, but 
Denaris which re-ordered the 
levels to make the game more 
balanced. 


#38 - Disposable 
Hero 


1993 - Gremlin 
- Boys Without Brains [ M | V ] 


A very tough 
horizontal shooter 
with an amazing 
soundtrack. The 
other area of note, 
is instead of 
power-ups you 
get blue prints to 
design your own weapon 
improvements. 


#39 - Overkill 


1993 - Mindscape - Vision 
[MI¥] 


Nice clone of 
Defender, with 
you picking up 
the little guys and 
rescuing them, all 
the while blasting 
all the enemies. 
Nice variety to 
the levels and plays very fast 
with solid gameplay. 


#40 - Mega 
Typhoon 


1996 - Nordlicht - In-House 


shooter, let down 
by the unbalanced 
gameplay 
difficulty. Still if 
you enjoy a 
challenge, then this may be for 
you. 
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#41 - Videokid 


1992 - Gremlin - Twilight 
[M|¥] 


s a lovely 

cute ‘em up blaster, 
with you playing the 
Videokid, who must 
gun his way through 
ive movie genre 
themed levels. 
There is a lot of 
heart and charm with this game 
for you to enjoy. 


#42 - Jetstrike 


1993 - Rasputin - Shadow 
[M|¥] 


This had loads of 
different flying 
vehicles to control 
across a variety of 
missions. It is a pity 
that the learning 
curve to fly the 
planes is unnecessarily complex, 
putting many people off the 
game. 


#43 - Reshoot 
Proxima 3 


2023 - Spieleschreiber 
- In-House [ V ] 


How the developers 
got this to run on an 
Amiga I will never 
7 know. The game is a 
| @ close to a bullet hell 
shooter we are ever 
likely to get on the Amiga. I 


still prefer the simplicity of 
their previous game Reshoot 
R. 


#44 - 
Cybernoid II: 
The Revenge 


1989 - Hewson - In-House 
[M|V] 


This is a lovely port 
of the 8-Bit classic 
Raffaele Cecco 
shooter. It has 

lovely in-game 
music and it 
wonderful to see the 
extra detail used for the Amiga 
port. Thankfully the gameplay 
is also still there. 


#45 - Dragon 
Breed 


1990 - Activision 
- Arc Developments [ M | V ] 


impres 

port of the 1989 

rem shooter. One of 

the cool things with 

the game is you can 

land the dragon and 
then do parts of the level on foot. 


#46 - Seek And 

Destroy 
1993 - Mindscape - Vision 
[M|V] 


telecc k: , Smmmm ad 


me fa _ Te 


SHEK Apretty good 
DESTROY overhead 
helicopter shooter, 
4. “ag let down by rather 
empty and sparse 
a. backgrounds that 
5 makes the game 
= less interesting 
than it should be. 


#47 - Virus 


1988 - Firebird - David Braben 
[MI¥] 


Made by Elite 

creator David 

Braben. This was 

ahead of its time 

3D shooter, with 

you having to take 
out the alien invasion, whilst 
managing the realistic phys 
the game. 


#48 - T-Zero 


1999 - PXL Computers 
- ClickBoom [M | V ] 


The game is a little 
too slow and 
unbalanced to be 
an all out classic. 
Still it looks and 
sounds amazing, so 
it’s definitely worth a quick 
blast, to see if the game is for 
you. 


#49 - Venus: 
The Fly Trap 


1990 - Gremlin - In-House 
[M|¥] 


The game is a nice 
shooter where you 
play a robotic fly. 
There are lots of 
brightly coloured 
levels, with a 


Gradius inspired 
upgrade system, 
ic. Makes this an 


#50 - 
Llamatron 2112 


1991- Llamasoft - Jeff Minter 
[Y] 


A great clone of 
Robotron 2084 by 
Jeff Minter 
himself. Offering a 
two joystick 
control option, and 
of course the mad 
enemies only Jeff 
can do. This is the best Robotron 
2084 arcade game. 


#01 - Worms: The 
Director's Cut 
1996 - Ocean - Team17 [M | V ] 


Essentially Worms 
with additional 
weapons, more 
levels and lots of 
gameplay tweaks. 
It makes this the 
definitive version 
of Worms to play. 
We put this as number 6 on our 
top 50 list. So if you want to 
read more about the game then 
check this out. 


#02 - Tanx 


1991 - Public Domain 
- Gary Roberts [ V | D ] 


WH Most people prefer 
the far more 
complex and 
detailed Scorched 
Tanks. But for this 
ic Domain 
simplicity is 

the very reason I 
love it so much. One button 
moves the tank the the others 
lets you change the angle and the 
strength, and that's it. Pure two 
player gold. 


#03 - Extreme 
Violence 


1993 - Shareware - Simon Green 
[Y|D] 


Written in the basic 
language AMOS. 
and with graphics 
like a 3 year old 
drew, yet Simon 
Green created one 
of the best Atari 
Combat clones ever. It has a nice 
variety of different weapons and 
randomly generated levels, 
makes this one of the best two 
player game of all time. 


#04 - Scorched 
Tanks 


1993 - Shareware 
- Dark Unicorn [M|V| D] 


This took the PC 
game Scorched 
samme Earth, adds in loads 
of different 
eeeseeeem Weapons and 
> improved graphics. 
Ta | still prefer the 
simplicity of Tanx, 
but for those wanting more, this 
is the best Duel clone out there. 


#05 - 
Salmon-Pink Max 


1991 - Freeware 
- Peter Mason [ V| D] 


Based on the 
Intelliv. 

Biplanes, this was 
actually he sequel 
to the Amiga 

_ Freeware game 
Biplanes but with 
finally the option 
to play against a computer 
controlled bi-plane. 


01 - Robocop 3 


1992 - Ocean 
- Digital Image Design [ M | V ] 


Mixing in first 
person shooting 
sections with 
driving and jet 
pack levels, DID 
(now famous for 
the Battlefield 
games) really out 
did themselves with this game. It 
was certainly the first, first 
person shooter (even if on rails) I 
had ever played. I should note it 
is also famous for the security 
dongle you had to plug in the 
Amiga, that was going to end all 
gaming piracy on the Amiga. 
Sadly the game was cracked and 
released even before the game 
had commercially come out, and 
the security dongle was never 
used again. 


02 - Alien Breed 3D 


1995 - Ocean 
-Team17[M|V] 


By 1995 the Amiga 
was in dire 
straights, with 
most people either 
moving across to 
the PC to enjoy 
~ games like Doom, 
or onto the new 3D 
consoles. It was something that 
the ancient Amiga could do little 
to counter. Of all the attempts at 
a Doom clone on standard AGA 
Amigas this was the best, being 
reasonably playable. It is a 
shame though it has nothing to 
do with Alien Breed series, as 
that would have been cool. We 
discuss this game more in 
section 14 of the book, as we go 
through the entire Alien Breed 
series. 


03 - Breathless 


1995 - Power Computing 
- Fields Of Vision [M| V ] 


This is a stunning 
achievement on the 
Amiga, with it 
running 
surprisingly fast 
and looking 
gorgeous compared 
to even some of the 
best that PC could 
offer at this time. Of course the 
levels are more limited in what it 
can do compared to those PC 
games, but for a true FPS game 
on the Amiga (that hasn’t been 
upgraded to high heaven) this is 
the best out there really. 


04 - Gloom Deluxe 


1996 - Guildhall 
- Black Magic[ M | V ] 


Originally released 
in 1995, the Deluxe 
version improved 
the visuals and 
even allowed any 
Amiga with 2MB 
to play the game. 
Fast and very 
impressive, the game is one of 
the best FPS blasters on the 
Amiga. Particularly notable for 
the exploding kills with body 
parts showering everywhere this 
is an amazing shooter. 


#05 - Fears 


1995 - Guildhall - Bomb 
(MIV] 


| Offering full 
~ screen, but low 
resolution, this was 
another First 


~< Person Shooter that 
f Pr § ran pretty well on 
' | un-modded 


Amiga’s. Sure 
other FPS games came out later, 
but in my mind if you couldn’t 
play it on stock AGA Amiga with 
basic upgrades, then it isn’t 
really an Amiga game in truest 
sense of the word, and you may 
as well have got a PC. 


#01 - Operation 
Thunderbolt 


1989 - Ocean -In-House 
[M|¥] 


An amazing port of 
the 1989 Taito 
classic two player 
shooter. It's all 
here and looking 
pretty much 
identical to the 
arcade. It does get 
a little easier with mouse, but 
that’s no bad thing. I personally 
think it is the best home port of 
the arcade. Also Operation Wolf 
on the Amiga is pretty good as 
well. 


#02 -T2: The 
Arcade Game 


1993 - Virgin Games - Probe 
[MIY] 


After Ocean’s 
terrible multi-genre 
Terminator 2 game, 
us Amiga gamers 
held out little hope 
for a decent 
Terminator game. 
Thankfully Virgin 
released a fantastic 
port of the 1991 Mid arcade 
game. Sure like the original it got 
repetitive, but it was a fun and 
faithfully quick blast for us 
lovers of the film. 


#03 - Beast 


Busters 
1991 - Activision 
- Images Design [M | V ] 


Based on the SNK 
1989 zombie light 
gun blaster. The 
Amiga does a 
reasonable job of 
recreating it in the 
home. Despite it 
not doing anything 
particularly ground breaking, I 
adored this horror blaster as a 
kid, loving all the gore and blood 
with the kills. 


#04 - Space Gun 


1992 - Ocean - Images [ M | V ] 


Ported from the 
1990 Taito arcade 
shooter. Playing it 
today on the Amiga 
it all feels rather 
twee and average. 
But as a kid, 
obsessed with the 
Aliens film, Having Aliens meets 
Operation Wolf had me 
enthralled and loving this. 


#05 - P.O.W. 


1988 - Actionware - In-House 
[M|¥] 


An Operation Wolf 
clone that was 
compatible with 
the Actionware 
Peeeag. light gun. Ii 
tee quite a bi C 
Er ALF but the light gun 
made it a lot of fun 
to play. Even without, it is still 
quite a bit of fun (although 
without a light gun Operation 
Wolf port is the better of the 
two). 


#01 - Alien Breed 
Special Edition ‘92 


1992 - Team17 - In-House 
[M|¥] 


Team17 love letter 
to the Aliens film, 
this mixed in 
Gauntlet with the 
film to wonderful 
effect. Originally it 
came out in 1991, 
but for this the budget version, 
they actually added extra levels 
and improved the level design to 
make things more balanced. We 
put this as number 14 on our Top 
50, so please read that section of 
book one to know more about the 
game. 


#02 - Alien Breed: 
Tower Assault 


1994 - Team17 - In-House 


The third and last 
2D entry in the 
series starts in a 
awful and difficult 
outdoor area, but 
stick with the 
game, as this in my 
mind is one of the 
best in the series, as it allows you 
to travel and tackle the level 
compounds in any order you 
wish. This go anywhere open 
world was massively ahead of its 
time and so should be 
commended. 


The Chaos Engine 


1993 - Renegade 
- The Bitmap Brothers [M| V] 


Bitmap Brothers 
update to the game 
Gauntlet is truly 
epic, with 
stunning graphics 
and music. It is 
only a shame there 
wasn’t more 
variety to the levels. We put this 
at number 18 on our top 50 list, 
so if you wish to know more 
about the game then please read 
it there. 


Alien Breed I: 
The Horror 
Continues 


1993 - Team17 - In-House 
[M|V] 


The second in 
the Alien 
Breed trilogy 
has many 
improvements 
such as much 
more varied 
levels, and the 
ability to fire 
while walking 
backwards. 
So itisa 
shame that Team17 placed it 
behind one of the worst and unfair 
opening levels that would have 
put most people off. In section 14 
we also cover this game if you 
wish to know more about it. 


Mean Arenas 


1993 - .C.E. - Nite Time 
[M| 


Mixing in 
Pac-Man with 
puzzles and 
multiplayer. 
Thinking 
about it, it’s 
probably not a 
Tun ‘n gun 
overhead 
shooter, but 
either way it's 
a fab little title, often forgot about 
today. 


Cyberpunks 
1993 - Core Design - Mutation 
[M|V] 


With cute 

Manga style 
Espace 
marines, it’s 
up to you to 
lead Raa, 
Gee, and Bee 
across the 
four missions. 
Each 
character has 
a different 
weapon, and so you can switch 
between them to give you 
different configurations. 


Cyberpunks 2 


2023 - Core Design - Mutation 
[ 


Missing the 
cute Manga 
visuals of the 
original, this 
nevertheless 
is a fantastic 
game update 
and is a major 
recommend from me to buy. 


Virocop 


1995 - Time Warner Interactive 
- Graftgold [M|V] 


Andrew 
Braybrook’s 
Virocop passed 
many people by 
sadly, as it came 
so late in the day. 
It is a real shame 
as well, as the 
game has lots of neat ideas, 
variety and gorgeous graphics. 
In the game you play D.A.V.E. 
(Digital Armoured Virus 
Exterminator) and must stop the 
viruses from taking over on the 
game disk where all the bytes 
go to party. A fun classic. 


War Zone 


1991 - Core Design 
- In-House [ V ] 


j If you like Ikari 
Warriors and 
Mercs then you 
will enjoy this as 
the game does a 
far better job than 
those official 
ports on the Amiga. 


Alien 


Sy ndrome 
1988 - rahe Softek [ 


A lesser known 
1986 SEGA 
overhead shooter. 
Clearly inspired by 
Aliens film, it had 
you rescue the 
crew and shoot 
jelly bean aliens. 
This port is a 
lovely version and outside the 
X68000 was the best home 
version to play. 


Alien Bash 2 


1991 - Amiga a 
- In-House [ 


Shameful rip-off 
of Chaos Engine 
it may be (to the 
point of lifting 
much of the 
graphics and 
Bitmap sound 
. But this 
parma 7 is still a really 
| solid game well 


worthy of a play 
through. It came 
on issue 83 of 
Amiga Format. 


Mercs 


1991 - U.S. Gold - Tiertex 


Capcom’s three 
player update to 
Commando in 
1990, was a real 
hit in the arcades, 
and so Amiga 
owners waited 
with bated breath 
on the Amiga home port. What 
we got was a two player pretty 
faithful adaptation of the game. 
It wasn’t to the levels of Ocean 
France or Graftgold skills at 
arcade conversions, but was 
competent nevertheless. 


Gauntlet IT 


1989 - U.S. Gold - In-House 
[M| 


This is a very 
nice port of the 
1986 Atari 
classic arcade. 
The Amiga 
version has 4 players option 
and all the sound samples, 
making it one of the best 
contemporary home ports of 
the game around. 


Crack 


Down 


1990 - U.S. Gold 
- Arc Developments [ M | V ] 


Based on the 
SEGA 1989 
arcade game, that 
most people 
don’t remember. 
It’s an overhead 
2 player run ‘n 
gun, with you 
placing bombs in the enemy 
compound to destroy it. 


Captain 
Fizz Meets The 
Blaster-Trons 


1988 - Psyclapse (Psygnosis) 
-PDG[M|V] 


Avery 
rudimentary 
Gauntlet clone, 
but with a cool 
split screen for 
two player. Look 
OK it’s probably 
only on the list 
for the fab name, as opposed to 
the game. Really it should have 
been Garrison I, a fab Gauntlet 
clone , but who wants a boring 
name like that (so sue me :-) ). 


Sim: Top 
15 Games 


Wing 
Commander 


1992- Origin - In-House 
[M|¥] 


Chris Roberts” 
space epic is 
sublime. You 
control a new 
pilot joining the 
humans against 
the Kilrathi 
aliens. What was 
great in the game was the 
ability to chat to the other 
pilots and crew in between 
missions, that helps you care 
about the fellow pilots and 
absorbs you into the action. It 
also helps that the 3D space 
fighting is very good as well. 


Knights Of 
The Sky 


1991- MicroProse - In-House 


& Ihave always 
preferred flight 
simulators based 
World War | as 
opposed to 
modern flight 
sims. It’s always 
far more exciting 
to do death-defying dog 
fighting, as opposed to firing a 
missile as a dot on a radar. Of 
all the WWI sims, this is the 
one I enjoy the most, with 
atmospheric art and well 
researched simulation of all the 
craft. But also the 3D engine 
was fun and responsive and the 
missions nice and varied. A fab 
game, that still holds up today. 


F-15 Strike 
Eagle II 


1991 - Micro-Prose - In-House 


= Of all the modern 
based flight sims, 
this was the one 


with its easier 
controls and less 
simulation, that 


drew me to it. It 
has a great 3D engine for the 
time and was playable even on 
a stock Amiga. It was definitely 
the one I played the most. 


Frontier: 
Elite I 


1993 - Gametek 
- David Braben [M | V ] 


The sequel to 
Elite was mightily 
impressive, with 
you able to land 
on planets and 
adding so much to 
the entire Galaxy 
of solar systems 
to trade, explore and fight in. 
Pure genius. 


Elite 


1988 - Firebird - Mr. Micro 
[MI¥] 


The Amiga port of 
the 1984 original 
open galaxy space 
trading and 
combat game is 


really good. 

Giving filled in 

3D as opposed to 
wire frame and better speeds 
makes this one of th 
to play the game. Incidentally 
the budg: alled 
Elite +, this is the same game 
but with a bug fix the original 
had. Elite Advanced was a 
home-brew project in 2003 that 
adds new ships, equipment and 

s it easier to reach Elite 


Thunderhawk 
AH-73M 


1991 - Core Design - In-House 
| 


Letting you 
control a fictional 
helicopter called 
the MERLIN, it’s 
up to you working 
for the United 
Nations and fly 
around the world 
defusing global situations (you 
see, and you though the UN 
was bureaucrats endlessly 
alias and achieving nothin, 
apart from racking up SSiVe 
expense accounts). This has a 
lovely variety of missions and a 
solid 3D game engine, along 
with emphasis on fun as 
opposed to simulation. This is 
still a huge amount of fun, 
being much more accessible 
than other flight sims. 


Gunship 2000 


1993 - MicroProse - In-House 
[MIV] 


In the early 90s 
the coolest combat 
vehicle to me was 
the Apache attack 
helicopter. It 
seemed to be 
nstoppable in the 
Gulf War and looked so cool in 
all news it was in. So I was 
very chuffed when MicroProse 
released a very good sim, based 
on the helicopter. Varied 
missions, great 3D and cool 
hardware, still makes this is a 
favourite of mine today. 


Silent 
Service II 


1991 - MicroProse - In-House 
[M| 


Set in World War 
Two as the 
Americans 
fighting the 
Japanese in the 
Pacific. This for 
me is the best 
submarine simulator in 
recreating the tension and 
excitement of submarine 
warfare. 


F-19 Stealth 
Fighter 


1990 - MicroProse - In-House 
[M|¥] 


Another classic 
Sid Meier flight 
sim. This time it 
was based on the 
super secret 
stealth craft, that 
could avoid radar 
detection, with it looking to 
radar as only a bird (albeit a 
bird moving a twice the speed 
of sound towards the enemy). 


F29 Retaliator 


1990 - Ocean 
- Digital Image Design [ M | V ] 


DID’s first game 
was a big success, 
offering gam 


S 
different missions 


around the world, 
dog-fighting and a 
rather snazzy 3D 
engine. I have 
many fond memories of this 
game. 


B-17 
Flying Fortress 


1993 - MicroProse - In-House 
[M| 


Another unique 
spin on the flight- 
sim. This had you 
control a multi- 
crew massive 
World War 2 
bomber. So you 
could take control of different 
crew members such as the 
pilot, gunners and bombers, in 
sfully completing the 
ion. The inter mission art 
iary entries really helps 
build the atmosphere and 
caring about your crew. 


Red Storm 
Rising 


1990 - MicroProse - In-House 
[M| 


As crazy as it is 
for us to envisage 
a world where 
there is a mad and 
power hungry 
Russia trying to 
take over the 
World. Tom ct ncy did write 
such a scenario in his classic 
book. For the game you control 
a submarine. Part simulator, 
this goes beyond this with a 
full campaign and building the 
story up as the tension mounts. 
This for me makes it the most 
compelling World War three 
simulator out there. 


Nighthawk 
F-117A Stealth 
Fighter 2.0 


1993 - MicroProse - In-House 
[M| 


re 3 The sequel to 
F-TR F-19 has a more 
=) Variety of 

| locations and 
missions in such 
locations as the 
Persian Gulf, 

Cuba, and Vietnam. It makes it 

another MicroProse sim classic. 


Battlehawks 1942 


1989 - Lucasfilm - In-House 
[M|¥] 


Set in 1942 in 
World 2 in 
the Pacific. In the 
game you can fly 
as the American 
or Japanese and 
does a wonderful 

job of recreating 
the feeling of being a pilot in 
that era. 


M1 Tank 
Platoon 


1990 - MicroProse - In-House 
[M| 


It may not be the 
prettiest tank 
simulator out 
there, but for me 
it is the most 
playable. 
Allowing you to 
control four tanks at once, and 
switching perspectives and 
viewpoints. I feel the tanks sim 
has never been better served on 
the Amiga. 


Strategy 
Games: 
Top 25 


Sid Meier's 
Civilization 


1992 - MicroProse - In-House 
[M| 


scope in this 
strategy game is 
breathtaking. 
Beginning in 
prehistoric times, 
you build up your 
civilisation into the future. 
Winning can be either 
conquering the globe, or being 
the most civilised and the first 
to space, the choice is yours. 


1992 - MicroProse - In-House 


[M| 


For me Julian 
Gollop does the 
best tactical 
strategy games, 
and whilst the 
others he went on 
to do has more 
scope, it's with Laser Squad 
and its laser focused gameplay 
that for me has not been 
bettered. The Amiga port takes 
the original Spectrum port and 
makes it even more colourful 
and pretty to look at, alongside 
all that perfect gameplay. 
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RGDS AMIGA TOP 50 GAMES 


#03 - Sim City 


1989 - Infogrames - Maxis 
[M|¥] 


Will Wright’s 
simulator of 
building a city was 
such a unique game 
on release, and 
created a genre. 
Building your dream 
city and then realise 
you have created a place of hell, 
with traffic tailbacks several 
miles long, then watching your 
city crumble in financial ruin as 
you realise how difficult it is to 
balance the books and make a 
place people want to live. Then 
you destroyed it all with natural 
disasters, and started it all again. 


Incidentally the CDTV version of 
Sim City is worth it adding little 
video clips and different time 
periods, it makes it a worthy 
addition to play. 


#04 - Theme Park 


1994 - Electronic Arts - Bullfrog 
[M|¥] 


WEF : 
The opportunity to 
build your own fun 


park is cool in itself. 
But Bullfrog with 
its wry sardonic 
humour and little 
touches, elevate this 
above later clones 
of this premise. Soon you will be 


putting loads of salt on the chips 
and hiking the price of the drinks 
and other scrupulous tactics to 
make extra money. 


#05 - The Settlers 


1993 - Blue Byte - In-House 
[MI¥] 


Known in the US as 


the hilarious name 
Serf City: Life is 
Feudal. This lets 
you build a 
medieval village. 
What is particularly 
wonderful is the 
animated detail of the citizens as 
they go about their daily life. 
Often I would leave the game 
running to watch the little 
piggies in the farms and birds 
tweeting, finding it relaxing to 
have in the background as I was 
studying. A beautiful game. 


#06 - Dune II: 
The Battle 
For Arrakis 


1993 - Virgin Games 
- Westwood [M|V ] 


Ew 
f 


Before the team 
went on to do the 
Command & 
Conquer series, they 
did this. I 
revolutionised the 
concept of real time 
strategy, with the 
idea of harvesting, building your 
armies and then attacking. In 
number 46 of Book | if you want 
to know more on the game. 


#07 - Populous 


1989 - Electronic Arts 
- Bullfrog [M|V] 


Peter Molyneux and 
Bullfrog created the 
God Sim genre with 
this game. Raising 
and falling the 
terrain and helping 
your people build 
their new kingdom, or be a 
vengeful God, smiting the people 
just for your jollies. The game is 
original and deserves its love and 
respect. 


#08 - 
Mega-Lo-Mania 


1991 - Image Works 
- Sensible Software [M | V ] 


This is a game 
deserving of more 
respect, and one of 
the regrets that it 
didn’t make our 
own top 50 (it 
would have made 
mine). An 
accessible real-time-strategy 
game, which added many new 
ideas to the genre, such as skill 
trees and mine resources. It is 
humorous, full of heart and 
mightily addictive. Or as the 
game says in one of its many 
sound samples... “It’s 
ergonomically terrific”. 


#09 - UFO: 
Enemy Unknown 


1994 - MicroProse 
- In-House [M | V ] 


Julian Gollop took 
all he had learned 
from games like 
Laser Squad and 
set against 
stopping alien 
infiltration across 
Earth. Adding to Laser Squad in 
its turn-based strategy and 
having you build and grow the 
Earth’s defences against the 
repeated onslaught, makes this 
one of the best strategy games 
around. 


#10 - Sid Meier's 
Covert Action 


1992 - MicroProse 
- In-House [M|V] 


games all out 


James Bond and 
full shooting 
action. Sid Meier 
did a more realistic 
approach, having 
you work out the spy outfit’s 
mole through breaking into 
buildings, wire tapping, 
decryption of messages all to 
work out the randomly generated 
double agent. Sure the graphics 
and sounds are rudimentary, but 
this still a stunningly good game. 


#11 - Balance Of 
Power: The 1990 
Edition 

1989 - MicroProse 
- In-House [M | V ] 


= 


Buwsaxermrg I remember getting 
: this with Amiga 
Format on issue 23 
as a free cover- 
disk and fell in 
love with the 
game. With me and 
a fellow school 
chum taking it in 
turns to play the 2 
player version of 
the game, passing 
the disk after each 
move. I certainly 
have always 
looked for any other games by 
Chris Crawford and was 
saddened when he left the 
industry. 
You control a government super 
power either the USA or USSR 
and must influence and cajole 
other countries to win global 
political control and sway. The 
1990 edition takes into account 
the crumbling USSR and so adds 
in 18 newly independent 
countries and an crisis advisory 
board to help you in your 
decisions. Never has a game so 
real and reasoned, and it taught 
me so much about the political 
world in which we live. 


— 


#12 - Sabre Team 


1992 - Krisalis - In-House 
[} 


This is a wonderful 
turn based tacti 
strategy game, 
where you control 
an elite squad of 
SAS soldiers, 
carrying out a 
variety of missions. 
Tough and unforgiving, it is 
nevertheless addictive as hell. 


#13 - Populous II: 
Trials Of The 
Olympian Gods 


1991 - Electronic Arts 
- Bullfrog [M|V] 


Populous II 
actually improves 
over the original in 
every way, and it is 
only my nostalgia 
of the first that 
places this here 
first. But if you 
loved the original, you will adore 
this wonderful update. 


#14 - Centurion: 
Defender Of Rome 


1991 - Electronic Arts 
- Bits Of Magic [M| V.] 


Starting in 275BC 
you must help 
Rome become a 
mighty Empire. 
Mixing in 
turn-based strategy 
with diplomacy and 
politics, this was 

one of the best of its ki 

Amiga system. 


#15 - Powermonger 


1990 - Electronic Arts 
- Bullfrog [M|V] 


More a real-time 
strategy game than 
Populous. This 
confused me as a 
kid (and in truth as 
an adult), but stick 
with it and you will 
find a lot to love 
here, if you have the patience. 


#16 - Battle Isle 


1991 - Ubi-Soft - Blue Byte 
[MIV] 


A wonderful 1 or 2 
player turn-based 
strategy game. One 
cool feature was 
that the screen is 
split so both 
players can put 
their commands out 
at the same time, making it much 
waiting and allowing subterfuge 
and decoy tactics. 


#17 - The Sentinel 


1988 - Firebird 
- Geoff Crammond [ M | V ] 


A really unique 
strategy game 
where you move 
and absorb trees to 
rise up against the 
Sentinel. Look the 
truth is I never understood this 
game, but its I know its good and 
rightly revered. Just don’t ask 
me what the hell I am doing :-) 


#18 - Floor 13 


1992 - Virgin Games - P.S.I. 
[M|¥] 


You are a 
government 
director general, 
whose purpose is 
to the Government 
in power. Done 
through static 
screens in a black 
and white film noir style, it 
absorbs you in to the dark and 
seedy world of the secret service. 


#19 - Historyline 
1914-1918 


1993 - Blue Byte - In-House 
[MI|¥] 


A spin-off of the 
Battle Isle games, 
but setting the 
battles in real 
conflicts in history. 
| This looks a World 
z= War One and is 

“another worthy 
turn based strategy game for you 
to enjoy. 


#20 - Nuclear War 


1990 - U.S. Gold 
- New World Computing [M | V ] 


Bey Taking a tongue in 

cheek tone to 
nuclear war. This 
has you blow 
everyone else to 
smithereens or lure 
people with you 
false propaganda. 
A fun simple strategy game, very 
poignant into today's turbulent 
times. 


#21 - Utopia: The 
Creation Of 
A Nation 


1991 - Gremlin 
- Celestial [M|V] 


Mixing in Sim City 
with military battle 
components, this is 
a compelling and 
enjoyable strategy 
game, I have gone 
back too many 
times. 


#22 - Conflict 
Europe 


1989 - P.S.S. (Mirrorsoft) 
- The Development Co. [M| V ] 


A strategy game 
that lets you play 
7 out different 
# scenarios of World 
War 3. Despite the 
rudimentary 
graphics it plays a 
good game and one 
Ihave many fond memories of 
playing through. 


#23 - The 
Armageddon Man 
1988 - Martech 


- The Electronic Pencil Co. 
(MI¥] 


Another nuclear 
endangered future, 
where you control 
one of the sixteen 
countries and look 
to overthrow the 
others. Based on 
the C64 original, it 
may be quite basic, 


but its nice simple fun. 


#24 - A-Train 


1988 - Martech 
- The Electronic Pencil Co. 
(MIY] 


Sim City with 
trai For those 
who love the idea 
of train sets, then 
this along with city 
building is very 
good. Plus that 
jazz title music is 
very unique. I always felt though 
the Amiga was just too slow to 
run this game properly. 


#25 - Rock Star 
Ate My Hamster 


1989 - Codemasters - In-House 
(MIV] 


of starting out rock 
stars (who look 
suspiciously like 
very famous 80s 
pop stars finest) and then try to 
manage them to the top of the 
charts and win lots of money. 


ame This game would 
= never be allowed 
today. Take a group 


The game is brutally unfair (like 
life - Ed) and there are constant 
deaths at every turn, so the game 
is very frustrating. But at the 
same time, where else can you 
manage from a choice of 50 stars 
such as Wacko Jacko, Tina 
Turnoff, Scratch n Sniffa Rick 
Ghastley to name but a few). 
Frustrating and annoying, this 
budget game is still however so 
much fun to play. 


Strategy: 
‘Actor y 
Top 
Games 


#01 - Cannon 
Fodder 


1993 - Virgin Games 
- Sensible Software [ M | V ] 


Our number one 
game in the best 
games on the 
Amiga, so go back 


a few pages to read 
all about this fab 
game. If you are 
too lazy to do that 
however, then it's an overhead, 
mouse controlled cartoon squad 
shooter that is simply amazing. 


#02 - Syndicate 
1993 - Electronic Arts 
- Bullfrog [M|V] 


Set in a Blade 
Runner style future 
where the 
corporations run 
countries not 
dictators. You 
control a squad on 
cyborgs to carry 
out missions on your rivals (such 
as assassinations, kidnapping etc) 
and become the best. We put this 
at number seven on our top 50 
list and so if you want to know 
more then check that. 


#03 - Pirates! 


1993 - MicroProse 
- In-House [[M|V] 


ay Another Sid 
re. Meier's classic, this 
= | time you get to be a 
swashbuckling 
pirate, with the 
only goal is to 
retire with as much 
gold as possible. 
It’s open ended and whilst the 
sword fighting disappoints, as a 
game that gives the experience of 
being a buccaneer it is second to 
none. There was also a CD32 
release called Pirates! Gold. This 
adds in an intro and some nice 
music, but is essentially the same 
game. 


#04 - D/Generation 


1992 - Mindscape - In-House 
[M|¥] 


As a simple courier 
you are sent a 
deliver a package 
in Singapore to a 
company called 
Genog Biolabs. On 
arrival, you realise 
something is amiss, 
and so diligently decide to help 
rescue the people and investigate 
further. This involves solving 
each room, working out how to 
avoid the enemies and override 
the system security. Each screen 
is i ibly well thought out, 
and whilst the graphics at first 
glance seem basic, they are 
actually well thought out and 
perfect for the games styling. A 
hidden gen that needs to be 
played by more. 


#05 - Space Hulk 


1993 - Electronic Arts 
- In-House [M| V] 


EA recreated the 
Games Workshop 
board game ina 
very interesting 
way, mixing in 
real-time with 
pausing the clock 
strategy. The end 
result was a difficult but tense 
time. For those with patience, it 
is worth your time. 


#06 - North & 
South 


1989 - Infogrames - in-House 
(M|V] 


war, this is a fun 
real time strategy 

» game, mixing in 
arcade elements. It 
has a lovely 
cartoon style based on the 
Belgian comic. We put this at 
number 48 on our top 50 games 
(blame Ric who adores this 
game :-) ) So if you want to read 
more about this, then check out 
that section of book one. 


#07 - Defender Of 
The Crown 


1986 - Mirrorsoft 
- Master Designer (Cinemaware) 
[M|¥] 


An important 
fame in Amiga’s 
history that 
showed what the 
Amiga was 
capable of. In this 
you look to take 

over all the 

regions of 
England. This is done with Risk 
board game strategy like 
sections, but it also has arcade 
mini games, that let you do 
jousting or sword fight your way 
to rescue princesses. 


Sure today the mini-games are a 
bit clunky, but wow those 
graphics still impress even today. 
To note on the CD32 there was 
Defender of the Crown II 
released, this was essentially the 
same game, but improved the 
graphics even more and added 
more animation. Also additional 
music was added. 


#08 - Carrier 


Command 


1988 - Rainbird - Real Time 
[M|¥] 


You control an 
advanced 
cybernetic aircraft 
carrier, and must 
command the 
various planes, 
drones and laser 
guns, whilst 
building resource factories along 
the islands coasts. It may have 
rudimentary graphics, and 
overwhelming in its scope 
gameplay. But trust me with 
patience you will fall to its 
charms as well, once you learn 
how to play it. 


#09 - Lords Of 
The Rising Sun 


1989 - Mirrorsoft 
- Cinemaware [M | V] 


Set in 12" 
Century Japan, 
you must become 
a Shogun and 
revenge the 
murder of your 
father. Mixing in 
action sequence 
mini games along with the 
strategy. This is a another 
lovely Cinemaware classic 
seldom discussed today, 


#10 - Dragons 
Breath 


1990 - Palace -Outlaw [M|V] 


Play as one of 
three wizards who 
can do alchemy, 
summon dragons 
and cast spells. A 
unique and fun 
strategy game, 
especially with 
three human players. In the US 
the game is known as Dragon 
Lord. 


S ag! 
0 
Games 


#01 - Speedball LH: 
Brutal Deluxe 


1990 - Image Works 
- The Bitmap Brothers [ M | V ] 


The futuristic sport 
is sublime, with 
multiple ways to 
score and the 
stunning graphics 
and sound of The 
Bitmap Brothers. 
For me this is the 
best game - on our 50 it made 
number 17. So if you want to 
know more about the game then 
please check out Book Two and 
that section of the book. 


#02 - Sensible 
World Of Soccer 
'96/'97 


1996 - Renegade 
- Sensible Software [M | V] 


Sensible World of 
Soccer, took all 
that was great 
about Sensible 
Soccer, but added 
an accurate 
database of players 
and teams across 
the world and a comprehensive 
player manager campaign. In 
short it was all you could hope 
and dream for. We put this at 
number 4 on our list, so go back 
to that section of this book to 
know more about the game. 


#03 - 

Jimmy White's 
'Whirlwind' 
Snooker 


1991 - Virgin Games 
- Archer MacLean [ M| V ] 


@ At the time this 
was 
revolutionary, 
sure 3D Pool and 
snooker games 
had come before, 
but none with 
such realistic ball 
physics and all looking so good 
and realistic. It also has the 
little fun touches of Archer 
Maclean games. Leave the 
balls for a while and watch the 
balls pull silly faces or flies fly 
around the screen. Brilliant. 


#04 - Kick Off 2 


1990 - Anco 
- Dino Dini [M|V ] 


T was lucky 
enough to get 
’ Kick Off 2 with 
, my Amiga and 
for the longest 
time this has 
remained my 
favourite football 
game of all time. Whilst I 
admit SWOS pips it to the post, 
it is still a wonderful game of 
football and worthy of your 
time. 


#05 - Goal! 


1993 - Virgin Games 
- Dino Dini[ M|V] 


This is the real 
Kick Off 3 game. 
When Dino Dini 
left Anco and the 
Kick Off name, 
he released the 
game he was 
working on as 
Goal! Far superior to the 
Kick Off 3 that Anco did 
release, this gives the player 
oodles of options, a bugger 
player roster and an arcade 
challenge mode to play 
through. 


#06 - Arcade Pool 


1994 - Team17 - Antitesi 
(M|V] 


Ihave always 
adored overhead 
pool and snooker 
games, and for 
me they have 
never been 
bettered than by 
Team17 Arcade 
pool game. 
Sporting every 
variant you could 
hope for of pool. 
In-fact the only 
thing it missed was a game of 
Snooker, and CU Amiga gave 
that for free as a cover-disk on 
their July 1995 edition of the 
magazine. 


#07 - Archer 


MacLean's Pool 


1992 - Virgin Games 
- Archer Maclean [M | V ] 


Essentially his 
Jimmy White’s 
game, but playing 
ai] pool as opposed to 
snooker. It 
pane includes all the 
- ®@ main variants of 
games of pool, 
and so will keep you going for 
ages. 


#08 - 


Pro Tennis Tour 2 


1991 - Ubi-Soft 
- Blue Byte [M|V] 


§ Also known a 


Great Courts 2, 
this is quite 
simply the best 
tennis game on 
the Amiga (in my 
opinion). It has 
player creation 
and improvements and a host of 
different options and methods 
of game modes. But more 
importantly it plays a fantastic 
game of tennis. 


#09 - Zany Golf 


1989 - Electronic Arts 
- Sandcastle [M| V ] 


Made by Will 
Harvey, who did 
the Atari-ST and 
C64 port of 
Marble Madness 
and designed the 
game Immortal. 
This is a lovely isometric game 
of crazy golf. It has nine holes 
of varied mad-cap courses set 
to lovely fun-fair themed 


music. 


#10 - Football 
Glory 


1994 - Black Legend 
- Croteam [M|V ] 


A brazen Sensible 
Football Soccer clone it 
fans may be, but there 
is a lot to love 
with Football 
Glory. A whole 
assortment of 
additional moves 
can be pulled off and cool little 
features like the zoomed in 
replays of key events. There are 
also loads of little animations 
and touches to the referee and 
stadium, that makes this a 
worthy football contender to the 
Sensi Soccer crown. 


#11 - Graham 
Gooch World 
Class Cricket 


1993 - Audiogenic - In-House 
[M|¥|D] 


"hy, Ms 


= This game goes 
WeMOCLASS under many 


9 different names, 

Sy Sin Australia it’s 

A, 2 known as Allan 
wi 


nm Border's Cricket. 

It then has re- 

releases with a 

few tweaks such as Graham 
Gooch World Class Cricket: 
Test Match Special Edition and 
Battle For The Ashes (Actually 
Amiga Power in issue 63 gave 
this version for free on a 
cover-disk. However its called, 
the game is for me the best 
game of video cricket I have 
ever played. The visuals and 
music are stunning and it 
captures the game perfectly. It 
is a real enjoyable gameplay 
gem, I often go back to. 


#12 - Speedball 


1988 - Image Works 
- The Bitmap Brothers [ M | V ] 


Whilst the sequel 
dialled everything 
to eleven, there is 
something about 
the originals 
smaller playing 
field and faster 
scoring that 
makes this still a worthy game 
to play (and many even prefer 
over its sequel). We go even 
more in-depth as part of 
number 17 of the book if you 
wish to know more. 


#13 - Super 
Tennis Champs 


1995 - Audiogenic 
- Mental Software [ M | V ] 


Clearly inspired 


¢ 
Teas by Super Tennis 
(CHUNES 9 on the SNES, this 
EFS more cartoon take 
= of tennis is so 
much fun, with 
e fluid gameplay 
and plays a mean 
game of tennis. Definitely a 
worthy alternative to the 
mighty Pro Tennis Tour games. 


#14 - PGA 
Tour Golf 


1991 - Electronic Arts 
~ Blue Sky [M|V] 


The Amiga had a 
lot of good golf 
games, but it was 
EA’s offering I 
personally played 
the most. 
Realistic ball 
physics and 
accurately mapped out courses, 
made you feel like you were 
actually there and the two 
swing control method for 
power and fade, made it a great 
game of golf, where you felt in 
control. 


#15 - Brutal 
Sports Series: 
Football 


1993 - Millennium 
- Teque London [ M| V ] 


Clearly inspired 
by the Games 
» Workshop 
Warhammer 
board game 
Blood Bowl, this 
offers an arcade 
version of 
American Football, with a 
number of fantasy themed 
characters. It’s fast, bloody and 
frantic. Giving the player a lot 
of fun especially in 2 player. 


#16 - R.B.I. 
Baseball 2 


1991 - Tengen (Atari), Domark 
- The Kremlin [M | V ] 


Baseball is not a 
sport as a video 
game I usually 
enjoy. But RBI 
Baseball 2 was 
4 one example I 

really gelled with 

as a kid. Its easy 
to see why as well, with 
gorgeous graphics and easy to 
learn, difficult to master, 
mechanics. Best baseball game 
on the Amiga. 


#17 - Jahangir 
Khan's World 
Championship 
Squash 


1991 - Krisalis - In-House 
[MIV] 


You don’t often 
see video game 
versions of the 
sport Squash and 
whilst this isn’t as 
Mm good as the 
Gaelco arcade 
game Squash, this 
is the best (and only) on the 
Amiga. 


#18 - TV Sports: 
Basketball 


1990 - Mirrorsoft 
- Cinemaware [ M | V ] 


The Amiga was 
; devoid of good 
basketball games, 
but the best was 
undoubtedly TV 
Sports: 
~ Basketball. The 
changing 
viewpoints in different parts of 
the court frustrates, but the 
presentation is second to none. 


#19 - Kingpin: 
Arcade Sports 
Bowling 


1995 - Team17 - In-House 
(M|V] 


Team17’s foray 
into ten-pin 
bowling resulted 
in a competent if 
not spectacular 
bowling game. 
But it is well 
executed, with a 
nice control scheme and 
functional graphics and sounds. 
Missing the love and effort and 
care of other Team17 titles, but 
this is still enjoyable 
nevertheless. 


#20 - Manchester 
United Europe 


1991 - Krisalis - In-House 
[MIV] 


For the sequel to 
their Manchester 
United: The 
Official Computer 
Game, Krisalis 
improved on the 
arcade football in 
almost every way 
and so as a result created the 
best arcade style football game 
on the Amiga. So if you prefer 
the side view in your football 
games, then this is the one to 
play. 
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Sports : 
ulti 


Event Top 
12 Games 


#01 - The Aquatic 
Games: Starring 
James Pond And 
The Aquabats 


1992 - Millennium - Vectordean 
(M|V] 


A spin-off of the 
James Pond games. 
Here you and a 
series of his chums, 
compete in fishy 
Olympics, it's a 
great multiplayer 
game. Check out 
section 16 of this book to know 
more about this game. 


#02 - California 
Games 


1988 - Epyx (via U.S. Gold ) 
- Westwood Associates [ M | V ] 


HOLLYwooo 


— 


Another eclectic 

collection of off- 

beat sporting events. 
Covering surfing, 
skate boarding, 
roller-skating, hacky 
sack keep-ups, BMX and 
Frisbee. Better remembered on 
the 8-Bit computers, still the 


Amiga version is a great version 
of the game. 


#03 - Fiendish 
Freddy's Big 
Top O' Fun 


1989 - Mindscape 
- Gray Matter [M|V] 


Another multi-event 
collection, this time 
at the circus. Here 
you have six events 
from knife throwing 
wheels of death, 
»] juggling, tightrope, 
cannonball, trapeze 
and high diving. To make things 
more difficult is there is a clown 
sent by the bank to sabotage the 
show to help the circus default 
on the loan and leaving the bank 
owning the circus. 


#04 - Winter 


Games 
1987 - Epyx 
- Incredible Technologies 


[M|V] 


Epyx Olympic game 
series really 
impresses, letting 
you do slalom, 
skiing, ski jumping, 
bob sleighing and 
Figure skating to 
name a few. It may 
not be as pretty as 
the later releases, but it was one 
of the best in gameplay terms. 


#05 - Summer 
Games II 


1992 - Epyx (via U.S. Gold) 
- Creative Materials [M| V ] 


The sequel covering 
the Summer 
Olympics, has far 
more variety than 
the original. You 
have triple jump, 
high jump, rowing, 
javelin throw, 
equestrian, fencing, kayaking and 
cycling. It is a perfect companion 
to the first game, which offers 
different events, but of the two I 
find this game more fun to play. 


#06 - Bar Games 


1990 - Accolade - ArtisTech 
[M|V] 


to exactly call wet 
T-shirt competitions 
and chatting up girls 
as a sport. The game 
is undoubtedly fun, 
with varied and 
entertaining mini 
games and mildly titillating (but 
still PG level) gameplay. 


#07 - The Games: 
Summer Edition 


1989 - Epyx (Via U.S. Gold) 
- ArtisTech [M|V] 


This is Summer 
Games 3, although 
the second on the 
Amiga port of the 
second came out 
later than this game. Events here 
are cycling, hurdles, pole vault, 
hammer-throw, uneven parallel 
bars, rings, archery, and diving. 
It at least gives you even more 
Olympic events to enjoy. 


#08 - 


Winter Olympics: 
Lillehammer '94 


1994 - U.S. Gold 
- Abstract Images [M | V ] 


This later Winter 

Olympic games uses 

3D to display some 
\ of the events. It has 
% the usual offering: A 
variety of skiing, ski 
jumping, 
and skating. I still 
prefer the older Epyx games, but 
it is still a pretty good game. 


#09 - Buffalo Bill's 
Rodeo Games 


1989 - Tynesoft 
- In-House [M| V] 


Known also as 
Buffalo Bill’s Wild 
West Games in the 
US. Here you have 
fun events to play, 
such as hurling 
knives as a spinning 
board, a shooting range, 

calf roping and Bronco riding. 
Nice graphics and unique events 
makes this another fun one to 
play. 


#10 - Ski or Die 


1991 - Electronic Arts 
- In-House [M | V ] 


A less serious 
Winter Olympic 
style game. Here 
you have death 
defying leaps over 
chasms and first 
person snowball 
fights. It also has 
the more traditional events like 
snowboarding. Great fun. 


#11 - 
International 
Sports Challenge 


1992 - Empire 
- Harlequin Design [ M | V ] 


Gorgeous graphics 
and nice unique 
takes, such a first 
person strian 
ion in in 3D, 
with the horse’s 
head beautifully 
drawn. It was the one I was 
always drawn to, in getting my 
Olympic game fix on the Amiga. 


#12 - Indoor 
Sports 


1987 - Databyte 
- DesignStar Consultants, Inc. 
[M|¥] 


Having darts, table 
hockey, bowling 
and table tennis all 
in one place is 


Py jie rather cool. Sure it 


—e is all rather 
rudimentary, but it 
is definitely a welcome 
distraction. 


Sports : 
anager 

Top 5 

Games 


#01 - 
Championship 
Manager '93 


1993 - Domark - Interlek 
[M|¥V] 


OK, full 
disclosure, I cannot 
stand sport 
management 
) games, finding 
4} them dull as dish 

water. Still I know 

they are loved by 
many and there would be a 
rightful riot if I didn’t at least 
mention a few of the best. This 
one particularly with the end of 
season data disk is the best 
jumped up spreadsheet out there, 
if you enjoy such games :-) . 


#02 - Player 
Manager 


1990 - Anco - Dino Dini 
[MI¥] 


Using the Kick Off 
game engine, this 
at least lets you 
play some football, 
along with all the 

) standard gameplay. 


#03 - World 
Championship 
Boxing Manager 


1990 - Krisalis 
- Goliath [M|¥V ] 


In the game you 
manage boxers, 
and so can train 
them, and hear 
blow by blow 
accounts if you 
want in the match 
itself. 


#04 - Premier 
Manager II 


1993 - Gremlin 
- Realms Of Fantasy [M| V ] 


A prettier 
alternative to 
Championship 
Manager. Another 
very popular 

— =" management game. 


#05 - Grand Prix 
Manager 


1993 - 17-Bit (PD) 
- Goliath Games [ V ] 


Written in AMOS 
this Public Domain 
game has you 
manage your 
Formula One 
Team. It may have 
rudimentary 
graphics but the 
game is quite good 
fun, if nothing special. 


JAMKR 


Well there you go, there is what I 
consider the best in every game 
genre on the Amiga. I think it is 
testament to the wonderful 
Amiga machine, that even after 
two books and a pretty 
comprehensive addendum of 
some of the best, the Amiga still 
has so much more to offer. I can 
hear people cry out, why games 
like Future War, Battle 
Command, Bombuzal, Flimbos 
Quest, Gravity Power, 
Indianapolis 500: The 
Simulation, Knightmare, 
Logical, Maupiti Island, Super 
Obliteration (and I could go 
on)... But of course this already 
a huge duel book and the line 
had to be drawn somewhere. 

For those who feel slighted that 
your beloved game fell just a 
single point lower and so missed 
out these top genre lists. Also I 
want to note these lists are based 
on my memories and experiences 
and tastes, so when I say top 
games in a list, I am not saying 
definitively, but rather to give my 
suggestions, which may 
introduce you dear reader to 
some additional great games, or 
rekindle memories of titles 
perhaps forgotten about. 


HOW TO EMULATE AND PLAY 
THE AMIGA GAMES TODAY 


LAUNCHBOX 


On PC this is my preferred way 
to play. Launchbox goes and gets 
all the box art on the front end 
and you just single click on the 
game box and play the game. 
Even better, this tutorial shows 
how to use WHD files (small 
hard drives of the game) and so 
cuts out all the annoying disk 
swaps and reduces load times. 
Watch tutorial to set it up here. 


MINE 


* 2) 4500 & 


A small USB device that looks like the A500 Amiga. Coming with 
a joy-pad (you can plug in most USB joystick controller) and a 
beautifully recreated Amiga mouse (with optical and less chunky 
thankfully). Whats great with the device, is not only does it have 
multiple games on there, you can actually plug in a USB stick with 
any of the games you want to play and it will work with no faffing. 
You can also for more obscure games use adf and use m3u files to 
handle multiple floppy disk games. If that wasn’t enough with 
some ini files added you can do cool things like CD32 games and 
CDTV. OK sure you could all the same with a Raspberry Pi and Pi- 
Amiga build. But then you wouldn't have a cute Amiga and its 
mouse to play the game. Adorable device. 

You can buy on Amazon here. 


AMIGA FOREVER 


This is a licenced Amiga emulator 
and more importantly is a legitimate 
way to buy all the Kickstart roms 
and Workbench operating system. 
Sure it is just a front end for Win 
UAE emulator, but it does pull info 
about the game and create a playlist 
file, so sorts out the disk swaps. It is 
therefore a nice alternative to the 
Launchbox set-up 


You can buy the emulator here. 


MODDED REAL HARDWARE 


If you own a real Amiga, and if 
it's a A600 or A1200, then you can 
install a hard drive. This is a great 
introduction and it is a wonderful 
solution to play the games of the 
original system. 

For A500 machines you have a 
floppy drive emulator called a 
GoTek. This will replace the 
floppy disk drive and allow you to 
store the adf files on a USB stick, 
and choose which game by 
cycling through the disk number 
you wish to play. 

To learn how to install the hard 
drive then click here. 


WHERE DO I GET THE GAMES? 


Am sure a quick search on Google of the various archive 
locations on the internet will yield results . Just keep to good 
archive organisations that you trust. Also for the hard drive 
game files then searching for WHD Downloader locations will 
no doubt-ably find what you need. 

However you play the Amiga, please do. It is a beautiful 
machine and there are so many wonderful games, music demos, 
applications and disk mags to discover. Many games of which 
were unique to the Amiga and so will be wonderful voyage of 
discovery, for a would be retro traveller willing to sample its 
delights. 


HOPE YOU ENJOYED 


Whilst this book is free, I decided to add an option for people to buy me 
a coffee, as this was a massive undertaking and at the end of writing the 
book I sadly was made redundant from my job, with my role going 
overseas to a cheaper location. So if you have enjoyed and can afford, 
then please consider sending a buy me coffee to say thanks for all my 
efforts. 

https://buymeacoffee.com/thedrisk 

In addition or alternatively then please consider sharing the book with 
friends and family or re-posting on social media about the book to get 
this in the hands of as many people as possible. The book is perfect in 
introducing people to the world to the Amiga and its many classic games, 
as well as existing Amiga lovers and retro aficionados to learn about who 
made these games and what they went on do in the gaming industry. 

I also wish to thank RGDS listener Turnbl for his patience and expertise 
with proof reading of the books, and all the contributors for their help 
and time to make these books 
so special. 

Whatever your thoughts on the 
book and actions, I want to 
thank you from the bottom of 
my heart for taking the time to 
read the books and hope it 
kindles/rekindles your passion 
for the Amiga. 


Don’t be a stranger... 


Well, that’s it. You have got to the end of book two. I hoped you enjoyed the two books as much as I did writing it. So, if you 
liked what you have read and love retro video games, then consider joining us our RGDS Discord channel and subscribing to 


our audio and now video RGDS podcast. And maybe, if feeling even more generous, dropping us a podcast review. As mentioned 
we do all this for free, simply because we love video games and we love the Retro Gaming community, and want to help it to 
continue to thrive. Outside of Discord, my Twitter is the best way to get hold of me on https://twtter.com/Drisk. 


I am happy for this book to be hosted or rehoused on any site on the internet. As long as its not changed without my permission, 
or directly charging money for the book for profit. If you do print it out then please send a picture of it on Twitter, I would love 
to see it. So, look out for more Retro Gaming Discussion Show (RGDS) podcast, retro gaming content. 


If you enjoyed then please either listen or watch our RGDS podcast. It’s all free, but nice when we see good viewer figures 
making all our efforts worthwhile. 


So, until the next book... Keep it Retro. 


Our You Tube Channel, where we 

have started to do video versions of 
our audio podcasts, that let you see 
gameplay footage of the games and 


https://www.youtube.com/@RGDSPodcast-qw6mw 


Our audio version of the podcast is 


the RGDS Podcast 


(The Retro Gaming Discussion Show). 


We have been going for almost a 
decade and in that time we have 
created thousands of hours worth of 
retro related listening pleasure on 
any game or system you can possibly 
imagine. 


https://retrogamingdailyshow.libsyn.com/ 


Our RGDS Discord channel, lets our 
listeners and like-minded retro 
gaming souls chat and support one 
another. Over the years, it’s become 
a real community of friends, with 
many having online retro gaming 
nights (every Thursday) and yearly 
meet ups at Arcade Club in Bury, 
along with other meet ups throughout 
the year. 


https://discord.com/invite/HzGAZ5FV7u 
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Standing On The 
Shoulders Of Giants... 


To do such an ambitious undertaking for the book, I naturally used a whole host of 
sites and resources, as reference points to make the book. Luckily the Amiga has a 
whole litany of wonderful websites, where others in the retro community have done 
much of the considerable efforts in making bringing all this information together, to 
what became this book. 


So in the next couple of page I wanted to take the time to celebrate and list the main 
site I used and heartily recommend you visit. 


HY oe OF Hall of Light - https://amiga.abime.net/ 
ALL A database of almost every single Amiga game out there. This 


LIGHT gives information on who made, it year on release, and all the 
related material for the game, such as magazines. They do have a 


habit of sticking their watermark logo on everything, but I have 
used this fantastic site, for my links to all the game manual 
scans and to cross check game information. 


AMIGA Amiga Magazine Rack - https://amr.abime.net/ 


Magazine RACK Sister site to Amiga HOL. This has a database of every Amiga 
magazine review, with scans of all the review pages (sadly non 
review pages like adverts aren’t kept.). I used this site to 
catalogue all the reviews given by the magazines in the book. 


Moby Games - https://www.mobygames.com/ 


A database of pretty much every video-game that ever was. This 
not only has beautiful box and disk scans, without slapping their 
logo on everything. But also gives who made the game, and see 
all the other games those individuals worked on. I used this as 
the primary source, for the game box scans and to detail who 
made the games, their pictures. and what other games they did. 


AL82 Retrogaming Longplays 
- https://www.youtube.com/@AL82RetrogamingLongplays 


A fantastic site, full of complete play throughs of many video 
games including the Amiga. What I love with his site, is that he 
records the games in HD and so the titles look as sharp and 
beautiful as possible. Given that my poor playing skills meant 


you would only see screen shots for the first few levels, I used 
this site as the principle resource, both for the video links to the 
footage and in game footage. 


GAMING » 


OF He Comtnenties Arctic 


C=Commodore 


im INTERNET 
LM ARCHIVE 


@ LaunchBox 


Zeusdaz - The Un-Emulated Retro Game Channel 
- https://www.youtube.com/@ZEUSDAZ 
Another You Tube site I adore is Zeusdaz. He also does great 


long-play gameplay footage, but makes a point to only play on 
real hardware. This means many of his games won’t have the 
crisp HD sharpness of other You Tubers, but you are seeing the 
games exactly as they were back in the day. For the book I used 
his site, wherever AL82 hadn’t recorded gameplay footage. But 
also to enjoy seeing the games as they actually were, in all their 
fuzzy pixel glory. 


DLH's Commodore Archive - https://commodore.bombjack.org/ 


Contains complete scans of almost every Amiga Magazine in 

PDF format. This is great as the Amiga Magazine Rack removes 
non review pages like adverts, and the PDF is a lot more fun to 
read. For the book I used the site where Amiga Magazine Rack 
didn’t have scans, or it resolution was too low to read via OCR. 


Lemon Amiga - https://www.lemonamiga.com/ 


Another Amiga games database, this allows any visitor to leave a 
review or comment on the game, so it’s a great resource to see 
what other people today think about it. Along with that it has 
lots of information about the game and cool things like a 
playable jukebox so you can hear the amazing Amiga game 
music. For the book I used it primarily to cross check other 
sources and to listen to Amiga tunes as | did things. 


Internet Archive - https://archive.org/ 
A fantastic resource for archived magazines, books, games. If I 
couldn’t find anything elsewhere, this is where I found it. 


Launch Box - https://www.launchbox-app.com/ 


I adore this front end for emulators and gaming libraries. It turns 
your game storage, from soulless file lists, to beautiful virtual 
game shelves, allowing you to see both the front and back of the 
box, before clicking to auto load the game. For me browsing the 
game boxes, is an important part of the experience, so I am so 
thankful for this tool. For the book when I couldn’t find the box 
art on other web sites in a high enough resolution, then I used 
their fantastic website. 


So many others... 
World of Longplays - https://longplays.org/home.php 


The entire retro gaming community. 
All of you I thank you. 
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Shout Outs... 


I wanted also to take this opportunity to shout out fellow podcasts and You Tube 


channels, that I love and think you may enjoy as well: 


RETRO 
15 UY LU ITS 


RGDS (The Retro Gaming Discussion Show) 
- https://www.youtube.com/@RGDSPodcast-qw6mw 


Yes I know this is us, but the shout out is not just for our 
wonderful podcast. But our loyal listeners who not only listen to 
our little show, but reach out and comment on the episodes and 
through Discord make it a real fun community of friends. It is 
them that drive us on to make our free podcast, and makes all 
our efforts worthwhile. 


Retro Asylum- https://retroasylum.com/ 


The podcast I used to host on. These are a great group of guys, 
now offering a different slant on retro podcast, offering a game 
club play through of a game. It’s a lot of fun, for those with the 
time So give this fab podcast a listen. 


The Retro Hour - https://theretrohour.com/ 


Somehow these guys find the time to interview big names in 
video game history, along with keeping you up-to-date with the 
latest retro gaming news. It’s definitely the most professional 
Retro podcast out there, and they deserve all their success. 


Ten Pence Arcade Podcast - https://tenpencearcade.co.uk/ 


A great podcast all about arcade games and biscuits. They do a 
game club format, covering a single game, that they and their 
listeners all play through, trying to get the highest score. They 
also give lots of retro arcade news as well. 


Maximum Power-up Podcast - https://maximumpowerup.com/ 


These days, the podcast tends to focus on reviewing magazine 
reviewers and editors of the video mags we all grew up with. It’s 
a special and important niche to video game history and I am so 
thankful Paul is capturing these interviews for future 
generations. 


ee 


4 
PAV 


> 


ie; 


Gebs does great UK retro gaming content, full of passion in 
what she covers. It’s also nice to have a You Tuber cover the UK 
systems like the Amiga and Spectrum we grew up with. 


Metal Jesus Rocks 
- https://www.youtube.com/@MetalJesusRocks 


Former Sierra developer, Metal Jesus covers games typically 

from 1990 onward on his channel. But also focusing on new 

games and modern retro. I have always loved his content and 
passion with gaming, and have discovered many hidden gems 
and great indie games, through watching his channel. 


Radical Reggie 
- https://www.youtube.com/@The_RadicalOne 


Reggie tends to cover modern indie games and PS1 and later. He 
has fantastic knowledge, and has introduced me to loads of great 
modern indie games, I would have missed out on. 


GenXGrownUp - https://www.youtube.com/@GenXGrownUp 


His main focus is on the Atari systems, but he also covers retro 
gaming handheld devices. I have become a real fan of his 
content, with his honest, down to earth reviews and help with 
how to hack some of the mini game consoles. 


John Riggs - https://www.youtube.com/@JohnRiggs 


His particular speciality is the NES console, but he does do other 
retro gaming systems. Always a huge fan of his videos and 
passion he brings to them. 


JayWood2010 - https://www.youtube.com/@JayWood2010 


For modern gaming news, this channel has become my go to You 
Tube channel. Each day he summarises all that’s happening in 
the gaming world, alongside his calm and collected analysis 
upon it. 
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UKGaming 


Network 


AMI 


Retro Game Squad - https://retrogamesquad.libsyn.com/ 


OprgiaO 


The podcast that got me into retro podcasting, With the crew 
going through all the classic games onvideo games. It’s now 
only a quarterly podcast, but the fantastic knowledge and games 
covered are second to none. It is Retro Game Squad...Baby!! 


UK Gaming Network - 
https://www.youtube.com/@UKGamingNetwork 


Brian was a reviewer for Amiga Action and most of the 
Games-X magazines. I have only recently discovered his 
YouTube channel and have been blown away with his Amiga 
related content. I definitely think he is one of the best 
YouTubers releasing Amiga content currently on the web. 


Retro Gamer 


-_https://www.facebook.com/RetroGamerUK/?2locale=en_GB 


We are so lucky to have the video game magazines, clinging on 
in the UK, and the fact that we have a number of retro gaming 
themed physical magazines available to us is incredibly special. 
Retro Gamer is a great overall retro themed magazine that has 
been going on for decades now. 


Amiga Addict - https://www.amiga-addict.com/ 


We also in the UK have a contemporary Amiga magazine, that 
not only reminisces all about the Amiga’s past, but gives new 
news on titles just released and up coming events, its essential 
reading for lovers of the Amiga. (Check out their Pixel Addict 
magazine as well, which covers other retro systems and is a 
great read.) 


Fusion Retro Books - https://fusionretrobooks.com/ 


Releases new magazines for Zzap! (C64 games), Crash 
(Spectrum games) and Amitrax (Amstrad games) and other retro 
gaming books. Crash is also the magazine that fellow host Kingy 
is a writer for. 


Bitmap Books - https://www.bitmapbooks.com/ 


Sam used to be a host with me at Retro Asylum, he then went on 
to found a company, to do high quality retro gaming books. 
These are the best on the market, with Sam ensuring the print 
and quality, will show the games exactly as it should be. A 
special note goes to the book A Gremlin In The Works, this 
covers the publisher Gremlin and is for me the best retro gaming 
format out there. 


Arcade Club - https://www.arcadeclub.co.uk/ 


My own personal Disneyland. They have three venues, in Bury 
(near Manchester), Leeds and Blackpool. The Bury venue is 


where the RGDS hosts and listeners meet up, being the biggest 
arcade in Europe. 4 floors of free to play retro and more modern I 
arcades and pinball. You just pay a flat fee on the door and then 
dive into a retro wonderland. What I love with the place, is they 
ensure all the arcades and pinball is real hardware, so it is a real 
CRT and look and feel of what you remember. It’s a real labour 
of love and effort, so hats off to all the people at Arcade Club, 
who keep this special place and its hardware going. 


DaddaRuleKonge Books - https://daddarulekonge.itch.io/ 
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This guy is totally AMAZING and it fries my brain more people 
: don’t talk about this guy’s stunning series of digital books, 
Playstation writing about EVERY single game (in all regions) on most of the 
main platforms out there. Beautifully done and with a pay what 


you want on itch.io I cannot recommend this guys work enough. 


Antstream - https://www.antstream.com/ 


On PC and Xbox One Family, but much better on the Xbox in 
my opinion, but this Netflix style steaming service of retro 
games is sublime. Not only can you play a single one off 
payment, but they have so many classic games, that you often 


don’t see today (including many of the Amiga games covering 
here in these books). 


Naysayers may say whats the point, in today's world of fully 
loaded retro devices? But, not only are these fully licensed and 
so a legal way to play the games. But also it adds interesting 
small challenges, tournaments and scoreboards, really bringing 
back the competitive spirit. 


In addition to all that, the people at Antstream, really know their 
games, and are choosing many hidden gems, and interesting 
titles to enjoy. Even at RGDS, we have found some amazing 
games new to us. 


So many more... 


Digital Eclipse - For their excellent virtual game museum, and showing how game preservation 
should be done. 

Nightdive Studios - For their excellent remasters of games, and bringing back many of those PC 
classics for modern audiences. 


There are so many more sites, podcasts and people I could and should have shouted out, but the 
purpose of the book is not to list all those wonderful places and people, who are making the retro 
gaming and gaming community so special. Just know that whatever your part in that community, 
you are doing important work, ensuring you preserve this history of video game for future 
generations. DRISK 
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